 [xi] SCENARIOS                                                                                                                         [xi]

GRAF SPEE (10/1939 to 12/1939)

Allied Set-up (2 UK Off. each turn).

Any sea area(s) except South Atlantic Ocean: 1xUK 1-8-43 CL(depl.);1xUK CA (Exeter);

Any sea area north of the Azores sea area: 1x UK BB (Renown);1xUK CV (Ark Royal);1xUK 3-5/0 (Swordf.);

Brest: 1xFr. CV (Bearn);1xFr. 2-5/0 (SB2U);1x

Fr. 0(2)-6-38 DD;1xFr. 0(2)-7-38 DD

Axis Set-up (1 German Off. each turn).

South Atlantic Ocean: 1xGer. BB (Graf Spee)

Notes

The Allied player is allowed up to one Dummy task force, which may be placed in any sea area except the South Atlantic Ocean. Axis will control the Initiative. Ignore the Strategic Warfare Phase. 

Victory Conditions

German player wins if he is able to dock the Graf Spee in port (even if damaged) in Kiel, Hamburg or Welhelmshaven. The Allied player wins if he is able to sink the Graf Spee. Any other result is a draw. 

CRETE (5/1941 to 6/1941)
Allied Set-up (1 UK Off. each turn).

E 5130: 1xUK 3-4 Inf.;1xFreyberg;4xSTPs

E 5129: 1xsmall airbase;1xUK 3-4 Inf.;2xSTPs

E 5131: 1xUK 1-9-42 CL;1xUK BB (Warspite);

1xUK BB (Q. Elizabeth);2xUK 0(2)-5-45 DDs;

1xUK CV (Formidable);1xUK 2-5/0 (Swordf.) 

Axis Set-up (3 German Off. each turn).

E 4730: 1xlarge airbase;2xGer. 2-3 Para;4x

xATPs;1xGer. 4-7 (Me-110);1xGer. 4-4/3 (Me-109);1xGer. 4-5/1 (Ju-87);1xGer. 4-10/1 (Ju-88);1xStudent;2xGer. 6-3 Mtn (depl.);6xItal. STPs;1xItal. 0(2)-7-46 DD (depl.)

Notes

Allied units are considered to be out-of-supply. Axis player may employ a Re-Roll option. Axis will control the Initiative. Ignore the Strategic Warfare Phase.

Victory Conditions

Axis player wins if he controls Heraklion by the end of the scenario. The Allied player wins if he controls Heraklion by the end of the scenario. 

TARGET: GERMANY (10/1944+)

Allied Set-up 

Any airbases within the UK: 6xUS 8-22[1] (B-2  4);4xUS 12-20[2] (B-17);10xUS 4-10/4 (P-51)

Axis Set-up 

Any airbases within Germany, France, Poland, Denmark, or Italy: 2xGer. 2-4/6 (Me-262);4xGer. 4-5/4 (Fw-190); 6xGer. 4-4/3 (Me-109)

Notes

Only the Strategic Warfare Phase of a turn is played (i.e., the Strategic Bombing Step). The scenario can continue for as many (or as few) turns as desired by the US player. Victory is determined whenever the US player declines to attempt any Strategic Bombing attacks during a turn.  

Victory Conditions

Whichever side inflicts the most EP damage is considered to be the victor. Both sides inflict 5 EPs of damage per each enemy air unit step eliminated. The US player inflicts whatever EP damage he rolls during any Strategic Bombing attack(s) on German strategic warfare target(s) within Germany proper. The US player wins if the resulting EP losses for both sides is a tie.

ANZIO (1/1944 to 5/1944)

Allied Set-up (2 US Off. each turn).

W 2026: 1xUS 7-5 Inf.(depl.);1xUS 3-3 Com.;1 xUS 1-3 Para.;1xUK 6-4 Inf.(depl.);1xUK 3-3 Commando. 

W 1926: 4xUS STPs;1xUS 10-5 Arm.;1xUS 7-5 Inf.(depl.).

W 1827: 1xUK 6-4 Inf.

W 1928: 1xFrench 4-3 Inf.(depl.);1xUK 6-4 Inf. (depl.);1xUS 7-5 Inf.;1xUK AEM HQ;1xClark.  

Axis Set-up (2 German Off. each turn).

