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[ xii ] PREFACE             


  In the early hours of 3 October [1935] a hundred thousand Italian troops crossed the frontier. Yet the first stage of this particular 
invasion was surprisingly peaceful, almost idyllic. Under the mild aegis of [General] De Bono it was a most traditional affair. Irregular 
skirmishes on horse and foot cleared the way as long columns of infantry and mules trailed behind. Behind them in their turn followed 
the road-builders and the lorries. A hundred thousand men did not goose-step across the frontier like a single man. They wended their 
way slowly forward in three columns.  


   On the right General Maravigna’s Second Corps headed directly for Adowa. On the left General Santini’s First Corps followed the
so-called ‘Imperial Road’, the track that led south across the frontier to [the cities] Makalle, Dessie, and eventually [the capital] Addis 
Ababa. Their immediate objective was Adigrat. In the centre General Pirzio-Biroli’s Eritrean Corps advanced towards Enticcio, the 
mountain base where Baratieri’s troops [in 1896] had camped for weeks before moving down upon Adowa. ‘We have been patient for 
forty years,’ announced Mussolini to the vast excited crowds that filled Piazza Venezia. ‘Now we too want our place in the sun.’


- Anthony Mockler, from “Haile Selassie’s War”   


Advanced European Theater of Operations and Africa Orientale Italiana
are protected under the copyright laws of the United States of America. Any unauthorized 
reproduction of the material or artwork contained herein is prohibited without the express 


written permission of Decision Games. © 2009 Decision Games. All rights reserved. Africa
Orientale Italiana is proudly produced, printed and published in the United States of America!
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[ xiv ] FOREWORD          


   Ethiopia is as large as Germany, Italy and France combined, and is almost entirely mountainous. Moreover, Ethiopia is often beset 
by severe rains (more than any other country in East Africa), and it is virtually worthless in terms of militarily-valuable resources. 
Furthermore, there were no less than 300,000 Ethiopian native warriors (some with modern rifles and even machineguns) whom were
not tethered to any supply depots, infrastructure or established military bases (all perhaps the reasons Ethiopia was still a sovereign 
nation in the era of colonialism). So then, the obvious question: Why invade there?


  The answer is embodied in Mussolini and his ineptitude as a military leader. However, the more significant issue when studying this 
particular war is how the Italian campaign was conducted. The Italians - tactically - had all the advantages; they possessed complete 
and total air superiority, they possessed heavy weapons (including some tanks), they possessed adequate mobility, ample supply,
trained and organized troops, and vicarious combat experience (from the First World War). It should have been the first “Blitzkrieg”, 
and certainly not a campaign necessitating the use of poison gas. 


  In fact, it took the Italian military about seven months to reach the Ethiopian capital (Addis Ababa), longer than it took the German 
military to conquer Poland, Denmark, Norway, Belgium, Luxembourg, the Netherlands, Yugoslavia, Greece and France combined! 
One of the reasons for Italy’s lethargy was Ethiopia’s difficult terrain…some of the worst fighting terrain (from the attackers’ point of 
view) in Africa. Also, the Italian Army was not particularly well organized, well led, nor well prepared for a guerilla campaign in the hot 
deserts, humid jungles and steep mountains of Abyssinia…a guerilla campaign that would last long after the Italians captured the
capital. However, individual Italian soldiers were brave, good fighters, and some of the best troops in the Italian Army, although they 
probably wondered what exactly they were fighting for. Despite their courage, dedication and sacrifices, the Italian soldiers were 
doomed to isolation and captivity when Mussolini pushed Italy into the Second World War, which naturally caused the British to 
immediately close the Suez Canal, thereby preventing any further Italian reinforcements from ever reaching “Africa Orientale Italiana”.  


But the story of the Italian invasion (and subsequent British liberation) of Abyssinia (later known as Ethiopia) technically begins in 
1896 at an Abyssinian village called “Adowa” (or “Adua” in Italian). In the late 1800’s, the Italian government was anxious to expand 
their colonial empire (desperate to ‘keep up’ with the rapid expansion of other European colonial powers, such as Great Britain,
France, et cetera…all of which had already claimed most of the African continent for themselves). The Italians wanted a bite of Africa 
too, and East Africa seemed ripe for the picking…or so the Italians thought.  


   Approximately ten years earlier (about the same time as the “Apache Wars” in the United States, to put things into perspective), after 
an Italian military expedition had captured the Red Sea port “Massawa”, Italian detachments began to expand deeper into Abyssinia 
(specifically westward into a mountainous region known as “Tigre” {pronounced Tea-gray } where the indigenous population was a 
particularly warlike people)…encountering less-than-receptive natives whom naturally viewed the Italians as invaders (resulting in 
some bloody skirmishes between the natives and the Italians). As a result, the Italian detachments suffered several hundred deaths, 
although the primitive natives were not capable of expelling the comparatively modern Italian army from East Africa. So, an uneasy 
truce was eventually arranged. Thereafter, however, the imperialistically-minded Italians cleverly armed a rival Abyssinian tribe (the 
Shoans) with modern European rifles, and so the Shoans eventually overwhelmed their Tigre rivals. The Italians then penned a treaty 
with the Shoans by which the Italians surreptitiously presumed dominion over all of Abyssinia (a sentence that only appeared in the 
Italian version of the treaty), which - once discovered, years later - infuriated the Shoan leader…a man by the name Menelik. But more
than simply infuriate him, the surreptitiousness of the Italians actually incited Menelik to lead a new attack upon an Italian military 
outpost (his belated attempt to halt Italian expansion into Abyssinia), although the Italians’ superior firepower easily repelled Menelik’s 
primitive warriors. However, the resourceful Menelik then set about acquiring modern European weapons - including artillery - from the 
French (the Italians’ rival in Africa), and eventually assembled over 100,000 native warriors (including the warlike natives of Tigre) to 
challenge any more Italian incursions into Abyssinia.  


   But the Italians did not regard the ‘primitive’ natives to be a serious threat, despite their numbers, and thus continued to expand ever 
deeper into Abyssinia, and even began to build outposts. So, finally, in 1896, Menelik led tens of thousands of his ‘rearmed’ warriors to 
attack one of the new Italian outposts, easily overrunning it, and then continued on to besiege yet another Italian outpost near Adowa. 
The commanding Italian General (Baratieri) - whom was determined to put down Menelik’s uprising once and for all - counterattacked 
with four brigades…a counterattack that suddenly became reminiscent of Custer’s attack at “Little Bighorn”; the Italian brigades were 
very nearly annihilated. Fortunately for the Italians, Menelik did not attempt to exploit his victory. Unfortunately for Menelik, back in Italy
an Italian teenager named Benito Mussolini heard the humiliating news, and would never forget it. Thus, in 1935, Benito Mussolini 
(now Duce) ordered an outright invasion of all of Abyssinia...preceding Italy’s entrance into the Second World War by a mere four 
years, and the loss of East Africa - indeed Africa altogether - two years after that. 


