1939

Production: 24
GERMANY Staring IPG: 52

GERMANY Order of Play
1. Germany & Axis Minors 4. U.K., France & Minor Allies
> I 2. Russia, Comm. China 5. Italy
Z g E 3. Japan 6. United States, Nationalist
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0|2 |lw|la|lo|lT|D|lvw|lo|lo|lv|lvo|ln|n UNIT TYPE COST | MOVE ATTACK DEFENSE
2 6 2 4 4 1 3 INFANTRY (w/ Artillery) 3 1 2(3) 4
1 1 1 1 2 1 MECHANIZED (w/ Artillery or Armor ) 4 2 2(3) 4
2 ARTILLERY (w/ Mech.) 4 1(2) 3 4
3 2 ARMOR (w/Tactical Bomber) 5 2 6(7) 6
1 1 1 [AA GUN 6 1 0 2
1 1011 FIGHTER (as SBR Escorts & INT,) 10 4 6(2) 6(2)
1 1011 TACTICAL BOMBER (SBR vs INT,) 1 4 7 4(1)
BOMBER (SBR vs INT)) 12 6 8 2(1)
AIRCRAFT CARRIER 18 2 0 4*
1 BATTLESHIP 21 2 9 8
1 CRUISER 13 2 6 6
1 2 DESTROYER 8 2 4 4
1 1 1 1 2 1 SUBMARINE 5 2 4 2
1 [TRANSPORT 8 2 0 1*
1 AIR BASE 15 0 0 AA
INAVAL BASE 15 0 0 AA
1 1 INDUSTRIAL COMPLEX (Major) 30 0 0 0
1 INDUSTRIAL COMPLEX (Minor) 12 0 0 0
1 1 FORTIFICATION 20 0 0 2%
AIRBORNE 4 1 2* 4
SS PANZER GRENADIER 4 2 3(4)* 4
SS PANZER 8 2 7 7
HEAVY TANK (TIGER) 9 1 9 7
v5.0

SPECIAL UNITS:

A. PARATROOPERS: These are special infantry units that attack at a +1 during the first round of combat when the unit is air dropped by a bomber. After
the first round, it acts like normal infantry. Both the paratrooper and bomber must begin their movement from an airbase in the same territory.

B. SS PANZER GRENADIER: Starting on turn 2, Germany can build up to 2 of these special mechanized infantry units per turn, totaling no more than 6 on
the board at one time. They attack at a +1 when paired with an artillery or armor unit.

C. SS PANZER: Starting on turn 2, Germany can build up to 2 of these special armor units per turn, totaling no more than 4 on the board at one time.

D. TIGER TANK: Starting on turn 4, Germany can build only 1 of these special armor units per turn, totaling no more than 2 on the board at one time.
Tigers can move 2 in NCM but cannot blitz.

E. WOLF PACK: German subs attack at a +1 if 2 or more are participating in the same attack. If at any time during the battle there is only one
submarine left in the battle, the sub reverts back to normal attack value.

SPECIAL RULES:

A. EASTERN FRONT: During the turn of the first German attack on Russia, Germany can pick one land territory to launch a surprise attack against. All
German units attack at a +1 and all Soviets defend at a -1.

B. MAGINOT LINE: If Germany attacks the territory of Reims from Holland, this negates the use of the fortification for France (bypassing the Maginot
line).

C. BLITZKRIEG: Germany can make a Blitzkrieg attack on their first turn only. This allows them to make up to 2 attacks per unit if they wish.

D. VICHY FRENCH: When Germany takes Paris, the German player may choose to set up a Vichy government or continue fighting as normal. If the
German player decides to invoke the Vichy Rule, they must make the decision immediately after Paris falls. The German player must roll 1D12 and
consult the table below for each French territory and individual ship to determine its status as either Vichy or Free French. If Marseilles falls under Vichy
control, Germany may place 2 Infantry and 1 Armor unit in Marseilles for a cost of 5 production certificates on the next turn if they wish. (Germany must
have saved 5 production certificates in the bank for this purchase).

Territories Ships NATIONAL OBJECTIVES:
Die Roll Die Roll
1-6 Becomes Vichy 1-2 Replace with German ship. + 5 Production if Germany controls Denmark, Oslo, and
7-12 Becomes Free French 3-8 Ship is scuttled and removed Narvik while Sweden is neutral or under Axis control.
all BecomeshenviandinereciioeaesQyclACITIoy, + 5 Production if Germany is not at war with the Soviet
11-12 Becomes Free french and moved to nearest Free French Territory. Union to represent peacetime trade.

+ 3 Production if at least one German land unit is in
Cairo.