W 2025: 1xGer 6-3 Inf.;1x Ger 2-3 Para.(depl.); 1xGer. 6-4 Mech.;1xGer. 8-5 Arm.;1xGer. A HQ. 

W 2126: 1xGer. 6-4 Mech.;1xGer. 6-3 Inf.

W 2127: 1xGer. 6-4 Mech.;1xGer. 6-3 Inf.

W 2027: 1xGer. 13-5 SS Arm.;1xGer. 6-4 Mech.

W 1927: 2xGer. 6-4 Mech.

W 2128: 1xGer. 6-3 Inf.;1xGer. 2-3 Para.(depl.)

Notes

Allies always receive the air superiority modifier automatically. All units are always considered in supply. Allied player will control the Initiative. Ignore the Strategic Warfare Phase. 

Victory Conditions

Axis player wins if he controls Rome and hex W 2026 by the end of the scenario. Allied player wins if he controls Rome or hex W 1927 by the end of the scenario. Any other result is a draw. 

BLITZKRIEG (Spring/1940 to 9/1940)

Allied Set-up (French Spring EP Income = 14 EPs; UK Spring EP Income = 20 EPs).

Anywhere within France (Naval units can be placed in port and/or convoy route sea areas): 19xFr. 4-3 Inf.;1xFr. 3-5 Arm.;1x Fr. 4-5/2 (MS.406);1xFr. 2-8/3 (D.520);1xFr. 5-14 (Leo.451);6xFr. BB (Bretagne, Provence, Lorraine, Dunkerque, Strasbourg, Richelieu);7xFr. CA (Algerie, Suffren, Colbert, Foch, Dupleix, Duquesne, Tourville);1xFr. 1-4-35 CL;2xFr. 1-9-41 CL;1xFr. 0(1)-4-45 DD;1xFr. 0(1)-7-38 DD;1xFr. 0(2)-6-46 DD;1xFr. 0(2)-6-47 DD;1xFr. 2-6-22 SS;1xFr. Alps HQ;1xFr. Africa HQ; 1xFr. 1st HQ;1xFr. 2nd HQ;1xFr. 3rd HQ;2xFr. STP;1x small airbase; Anywhere within France and/or UK (Naval units may be placed in port and/or convoy route sea areas): 1xUK 6-4 Inf.;2xUK 3-4 Inf.;1xUK 6-5 Arm.;1xUK 4-4/3 (Spit.);2xUK 4-4/2 (Hurr.);1xUK 4-10 (Hamp.);1xUK 5-22 (Well.);2xUK 1-5/0 (Sword.);3xUK 3-5/0 (Sword.);11xUK BB (Nelson, Rodney, Renown, Repulse, Hood, Malaya, Royal Sovereign, Resolution, Ramillies, King George V, Revenge);7xUK CA (Exeter, Norfolk, Suffolk, Kent, London, Cornwall, Dorsetshire);5xUK CV (Glorious, Furious, Illustrious, Victorious, Ark Royal);1xUK CVE;2xUK 0-7-39 CL;1xUK 1-8-40 CL;3xUK 1-9-42 CL;8xUK 0(2)-5-45 DD;

3xUK 0(2)-5-46 DD;2xUK 0(2)-5-47 DD;3xUK 0(2)-6-4-42 DD;4xUK X-4-26 DE;1xUK 2-8-24 SS;1xAuchinleck;1xUK BEF HQ;5xUK STP;

1xUK X-9 ATP;1x small airbase;In the Western Ally Force Pool: 1xFr. 4-3 Inf.;1xFr. 4-5 Arm.;1xFr. 5-14 (Leo.451); 

1xUK 6-4 Inf.;1xUK 1-9-41 CL; In the Summer Seasonal Turn Box: 1xFr. BB (Jean Bart);1xFr. CV (Joffre);1xFr. 2-5/0 (SB2U);1xDeGaulle;1xUK 6-4 Inf.;1xUK 

CV (Indomitable);1xUK 1-5/0 (Sword.)     