- Eric Harvey 
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[ xv ] COUNTER SAMPLES 


[ xvi ] INTRODUCTION        


AFRICA ORIENTALE ITALIANA (AOI) is a dynamic simulation of the Italian invasion of Abyssinia in 1935, and the subsequent Allied 
offensive to liberate Abyssinia after the start of World War Two. Africa Orientale Italiana is intended as a concurrent companion to 
Advanced European Theater of Operations, with a particular emphasis on historical accuracy. Africa Orientale Italiana features a
comprehensive order-of-battle, an authentic map of East Africa, and a detailed set of game pieces representing the Abyssinian, Italian
and British air and land forces during the mid 1930’s. Like with AETO, the game pieces themselves have been meticulously and 
thoroughly researched, and accurately represent the units and weapons of Abyssinia, Italy and the UK. Moreover, Africa Orientale
Italiana includes numerous additional and optional rules for AETO, and includes additional new game pieces and maps to augment 
AETO. Like AETO, Africa Orientale Italiana is a game and a simulation, and is statistically accurate and simulative of historical data, 
thereby representing the tactical, operational and strategic challenges of warfare in the East African Theater prior to and during World 
War Two. Additionally, AOI includes a bonus scenario (and associated pieces) of the Spanish Civil War, accurately simulating the
Spanish Nationalist uprising against the Spanish Republican government during the late 1930’s. A map of India is also included to
augment APTO, thus allowing the Pacific Theater to be joined with East Africa and Europe to form a global World War Two game.  
 
The Game Components 
This game is complete if it includes: 1 map sheet, 3 mini-maps, 1 counter sheet, 1 rules booklet, 1 scenario page, 4 double sided 
Player Aid sheets, storage bags and a response card.


The Rules 
These rules are organized as one booklet, and is an adjunct to the original AETO booklets, encompassing everything needed to play
Africa Orientale Italiana, except the EP income tabulations, the order-of-battle tabulations (which is provided as a separate Player Aid 
sheet), and the tables printed on the maps.   


Rule Questions:  
If you have any specific rule questions, please e-mail: 


EricRHarvey@aol.com (Re: AOI Questions and Answers)


Or write Decision Games at: 


APTO Question and Answers 
Decision Games 
P.O. BOX 21598 
Bakersfield, CA. 93390 


Please be sure to identify each rule question by category and case number whenever possible, and phrase each question so that 
it may be answered succinctly. For additional on-line support, visit the AETO/AOI discussion folder at www.consimworld.com. 
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Rule Book Parlance 
This rule booklet, like the AETO booklets, uses a specific vernacular intended to maintain a literary uniformity. Specific hexes are 
always parenthetically listed with a map denotation and a hex number (and a name, if any), such as: Addis Ababa (S 8416). Game 
terms and specific references will begin with capital letters, such as: Economic Reserve. Unit conditions and/or game status will be 
noted in quotation marks, such as: “out-of-supply”. Italicized words or phrases are those that are intended to be read literally, and not 
as a mere expression or as a figure-of-speech, such as: immediately. Embolden words are those with an emphasis, such as: not.


Bullet Types 


[ 1 ]  Bold number-bullets indicate procedural steps, executed and/or resolved in numerical order. 


[ A ]  Bold letter-bullets indicate optional conditions, statuses or steps exclusive of other cognate conditions, statuses or steps. 


The Game Pieces 
Most of the game pieces represent the primary combat forces that fought in East Africa, such as infantry units, aircraft types, Generals 
(representing prominent Generals and their staffs), HQs, installations and so forth. In addition to the combat pieces, the game also 
includes various types of informational chits that represent other events and/or occurrences during the game. In addition, most game 
pieces are printed on both sides, with the back typically representing a different condition or status than the front (e.g., depleted). 


AETO Replacement Game Pieces 


The German 2-5/1 Bomber (Ju-87) is a 4-5/1, and 2-5/1 on the back (note: not to be confused with the 2-5/1 Naval-Air). 


Two 4-12/2 Bombers (B-26) are 4-12/2, and 2-12/2 on the back. Furthermore, one B-26 is included as a UK Marauder. 


Ten UK X-4-29 DEs are included (these DEs are missing from the AETO counter-mix). 


The Maps 
The primary map is classified as “Southern” (generally abbreviated as “S”), and represents East Africa and part of the Middle East
prior to and during World War Two. The scale is approximately fifty miles per hexagon, and accurately includes the geographical and 
geopolitical features as was extant at the time. Typically, the geographical and geopolitical features have been conformed to match the 
hexagonal gridlines.  


The India map is classified as “India” (generally abbreviated as “I”), and is intended to be set-up with Advanced PTO. The Spanish 
map is a replication of Spanish region of the AETO map for use during the Spanish Civil War scenario, but may also be set-up with an 
Advanced ETO game to extend the Atlantic Ocean sea areas (adding two “Central Atlantic” large sea areas). Also, a special off-map
movement chart / display has been included that allows players to administer the movement of naval units from / to all of the Theaters.


The hexagonal gridlines apportion the primary map into specific hexagons (colloquially known as hexes), which are used to regulate 
the placement and employment of game pieces, as well as the implementation and/or performance of various game functions. When a
specific hex is mentioned within the rules, it is listed as a four-digit numeral preceded by an S, indicating the Southern map (e.g., Addis 
Ababa is hex S 8416), so as to separate any such hex from AETO’s Eastern and Western maps. What is more, the Southern map is 
designed and intended to match up with the AETO Eastern map, from north to south, thereby expanding the total playable area of an 
AETO game by 50% (though most areas of the AOI map will see no combat during most games).  


NOTE: When playing a “Conjoined Game” (an AETO-AOI game), any air and/or naval unit(s) that would normally traverse the 
Indian Ocean, Persian Gulf and/or Red Sea large sea area(s) (i.e., on the AETO “West” map) must, instead, conduct all such 
movement on the AOI “South” map…allowing any possible encounter(s) with any potentially present enemy unit(s). However, 
players may agree to disregard this stipulation if it is obvious that no encounter(s) are possible.  


Map Clarifications 
Some map anomalies may create uncertainty or confusion among players, and are clarified as follows: 


Colonies 
The colonial possession(s) of each imperious European nation is listed as follows: 


FRANCE = French Somalia. 
ITALY   = Eritrea, Italian Somalia and Southeast Libya. 
UK = Aden Protectorate, British Somalia, Egypt, Hadramawt, Kuwait, Southern Iraq, Iran, Kenya, Oman, Saudi 


Arabia, Sudan, Tanganyika, Uganda and India on the “India” map.  


Non-connected Hexes 
Cartographic inexactitudes occasionally obscure the geographical connections of some hexes on the map. As a rule of thumb, it
should be assumed that adjacent hexagons are always connected, unless a prevalent and obvious terrain feature completely
obstructs a disparate terrain feature). Nonetheless, the following exception applies: 


Hex S 4304 is not connected - by coastal hex - to hex S 4403. 
Hex S 5099 is not connected - by land - to hex S 6099. 
Hex S 5902 is not connected - by land - to hex S 6002.  
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Map Boxes, Charts, Tables and Terminology 
The maps include the following boxes, charts, tables and terminology: 


Combat Results Table; The combat results table (CRT) is used to determine the results of all land combat. Additionally, all combat 
die roll modifiers (DRMs) are listed adjacent to the combat results table.


Force Pool Box; The Italian force pool box is used by the Italian player to hold all of his chits and units that are in the current 
game, but are not yet eligible to enter the hexagonal map area.   


NOTE: If all players agree, the contents of the Italian force pool may be kept hidden from the opponents’ view, allowing 
more uncertainty regarding the Italian player’s strategy, intent and/or strategic direction. 


Nation Boxes; The “India” nation box is used to indicate the off-map location of India, if the “India” map is not in play. 


Rail Capacity; The rail capacity of each colony with rail lines is printed on the map as: RAIL CAP =, followed by a number which 
indicates the maximum rail capacity of that particular colony.  


Record Tracks; The record tracks are used to indicate the current tally of economic points (EPs), economic reserve (ER), and 
current offensive tally for each eligible nation throughout the game.  


Task Force Boxes; The task force boxes are used to hold ships and naval units that are represented on the map’s hexagonal grid 
by corresponding task force chits. Additional German task force boxes are included for use during a “Conjoined Game”. 


Terrain Legend; The terrain legend is a tabulation indicating the definition of colors, hex types and symbolism on the map. 


Turn Track; The turn track is used to indicate the current season, month and year of the game as the game progresses. 


[ xvii ] GENERAL CONCEPTS                                                                 


  “Africa Orientale Italiana” is an entirely new Theater (the East African Theater of Operations), but is every bit a supplement to 
Advanced ETO. In fact, approximately 50% of the game chits included with AOI are specifically for AETO alone, as well as many of
the new rules. Players will notice that among the new supplemental AETO pieces included in AOI are numerous additional air units
(mostly rare types), which are provided to augment the existing AETO orders-of battle (and are tabulated as AETO addendums on the
AOI order-of-battle Player Aid sheets). 


NOTE: The Soviet Po-2 air unit is printed with a quality rating of “5”, which might appear to be a misprint, or at least a gross 
overrating for a pre-war biplane. But in fact, the Po-2 chit represents the infamous Soviet “Night Witches” unit (the 588 Night
Bomber Regiment), which became notorious for its ‘hit an run’ night bombing tactics. Indeed, the unit was never actually 
destroyed, and - in fact - the Po-2 continued operations as a night bomber throughout the war...right up to the battle of Berlin,
and even during the Korean War!  


 For Italy, a General “Messe” (perhaps the best Italian General of the war) chit has been added, as well as numerous extra Italian 
bombers (some of which operated in the East African Theater), and an Italian U-boat chit. For the Germany, there are two German “E-
boat” chits (which function similar to the US “PT-boat” chits that are included in Advanced Pacific Theater of Operations), and also two 
German “Flak” units that allow the German player to add an additional anti-aircraft result to the Bombing Table (historically, because of 
ever-increasing Allied bombing raids upon Germany, the Germans began to rapidly increase the number of Flak guns around primary
targets). Furthermore, the German railway gun “Gustav” has been added (which may prove to be no more or less valuable to the 
German player as during the actual war), as well as a new German General (Manstein); in fact, two different General “Manstein” chits 
have been included to represent his different command levels during the war. Additional Rumanian and Hungarian combat units have
also been included to round out the Axis supplements (these additional units correct the Rumanian and Hungarian orders-of-battle).


 The U.S. and the U.K. are also provided with various additional units (although most of the U.K. land units are for the East African
Theater). The additional U.S. paratrooper units are included to more accurately portray the strength of the American airborne divisions 
after 1942 (prior to 1943, the US airborne divisions were organized as only two brigades, totaling approximately 8,000 men. However, 
by 1943 another full brigade was added to each US airborne division, increasing its size to over 12,000 soldiers. Ergo, US airborne 
divisions after 1942 should be portrayed with a combat strength rating of “2”, sans “1”).  


 Among the generic game pieces, there are mountain “Bypass Move” chits that will permit players to denote that any specified unit(s) 
in a particular mountain hex are considered to be occupying the outer-lying clear terrain in that hex (rather than the mountain terrain). 
The “Night” chits, corresponding to the “Naval Night Movement” optional rule, simulate the effects of night during naval operations, and 
the “Veterans” chits allow players to indicate specific units that have become combat veterans during the course of a game. For the 
Spanish Civil War scenario (which can be incorporated into an AETO campaign game), there are numerous additional Spanish units,
(i.e., “Nationalists” and “Republicans”), as well as an extra map of Spain for scenario purposes. Some additional partisans have been 
included, as well.  


 The three mini-maps included with AOI are all intended to augment AETO and/or APTO. The Spain map, in addition to the “Spanish
Civil War” scenario, is applicable to AETO to extend the Atlantic Ocean (into the “Central Atlantic”). The India map links the Pacific and 
the East African Theaters (and by extension, the European Theater), or can simply be used as an adjunct to the Pacific Theater for
Advanced PTO players. The Off-Map Movement chart / display allows players, particularly Allied players, to administer the movement
of naval units that are entering and/or exiting other Theaters, or simply circumnavigating the Earth; it may be utilized when playing any 
Theater, and especially during a Combined Game (i.e., the European and the Pacific Theater played together). 
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[ xviii ] SEQUENCE OF PLAY (Updated and Clarified)            


MONTHLY TURN SEQUENCE OF PLAY 


Weather Phase 


[ 1 ] Weather Determination Step 
Players determine the weather for the current monthly game-turn, as indicated on the turn track. 