Axis Set-up (Spring EP Income = 41)

Anywhere in Germany and/or Denmark: 13xGer. 6-3 Inf.;1xGer. 8-3 SS Inf.;5xGer. 6-5 Arm.; 2xGer. 7-5 Arm.;2xGer. 2-3 Par.;3xGer. 4-4/3 (Me-109);3xGer. 4-7/1 (Me-110);3xGer. 6-12 (He-111);5xGer. BB (Lutzow, Gneisenau, Scharnhorst, Schleswig Holstein, Sheer);2xGer. CA (Blucher, Hipper);1xGer. 1-8-39 CL;1xGer. 1-8-42 CL;1xGer. 0(2)-6-46 DD;1xGer. 0(2)-9-48 DD;3xGer. U-boats;1xKliest;1x Guderian;1xRommel;1xHoth;1xGer. A HQ;

1xGer. B HQ;1xGer. C HQ;1xGer. D HQ; 1xGer. E HQ;1xGer. G HQ;2xGer. STP;  2xGer. X-6 ATP;1x small airbase;In the Axis Force Pool: 4xGer. 6-3 Inf.;1xGer. 4-7/1 (Me-110);1xGer. 6-12 (He-111);2x

Ger.U-boats;2xGer. 2-6-22 SS;In the Summer Seasonal Turn Box: 1xGer. CA (Prinz Eugen); 1xGer. U-boat  

Notes

Up to one French and one UK naval unit can be set-up in a position to interdict the Iron Ore Route. The German U-boats can be set-up in any convoy route sea area(s). German player starts with two “Evasion” chits. French Summer EP Income is 14 EPs. German Summer EP Income is 37 EPs. UK Summer EP Income is 20 EPs.  

Victory Conditions

Axis player wins if he conquers France and Norway. The Allies win if France and Norway is not conquered by the end of the scenario. 

BARBAROSSA (7/1941 to 12/1941)

Soviet Set-up (Starting EPs = 75).

Set-up within the Soviet Union, Latvia, Estonia, Lithuania, Eastern Poland, Bessarabia, Eastern Finland: 32xSov. 4-3 Inf.;5xSov. 4-5 Arm.;2x Sov. 5-5 Arm.;1xSov. 1-3 Para.;2xSov. 4-5/0 (I-16);4x Sov. 4-4/2 (La-7);3xSov. BB (O. Revolutsia, Marat, P. Kommuna);4xSov. CA (Voroshilov and Molotov in the Black Sea, Maksim Gorky, Kirov);1xSov. 1-6-35 CL;1x Sov. 1-8-40 CL (in the Black Sea); 2xSov. 0(2)-6-42 DD;2xSov. X(1)-4-[45] DD;1xSov. 1-4-[23] SS;1xSov. Murmansk HQ;1xSov. Kiev HQ;1xSov. West HQ;1xSov. Odessa HQ;1x Sov. Baltic HQ;1x small airbase;2xSov. STP; 1x Sov. X-7 ATP;In the Soviet Transfer Box: 5xSov. 7-4 Inf.;In the Autumn Seasonal Turn Box: 1xZhukov.     

Axis Set-up (Starting EPs = 8).

Set-up within Germany, West Poland, Hungary, Rumania, Bulgaria, West Finland (up to 1 Ger. unit), Yugoslavia, Greece, France, Denmark and/or Norway: 15xGer. 6-3 Inf.;2xItal. 3-3 Inf. (not in Finland);4xGer. 8-5 Arm.;3xGer. 7-5 Arm.;2xGer. 6-4 Mech.;1xGer. 2-3 Para.;

2xGer. 4-4/3 (Me-109);4xGer. 4-7/1 (Me-110);

5xGer. 6-12 (He-111);3xGer. BB (Lutzow, S. Holstein, Sheer); 2x Ger. CA (Prinz Eugen, Hipper);1x Ger. 1-8-39 CL;1xGer. 1-8-42 CL;1xGer. 2-6-22 SS;1xKliest;1xGuderian;

1xHoepner;1xHoth;1xKluge;1xGer. North HQ;

1xGer. South HQ;1xGer. Center HQ;1xGer. A HQ;1xGer. B HQ;4xGer. STP;2xGer. X-6 ATP;2x small airbases;15x Offensives; In the Axis Force Pool: 9xGer. 6-3 Inf.;2xGer. 2-3 Para;1xGer. 2-5/1 (Ju-87);1xGer. CV (Graf Zeppelin);Set-up in Rumania, Finland, Hungary and Bulgaria all Rumanian, Finnish, Hungarian and Bulgarian units respectively. 