[ 2 ] Air Operation Effects Step 
If Mud (or Winter in Europe) weather exists, players then determine the air effects in the affected weather zone(s). 


Strategic Warfare Phase 


[ 1 ] Strategic Bombing Step: If both the Allies and Axis are conducting bombing raids, the Allies must commence this Step first.
Any eligible Bomber unit(s) may be designated to bomb any accessible enemy city and/or rail target(s). Resolve air combat (if 
any) as it occurs. All participating air units are committed for the duration of the current monthly game-turn. 


[ 2 ] Axis Air Interdiction Step: This Step is only performed by the Axis player(s). 
Any eligible Axis Bomber unit(s) can be designated to interdict any accessible Convoy Route sea area(s). Resolve air combat (if 
any) as it occurs. All participating air units are committed for the duration of the current monthly game-turn. 


[ 3 ] Axis Surface Raider Step: This Step is only performed by the Axis player(s). 
Any eligible Axis surface naval unit(s) presently occupying any open Convoy Route sea area(s) can be designated to interdict
the occupied Convoy Route sea area(s). 


[ 4 ] U-boat Operations Step: This Step is only performed by the Axis player(s). 
Any U-boat(s) occupying any open Convoy Route sea area(s) can be designated to attempt U-boat Convoy Interdiction.  


[ 5 ] Iron Ore Route Interdiction Step: This Step is only performed by the Allied player(s). 
Players determine if the German Iron Ore Route is interdicted, and - if so - then implement the appropriate effects accordingly. 


Naval and Air Phase  


[ 1 ] First Naval Movement Step: The side with the Initiative decides which side commences the First Naval Movement Step. 
Eligible players alternate moving eligible individual naval units, stacks and/or task forces (up to the extent of their printed 
movement allowance), resolving air and naval interceptions (and combat) as they occur. Sea Supply chits and units can be
embarked and then transported normally. Any eligible Allied naval unit(s) may be assigned as Convoy Duty Escorts. Any aloft 
Naval-Air unit(s) - if launched from any parent aircraft carrier(s) during the parent aircraft carrier(s’) naval movement option - are 
returned to their parent aircraft carrier(s) whenever their parent aircraft carrier(s) move (i.e., enter a new hex or sea area).


[ 2 ] Friendly and Enemy Air Movement Steps: The side with the Initiative decides which Air Movement Step is performed first. 
Any eligible air unit(s) may be employed to conduct attacks upon enemy naval and air units, or to change base(s), in that order. Any 
eligible ATP(s) may be employed to transport Air Supply chits or transportable units. Any eligible Allied Bomber(s) may be
employed as Convoy Duty Escorts. Resolve all air interceptions (and combat) as they occur. After the performing player concludes 
the Air Movement Step, all presently aloft air unit(s) - if launched at any time during the Naval and Air Phase - are now returned to 
their base(s), except any Allied Bomber unit(s) that were employed as Convoy Duty Escorts during the U-boat Operations Step of 
the preceding Strategic Warfare Phase. Any aloft Bomber unit(s) that were not employed as Convoy Duty Escorts during the U-
boat Operations Step of the preceding Strategic Warfare Phase, are now returned to their base(s).  


[ 3 ] Sea Supply Debarkation Step: All sides perform the Sea Supply Debarkation Step simultaneously. 
Any transported Sea Supply chit(s) that are aboard STPs or CL/DDs occupying eligible debarkation location(s) are debarked now. 


Offensive Phase 


[ A ] (Land Offensive): The side with the Initiative decides which side performs the first Offensive (whether it be Air, Land or Sea).


[ 1 ] Command Status Step 
One Offensive is expended by the activating major power (unless it is a Minor Nation Offensive with no participating major 
power units) per Command Agent, thereby activating any eligible land unit(s) allocated to participate in the Land Offensive. If the
Offensive is to be part of a Combined or Joint Offensive (or if an Impromptu Offensive), expend the requisite EPs for each 
Offensive accordingly. An Activated HQ may move up to three hexes, and thus activate any land unit(s) encompassed within its 
command radius. 


[ 2 ] Breakthrough Step 
Any eligible stack of armor and/or mechanized unit(s) - with or without any accompanying General(s) - may move (up to a 
maximum of two hexes) and conduct a Breakthrough attack. If the Breakthrough attack is successful, then the stack of armor
and/or mechanized unit(s) may conduct Breakthrough movement. Afterward, any participating General(s) are flipped to their 
reverse (ineligible to exploit) side(s). Any air unit(s) that were launched during the Breakthrough Step are then returned to base.


[ 3 ] Land Movement Step
Any eligible (and Activated) land unit(s) allocated to participate in a particular Land Offensive may move normally, excluding any 
armor and/or mechanized units (and Generals, if any) that participated in a Breakthrough. An Activated HQ may move up to
three hexes (even if it moved during the Command Status Step), and thus activate any land unit(s) encompassed within its 
command radius. If any Amphibious Assault(s) will occur, debark any eligible (and Activated) land unit(s) allocated to conduct 
any Amphibious Assault(s) in the intended landing hex(es).


[ 4 ] Combat Step 
Resolve any intended land combat attack(s) and/or Amphibious Assault(s) - up to each Command Agent’s allowable attack limit 
- resolving any foregoing air combat and/or paradrop(s) preceding each declared land combat attack. Any air unit(s) that were 
launched during the Combat Step are then returned to base.   
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[ 5 ] Exploitation Step 
Any eligible General(s) stacked with any eligible armor and/or mechanized unit(s) may exploitatively move and/or attack.
Afterward, any participating General(s) are flipped to their reverse (ineligible to exploit) side(s). Any air unit(s) that were 
launched during the Exploitation Step are then returned to base. 


[ 6 ] Unit Status Step 
Any actuated air unit(s) - if launched during the Breakthrough, Combat and/or Exploitation Step - are marked as Currently 
Committed, except enemy Fighter-type air unit(s) that were launched as interceptors only. Any Activated land unit(s) are marked
as “Active”. Any Activated HQ(s) are flipped to their reverse (previously Activated) side(s). 


[ B ] (Air Offensive): The side with the Initiative decides which side performs the first Offensive (whether it be Air, Land or Sea).


[ 1 ] Command Status Step 
One Offensive is expended by each major power that is contributing any air unit(s) to participate in an Air Offensive. If the 
Offensive is to be part of a Combined or Joint Offensive (or if an Impromptu Offensive), expend the requisite EPs for each
Offensive accordingly.


[ 2 ] Offensive Air Movement, Interception and Resolution Step 
Any air unit(s) that are allocated to participate in an Air Offensive are launched and moved to conduct their intended mission, 
resolving any convoked air interceptions, counter-interceptions, et cetera as they occur. Then resolve the air unit(s’) intended
mission, if possible (if the performing player chooses to complete the intended mission). 


[ 3 ] Return to Base and Commitment Step 
After the performing player concludes a particular Air Offensive, any friendly aloft air unit(s) - if launched to participate in that Air
Offensive - are now automatically returned to their base(s). Any enemy aloft air unit(s) - if launched during that same Air
Offensive - are now returned to their base(s) as well.  


[ C ] (Sea Offensive): The side with the Initiative decides which side performs the first Offensive (whether it be Air, Land or Sea).


[ 1 ] Command Status Step 
One Offensive is expended by the major power that is activating any eligible (i.e., Standby) naval unit(s), stack(s) and/or task
force(s) to participate in a Sea Offensive. If the Offensive is to be part of a Combined or Joint Offensive (or if an Impromptu
Offensive), expend the requisite EPs for each Offensive accordingly. 


[ 2 ] Offensive Naval Movement, Interception and Resolution Step 
Any naval unit(s) that are allocated to participate in a Sea Offensive are Activated and moved (or Activated in the present hex
occupied) to conduct their intended mission, resolving any convoked air and/or naval interceptions, counter-interceptions, et 
cetera as they occur. Then resolve the naval unit(s’), stack(s’) and/or task force(s’) intended mission(s), if possible (if the
performing player chooses to complete the intended mission). Any friendly aloft air unit(s) - if launched to participate in that Sea 
Offensive - are now automatically returned to their base(s). Any enemy aloft air unit(s) - if launched during that same Sea
Offensive - are now returned to their base(s) as well.  


Movement Phase 
[ 1 ] Land Movement Step: The side controlling the Initiative always performs the Land Movement Step first. 


Any eligible land unit(s) that were not Activated previously (during the current monthly game-turn) may be moved via normal land
movement. Any transported unit(s) that are presently occupying any eligible debarkation location(s) are debarked. Any land unit(s) 
that are debarked in a functioning port (not within enemy ZOC) may move one hex, if otherwise legal to do so. 


[ 2 ] Rail Movement Step: The side controlling the Initiative always performs the Rail Movement Step first. 
Any eligible land unit(s) that were not Activated previously (during the current monthly game-turn) may be moved via normal rail
movement.


End Phase 


[ 1 ] Second Naval Movement Step: The side controlling the Initiative always performs the Second Naval Movement Step first. 
Any naval unit(s) presently at sea must be moved to port, or be “refueled” at sea, or will be marked “out-of-supply”. No naval 
interception or naval combat occurs during this Step, although air-naval interception and Air-Naval attacks can occur upon any 
naval unit(s) that enter any eligible Bomber-type air unit(s’) range. Any transported unit(s) that are presently occupying any eligible 
debarkation location(s) are debarked (but must remain in the debarkation location for the remainder of that monthly game-turn).
Any aloft air unit(s) - if launched during the Strategic Warfare Phase and/or the Second Naval Movement Step - are now returned 
to their base(s), except any Allied Bomber unit(s) that were employed as Convoy Duty Escorts during the U-boat Operations Step 
of the preceding Strategic Warfare Phase. 


[ 2 ] Supply Step: All sides perform the Supply Step simultaneously. 
Expend any supply chit(s) consumed by any unit(s), removing the expended supply chit(s) from the map. Check for depletion of
any land unit(s) that have been marked “out-of-supply” for two or more consecutive monthly game-turns. Determine if any supply
source(s) are “isolated”. Determine if any unit(s) are “out-of-supply” as of the current monthly game-turn, marking each such unit or 
stack with an “Out-of-Supply” chit.  


[ 3 ] Replenishment Step: All sides perform the Replenishment Step simultaneously. 
Replace units from the Replenishment Box, returning any non-rebuilt unit(s) to the force pool. Institute Pilot Recovery. Attempt 
repair of damaged installations. Determine Partisan activity in each eligible nation. 


[ 4 ] Command Status Step: All sides perform the command Status Step simultaneously. 
Flip any actuated HQ(s) and/or General(s) to their front side(s). 


[ 5 ] End Of Turn Step: All sides perform the End of Turn Step simultaneously. 
Remove all Active, Air Effect, Evasion, Committed, Rail Transit, Standby and Ultra chits. Advance the “Month” chit to the next box 
on the Turn Track. If the next box is a Winter Seasonal Turn, advance the “Year” chit to the next box on the Turn Track. 
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SEASONAL TURN SEQUENCE OF PLAY 


Minor Partner Activation Phase


The UK and/or Germany may attempt to activate benevolent minor nations, if otherwise eligible. 


Economic Income Phase 


[ 1 ] EP Income Determination Step: All sides perform the EP Income Determination Step simultaneously. 
Determine and collect the EP income for each major power, numerating all EP gains and losses (if any). 


[ 2 ] Arctic Convoy Route Status Step: This Step is only performed by the UK and/or US player.
The UK or US player must decide and announce the status (i.e., “closed” or “open”) of the Arctic Convoy Route.  


[ 3 ] Lend-Lease Step: All sides perform the Lend-Lease Step simultaneously.
Determine and record the total EPs granted to Italy from Germany, to the Soviet Union from the UK and/or US, and to the UK from the
US. If the UK and/or US grant EPs to the Soviet Union, the granting player(s) must specify by which route(s) the EPs are sent.


Construction Phase 


[ 1 ] Force Pool Additions Step (Winter Seasonal Turns): All sides perform the Force Pool Additions Step simultaneously. 
Consult the order-of-battle cards, and add all of the new units specified for the new game year to the force pools. Place any unit(s) 
designated to arrive during a subsequent Seasonal Turn in the appropriate box on the Turn Track.   


[ 2 ] Unit Arrivals and Removals Step: All sides perform the Unit Arrivals and Removals Step simultaneously. 
Place any unit(s) on the map that are specified (on the order-of-battle) as arrivals (when and where specified), Conversely, remove any 
unit(s) from the map that are specified (on the order-of-battle) as removals. Flip any “under-construction” installation(s) to their
“completed” side(s). 


[ 3 ] Construction and Repair Step: Whichever side did not control the Initiative last season should perform this Step first. 
Construct installations, repair installations, voluntarily destroy installations, construct game units (placing them accordingly), rebuild
depleted units, repair naval units, salvage sunken naval units and/or scrap naval units. Redeploy HQs and/or Generals (if desired). 
Assign any intended EPs to Economic Reserve. Reduce all Offensive Tracks to “0”, eliminating any remaining, unused Offensives.