Notes

During the Construction Phase of the Seasonal Turn, the Soviet player may purchase up to 8 fortifications, 4 airbases (of any size) and 30 Offensives. Purchased Installations are placed as completed (i.e., not as under-construction). The Axis will control the Initiative during July, August and September. Ignore the  Strategic Warfare Phase. German Autumn EP Income is 51 EPs plus minor partner EPs and other conquests (determined by any nation wherein German units may be set up; see over). Soviet Autumn EP Income is 57 EPs plus any other conquests, but minus Axis conquests in the Soviet Union. Italy and the Western Allies receive no EP Income. If the weather is fair during October, it is then automatically winter during November. Players may opt to continue this scenario by continuing with the following scenario below. In such a case, add any one contemporary German air and armor unit to the Winter 1942 Seasonal Turn Box (or two armor units), and add one contemporary Soviet air or armor unit to the Winter 1942 Seasonal Turn Box. 

Victory Conditions

Axis player wins if he accrues at least 19 “victory points”, tabulated as follows:

2 points each = Kiev, Minsk, Odessa, Riga, Vilna

3 points each = Smolensk, Kharkov, Vorenezh, Rostov, Sevastopol, Murmansk, Maikop

10 points each = Moscow, Leningrad, Stalingrad 

Victory points are halved for a captured Soviet city that is unable to trace a valid line of supply to a German (proper) Map Supply Source.

-3 points each = German home hex captured by any Soviet combat land unit.

-10 points each = German minor partner that is presently conquered by the Soviet Union.

THE RUSSO-GERMAN WAR (7/1941 to 6/1945 unless conquest first)

Soviet Set-up 

Identical to the Barbarossa scenario, except the Soviet Union should have 10xSov. 7-4 Inf. in the Soviet Transfer Box. 

Axis Set-up 

Identical to the Barbarossa scenario, except the German BB Gneisenau and Scharnhorst are to be placed in the Winter 1942 Seasonal Turn Box. 

Notes

The German and Soviet player refer to their respective orders-of-battle during subsequent Seasonal Turns normally, though the following units must be subtracted from the subsequent German order-of-battle: 

1942:-1x4-5/4 (Fw-190);-3x6-3 Inf.;-3x2-2 Inf.

1943:-2x4-5/4 (Fw-190);-2x6-3 Inf.

1944:-4x4-5/4 (Fw-190);-2x2-4/6 (Me-262);-10

 x4-2 Inf.;-5x2-3 Para.;-2x13-5 SS Arm.

1945:-4x2-5/6 (Me-262);-2x10-5 Arm.

The Soviet Union will receive its normal base* EP Income during each Seasonal Turn (see Table I) +20 lend-lease EPs. Germany’s base* EP Income, however, is as follows:

 *Plus conquests and losses normally.
1941: 55 EPs; 1942: 72 EPs; 1943: 90 EPs; 1944: 100 EPs; 1945: 20 EPs  

Victory Conditions

Germany wins if it conquers the Soviet Union. The Soviet Union wins if it conquers Germany (although Mannheim, Frankfurt and Hamburg are ignored when determining the conquest of Germany per this scenario). If neither nation is conquered, it is a draw.

THE SOFT UNDERBELLY (7/1943 to 6/1944)

Allied Set-up

Set-up in any UK controlled territory, which includes Algeria, Lebanon, Libya, Morocco and Tunisia: 3xUS 7-5 Inf.;1xUS 8-5 Arm.;1xUS 10-5 Arm.;1xUS 1-3 Para.;1xUS 4-8/3 (P-38);2x

US 4-8/3 (P-47);1xUS 8-22[1] (B-24);1xUS BB (Texas);1xUS 1-7-45 CL; 1xUS 0(2)-5-43 DD;

4xUS STP;1xUS ATP;1xUS 15th HQ;1xPatton

;6xUS Offensives;3xUK 6-4 Inf.;1xUK 8-5 Arm.