[ 4 ] Purchase Offensives Step: All sides perform the Purchase Offensives Step simultaneously. 
Each major power’s player secretly purchases and records the number of Offensives he will have available for the ensuing season 
(i.e., three monthly game turns). Each major power’s purchased Offensive total is then secretly marked on the Offensive Track. 


[ 5 ] Initiative Step: This Step is resolved simultaneously. 
Each major power’s player simultaneously reveals the total number of Offensives purchased for the ensuing season (marking the 
Offensive Track with an “OFF” chit accordingly). The side (i.e., the Axis or Allies) with the most Offensives (but discounting inherent 
minor nation Offensives) controls the Initiative for the following three monthly game-turns. Resolve all ties with a die roll. 


The Caproni Ca. 133 bomber operated almost exclusively in the East African Theater. During the Spanish Civil War, it was found to
be unsuitable as a bomber...too vulnerable to enemy fighters and heavy AA, and was withdrawn from front line service in 1936.
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[PART 1] WEATHER


The weather and weather “zones” in the East African Theater 
are different than those in the European Theater (the differing 
geographical, geological and atmospheric conditions in East 
Africa cause completely different climatic circumstances near 
the Earth’s equator, particularly when near oceans, and when 
accompanied by higher elevations). Accordingly, the only 
weather conditions in East Africa are “mud” and “fair” (which 
should really be thought of as “hot”). But unlike in Europe, the 
rains of the East African region occur primarily during the 
“summer” months, and so the autumn and winter months are 
the dry periods…the best timeframe to invade Ethiopia, as the 
Italians did (October, 1935).    


[1.0] Weather Effects           


Two types of weather exist in the East African Theater: Fair 
(F) and Mud (M). As in the European Theater, the prevailing 
weather condition will last for the entire monthly game-turn. As 
in AETO, weather may affect the movement and combat of 
encompassed units, depending on the specific condition. The 
effects of African weather are felt most strongly in the “African 
Moderate zone”, and not at all in the “African Mild zone”. 


[1.1] Weather Zones             


In East Africa, there are essentially only two types of weather 
“conditions” which can occur (Fair or Mud). Additionally, there 
are only two* different weather zones (African Mild and African 
Moderate), which are identical to the Mild and Moderate 
weather zones in AETO. The AOI weather zones are defined 
by a series of dotted lines that divide the overall map into 
specific regions of varying contours and sizes, tabulated as 
follows: 


 *Although technically a third weather zone, the AETO 
“Severe” weather zone, overlaps into AOI (in northern 
Iran, just above the “Tehran” hex row), and is likewise 
identical to the AETO Severe Zone in all respects (in 
that region of the map).


The Mild Zone begins from Eastern Libya and Mid-Western 
Sudan, across Egypt and the Middle Red Sea, across Saudi 
Arabia, Iraq, the Persian Gulf sea area, Iran, Yemen, Aden 
Protectorate, Hadramawt, Oman, most of the Gulf of Aden, 
and then around and down to the Western Arabian Sea and 
Indian Ocean.     


The African Moderate Zone begins in Southern Sudan and 
Uganda, across all of Ethiopia, Kenya and Tanganyika, and 
covering most of French Somalia, British Somalia and Italian 
Somalia, as well as the eastern edge of the Arabian Sea and 
the Western Indian Ocean.   


South Africa and the Indian Ocean large sea area are both 
considered to be in the European Mild Zone (see AETO [1.1]). 


[1.3] M (Mud) Conditions            


Mud exists in the African Moderate Zone. Fair weather exists 
in the African Mild Zone. Mud has the following effects: 


In the African Moderate Zone, a player must roll two dice. 
On a dice roll of 2-7, there is no effect at all. On a dice roll 
of 8 or 9, all air unit strengths are halved (rounded down). 
On a dice roll of 10 or 11, all air unit printed strengths and
printed ranges are halved (rounded down). On a dice roll 
of 12, all air is grounded. 


All land unit movement is halved (rounded down). No 
Breakthroughs or Exploitations are ever permitted in Mud 
conditions. Land units that are outside of the African 
Moderate Zone cannot enter the African Moderate Zone
via Exploitation or Breakthrough movement. Movement by 
rail, however, is unaffected. 


All land attacks during Mud conditions suffer a -1 die roll 
penalty in the African Moderate Zone.


All naval interception attempts during Mud conditions will 
suffer a -1 die roll penalty in the African Moderate Zone.


[1.5] Weather Effects Upon Air Units


Weather effects in the African Moderate Zone are comported 
normally (e.g., the nullification of the air superiority modifier 
during inclement weather). Additionally, the Italian player may 
not employ Mustard Gas (see AOI [5.16]) during any inclement 
weather. 


[PART 2] STRATEGIC WARFARE


Strategic Warfare, in AOI, can (only) be directed at a colony’s
Rail Capacity to hinder the movement of land units via rail. 


[2.6] Bombing Rail Capacity            


In the East African Theater, only Egypt, French Somalia and 
Sudan possess a Rail Capacity. Egypt’s Rail Capacity (on the 
AOI map) is not subject to attack, although Egyptian Rail 
Capacity on the AETO map may be attacked normally (i.e., 
per AETO [2.6]), and will - if successful - accordingly effect 
Egyptian rail movement in the East African Theater. French 
Somalia’s Rail Capacity can be targeted on the Djibouti city 
hex (S 8211) only. Sudan’s Rail Capacity can be targeted on 
the Khartoum city hex (S 7621) only. 


[2.14] U-boat Interdiction of Convoy Routes            


Italian U-boats 
Italy is provided with an Italian U-boat chit. During the Autumn 
Seasonal Turn of 1939, the Italian player may purchase that 
one Italian U-boat* (only that one) from the Italian counter-mix 
(i.e., not from the German counter-mix) and deploy it normally 
upon its construction completion.   


*Per the normal cost of 5 EPs, and the standard two-
season construction delay. 


For all intents and purposes, the Italian U-boat functions as do 
all other German U-boats, and must abide by all normal U-
boat rules and restrictions. Nevertheless, the Italian U-boat is 
considered solely an Italian unit, and any attacks it conducts in 
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a Convoy Route sea area precipitates war with the UK (and 
France, if - as of yet - unconquered) and the US, if in the US 
Coastal Water sea area. As with other U-boats, it cannot be 
rebuilt if sunk (although the Italian player - only - can repair it 
normally, if it becomes depleted).  


The Italian U-boat may never be exchanged for any tactical 
submarine, nor can any other tactical Italian submarine unit be 
deployed or used to attack a Convoy Route. 


[PART 3] NAVAL OPERATIONS                                                              


[3.3] Special Naval Movement 
Considerations
                    
Central Atlantic Sea Areas 


One mini-map provided specifically for use during an 
AETO game can be used as an extension of the Atlantic 
Ocean in the European Theater: The “Spain” map links 
with the AETO “West Map” (i.e., adding additional Atlantic 
Ocean Large Sea Areas to the preexisting Atlantic Ocean 
Sea areas, as indicated).  


The Central Atlantic Large Sea Areas are considered 
normal Large Sea Areas in all respects, including naval 
and air movement, naval and air interception, and all 
facets of naval and/or air combat pertaining thereto. In 
addition, the normal weather effects (per the weather 
zones indicated) apply in all respects therein, exactly as in 
the European Theater (see AETO [1.0] to [1.5]). 


The Central Atlantic Sea Areas are not considered to be 
convoy routes, and thus cannot be occupied by any U-
boat chit(s). Any normal naval unit(s) of any nationality 
(including any German Auxiliary Cruisers*) may enter any 
Central Atlantic Sea Area(s) normally, though no Strategic 
Warfare can ever occur therein.     


 *German Auxiliary Cruisers may be automatically 
placed in any Central Atlantic Sea Area(s) per the 
standard rule normally (see AETO [2.22]), but can 
never conduct Strategic Warfare therein. 


Sea Area Connectors 


The printed on-map red arrows (i.e., on the “India” map) 
specify the hexes that connect the East African map (e.g., 
Iran) to the “India” map. Because of the transitional scales 
between the “India” map and the East African map, any 
land unit that enters from either map to the other must halt 
all further movement (for the duration of the that turn). 
Connected sea areas, however, do not cost any additional 
naval MPs, and are simply conducted as if connected in 
all respects. 


Azores


The Azores island hex on the “Spain” map supersedes 
the original Azores hex on the AETO “West” map. The 
original Azores hex is thus considered to be a normal sea 
area hex. 


Red Sea 


During a “Combined Game”, any naval units entering the 
Red Sea must move via the hexagonal sea area on the 
South (East Africa) map. 


[3.23] Naval Transport Capacities


Naval Transport Capacities 
Add the following stipulations to the existing Naval Transport 
Capacities rule (see AETO [3.23]): 


Unit/chit to     Normal Tran- Amphib. at Amphib. at 
be moved:  sport Cost: 1-4 hexes:      5+ hexes:   


Flak Unit 1 N/A N/A


Artillery  2  N/A N/A


Commando 1 2   3 


Small Fighter* 0 N/A N/A


NOTE: Two combat land units with a combat strength 
of only ½, or four combat land units with a combat 
strength of only ¼ (or, one combat land unit with a 
combat strength of ½, and two combat land units with 
a combat strength of only ¼) may all be collectively 
transported as if they are one single “chit”, per the 
transport criteria above.


*Fighter-type air units marked with a “o” symbol near the 
lower center of the chit may be transported aboard any 
eligible STP free, without any transport cost. 


[PART 4] AIR OPERARATIONS


[4.1] Applicable Phases     


Change Base: Air transfers from the East African Theater 
map to the European Theater, and/or to the East African 
Theater from the European Theater map are conducted 
per the normal rules. However, any air unit that moves 
across from the East African Theater map to the 
European Theater map, or from the European Theater 
map to the East African Theater map must expend an 
additional flat +2 MPs (representing the accumulated 
curvature of the Earth, which is not well simulated on flat 
maps at the present scale and encompassment).  


Furthermore, add the following transfer option:  


[ C ] Any supplied Allied air unit with a printed range of 
“16” (or greater) presently based anywhere within 
South Africa may be automatically “transferred” to 
any Allied airbase in Tanganyika, Kenya or Uganda 
as one “hop”. Or, any supplied Allied air unit with a 
printed range of at least “4” presently based 
anywhere within South Africa may be automatically
“transferred” to any Allied airbase in Tanganyika, 
Kenya or Uganda as three “hops”. In each case, 
trans-African transfers are applicable vice versa as 
well. Any other transfers within the East African 
Theater are conducted normally.  


Friendly Offensive Phase


Add the following Air Offensive air mission: 


[ E ] Land Unit Interdiction: Any uncommitted friendly 
Bomber(s), Fighter-Bomber(s) - if flying as bombers 
- and/or Naval Air unit(s) - if flying as bombers - may 
fly from their base(s) to a hex with an enemy land 
unit or units (if within their printed range), and then 
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conduct a Land Unit Interdiction attack (see [11.35]). 
Such air units are susceptible to normal enemy air 
interception, though any eligible friendly Fighter-type 
air unit(s) may accompany any attacking Bomber(s), 
Fighter-Bomber(s) and/or Naval-Air unit(s), up to the 
extent of their own range.  


[4.2] Air Basing (on Land)             


Some of the new air units included in AOI are marked with a 
“o” symbol near the center of the chit, indicating (like similarly 
printed land units; see [5.9]) that such air units are exempt 
from airbase capacity limits. No more than 4 “exempt” air units 
may ever be based at the same airbase (not “hex”), however 
(regardless of other friendly normal air units based at that 
same airbase). Such air units may be transported by an STP 
at no transport cost (see [3.23]). 


Seaplanes 
Any air unit with a blue sea-wave depiction above its printed 
strength and range numbers is considered to be a “seaplane”. 
A seaplane functions like any normal air unit in all respects, 
except that it may only base on a port city (with a functioning
port), but is never counted towards any airbase’s stacking limit 
(nor any port capacity) there. 


NOTE: An airbase in a coastal hex is not considered 
to be a port. 


If a port is destroyed where any seaplane is currently based, 
that seaplane is subject to a Forced Rebase (see AETO [4.7]), 
although an alternate base must also be a port city (with a 
functioning port, of course). If a seaplane cannot be rebased, 
for whatever reason, it is eliminated immediately (and returned 
to the force pool, unless AETO rule [11.13] is in effect).


The functionality of any airbase in a port city hex is irrelevant 
to seaplanes.


Japanese Floatplanes 
Some Japanese seaplanes (known as floatplanes, in APTO) 
may be based aboard specified Japanese naval units (see 
APTO [4.2] and [4.4]); such rules have no relevance to AOI. 