;1xUK 2-3 Para.;1xUK 4-5/3 (Typhoon);1xUK 2-5/0 (Sword.);1xUK 7-16 (Whitley);6xUK BB (Nelson, Rodney, King George V, Howe, Warspite, Valiant);1xUK CV (Indomitable);1x

UK 1-6-43 CL;2xUK 0(2)-5-45 DD;1x Montgomery;2x small airbases;8xUK STP;1x

UK ATP;3xUK Offensives; Set-up in the Western Ally Force Pool: 2xUS 7-5 Inf.;1xUS 

10-5 Arm.;1xUS 4-10/4 (P-51);1xUS 12-18[1] (B-17);4xUS STP;2xUS ATP;1xUK 3-4 Inf.;

2xUK 6-4 Inf.;1xUK 10-5 Arm.;1xUK 4-5/3 (Spit.);1xUK 5-22 (Well.);1xUK AEM HQ; In the Suez Adds Box: 1xUK 3-4 Inf.;1xUK 6-4 Inf.  

Axis Set-up

Set-up in Germany, Italy (including Sicily, Rhodes and/or Sardinia), Vichy France, Greece, Yugoslavia, Crete and Albania: 6xGer, 6-3 Inf.;1xGer. 8-5 Arm.;1xGer. 6-4 Mech.;1x

Ger. 4-5/4 (Fw-190);1xGer. 4-7/1 (Me-110);1x

Ger. 6-12 (He-111);1xGer. C HQ;1xGer. B HQ;

7xGer. Offensives;4xItal. 3-3 Inf.;1xItal. 4-5/1 (CR.42);2xItal. 4-4/2 (MC.200);1xItal. 3-12 (SM.79) (depl.);6xItal. BB (Guilio Cesare, Andrea Doria, Caio Duilio, Roma, Littorio as damaged, Vittorio Veneto as damaged);1xItal. West HQ;1xItal. East HQ; In the Axis Force Pool: 4xGer. 6-3 Inf.;1xGer 10-5 Arm.;1xGer. 4-4/3 (Me-109);1xGer. 4-10/1 (Ju-88);1xGer. 6-12 (He-111);8xItal. 3-3 Inf.;2xItal. 3-5 Arm.;2x

Ital. 3-4 Mech.;1xItal. 1-3 Para.;1xItal. 4-12 (BR.20) ;6xItal. STP;3xItal. X-10 ATP
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Notes

German Rail Capacity is assumed to be 1, but Italian Rail Capacity is normal. Any areas on the map not mentioned as a “Set-up” area is considered out of play. Ignore Strategic Warfare Phase. Only Italy receives its normal force pool adds in Winter 1944. Germany, the UK and US receive no new units. Additionally, the following units must be subtracted from play when noted:

Autumn 1943: -1xPatton

Winter 1944: -1xMontogomery;-2xSTPs

Spring 1944: -7xAllied BBs;-4xAllied STPs

If the Allied player loses a General before it is scheduled to be removed, there is no further effect. If he has insufficient STPs to meet the removal requirement, he then must (during the current Seasonal Turn) build enough STPs to make up the difference and then immediately remove them. 

If there are any BB units under Axis control during the Spring 1944 Seasonal Turn, the Allied player can keep an equal number of Allied BB units in play.

If the Allies attack any Albanian, Greek, Yugoslavian and/or Vichy French hex, Germany will automatically receive 1x

Ger. 6-3 Inf. (placed in Germany) during the Replenishment Step of that turn per each aforementioned nation attacked (to a maximum of one unit per nation during the scenario).

Victory Conditions
Allied player wins if he accrues at least 6 “victory points”, tabulated as follows:

1 point each = Syracuse, Foggia, Genoa,

Palermo, Messina, Taranto, Heraklion, Valona, Durrazzo, Naples, Cagliari, Venice, Trieste

3 points each = Rome, Turin, Marseille, Athens, Milan

-6 points = If Italy is not conquered

THE WAR IN EUROPE (9/1939 to 5/1945)

Allied Set-up 

All Allied units are set-up as stipulated by the START column of each respective participant (or when at war, per [8.0], [9.1] and/or [9.2]).

Axis Set-up 

All Axis units are set-up as stipulated by the START column of each respective participant (or when at war, per [8.0], [9.1] and/or [9.2]). 

Notes

All rules apply, except optional rules, which are to be applied if agreed -per individual rule- to be utilized by all of the players. See [vii], [viii], [8.1], [8.2], [8.5] and [8.11] to begin the game. 

Victory Conditions

Per [9.27] normally.