[4.22] Ground Support         


Adding Bomber Combat Strength
Some of the Bomber-type air units included in the East African 
Theater possess no combat strength (i.e., a printed combat 
strength of “0”), and thus may not contribute any combat 
strength to any land combat hex (and therefore cannot modify 
the land combat odds at all). However, they do impart an air 
superiority modifier normally, if otherwise eligible to do so. 


Halving Bomber Ground Support Combat Strength 


The combat strength number of a participating Bomber-
type air unit is automatically halved when supporting any 
land combat (as the attacker or the defender) occurring in 
a jungle or jungle-mountain hex. Round fractions down.


[4.23] Air Transport        


Transporting Land Units 
Add these following stipulations to the existing Air Transport 
Capacities rule (see AETO [4.23]): 


NOTE: Two combat land units with a combat strength 
of only ½, or four combat land units with a combat 
strength of only ¼ (or, one combat land unit with a 
combat strength of ½, and two combat land units with 
a combat strength of only ¼) may all be collectively 
transported as if they are one single “chit”, per the 
normal transport criteria (see AETO [4.23]). 


[PART 5] OFFENSIVE PHASE     


[5.3] Combined Offensives  


In the East African Theater, Italian Combined Offensives are 
not doubled during AETO Winter monthly game-turns. 


[5.5] Impromptu Offensives  


Italian Impromptu Offensives are not quadrupled during AETO 
Winter weather monthly game-turns. Additionally, any Italian 
Impromptu Offensives only costs 4 EPs, not double.  


[5.8] Terrain Effects (Land Units)      


The following additional types of terrain and locations affect 
land movement, as tabulated below: 


Jungle Hex 
All land units must expend 2 MPs to enter a jungle hex. No 
unit exerts a ZOC into a jungle hex. Units may trace supply 
into but not though a Jungle hex. 


Jungle-Mountain Hex 
All land units must expend 3 MPs to enter a jungle-mountain 
hex. No unit exerts a ZOC into a jungle-mountain hex. Units 
may trace supply into but not though a Jungle-Mountain hex. 


Sahara Desert Hex  
All land units must expend 2 MPs to enter a desert hex. No 
unit may trace supply into or through any desert Hex. 


IRAQ Transit Box 
If playing with the East African Theater map, the Iraq Transit 
Box is considered to be deleted, as well as all AETO rules 
pertaining thereto. 


Rail Line Movement Bonus
Any land unit(s) that enter any jungle and/or mountain hex 
containing a rail line depiction therein (e.g., E 4431) from an 
adjacent and adjoining rail line hexside (e.g., from E 4332 to E 
4431) need only expend 1 MP to enter that jungle or mountain 
hex, regardless of the type of moving land unit. Any land 
unit(s) that enter any jungle and/or mountain hex across a 
non-rail line hexside must expend the normal MP requirement 
(per the normal jungle or mountain movement requirement, or 
per above, if applicable), despite the presence of a rail line 
depiction in that hex, if any.


[5.9] Stacking (Land Units)   


All Ethiopian “tribal” land units are marked with an “inverted 
triangle” symbol near the center of the unit’s chit, indicating 
that such units may not stack together. However, this restriction 
does not apply to non-tribal Ethiopian units (i.e., the Imperial 
Guard, A.O.M., Cadets and General Selassie), which may 
even stack with tribal Ethiopian units normally. 
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[5.16] Land Combat Die Roll Modifiers   


The following cumulative land combat die roll modifiers are 
added and applicable in the East African Theater (only), noted 
as follows: 


Jungle Terrain Penalty 
Any land combat attacks against any enemy combat land 
unit(s) presently in any jungle hex must suffer a -1 land 
combat die roll penalty.  A jungle is considered equivalent 
to a forest in all other respects (e.g., AETO [4.22]). 


Jungle-Mountain Terrain Penalty 
Any land combat attacks against any enemy combat land 
unit(s) presently in any jungle-mountain hex must suffer a 
-2 land combat die roll penalty.  


EXCEPTION: Mountain units (or land combat attacks 
involving at least one mountain unit) are only subject 
to a -1 land combat die roll penalty. 


Mustard Gas Bonus 
Beginning during the December monthly game-turn of 
1935 (but never before), any Italian land combat attacks
(only) against any Ethiopian land units (within Ethiopia) 
involving at least one participating Italian air unit (of any 
type) are entitled to +3 land combat die roll modifier 
bonus during the first eligible monthly game-turn that the 
Mustard Gas Bonus is declared by the Italian player, and 
then a +2 land combat die roll modifier bonus during every 
subsequent monthly game-turn thereafter. However, the 
Italian player is not eligible to ever apply the Mustard Gas 
Bonus during any Ethiopian land combat attack. 


NOTE: The Italian player may never apply the Mustard 
Gas Bonus against any other nationality, including the 
“Ethiopian” UK unit listed under the UK order-of-battle. 


[5.20] Eliminating Generals     


The following additional AOI Generals are subject to a die roll 
modifier when checking for their elimination: 


+1 : General Selassie


- 3 : General Badoglio


- 2 : General De Bono


- 1 : General Cunningham


- 1 : General Nasi 


[PART 7] SUPPLY AND REPLENISHMENT     
A line of supply cannot enter into any desert hex (e.g., S 6826) 
or through any jungle (e.g., S 8515) or jungle-mountain (e.g., 
S 8518) hex (except via a rail line). A line of supply may also 
not cross any impassable hexsides, or water (except via a 
ferry symbol). However, a line of supply may enter a jungle or 
jungle-mountain hex normally). 


[7.0] Supply Sources and Creating Supply    


Map Supply Sources
In addition to the normal supply sources (see AETO [7.0]), 
applicable units of the following nationalities are eligible to 
draw supply from the locations stipulated below (if such units 
can trace an unobstructed path of passable land hexagons 
thereto), unless that location is currently “isolated” (see AETO 
[7.8]). A captured supply source location hex will no longer 
function as a supply source until it is liberated (at which time it 
again functions as a supply source normally). 


EXCEPTION: The printed supply source symbol in 
Addis Ababa (S 8416) is considered an Italian supply 


source (only) if and when Addis Ababa is captured 
and currently controlled by Italy. 


Italy: Italian units in East Africa draw supply from any 
functioning Italian port* in the East African Theater, 
and/or the supply source hex in Ethiopia (S 8416), if 
captured. 


*Italian ports in the East African Theater automatically 
cease to be supply sources for any Axis units as of the 
instant that Italy and the UK are at war (representing 
the UK’s closure of the Suez Canal). Any Axis naval 
unit(s) may still dock in any functioning Italian East 
African ports normally without penalty, however (see 
AETO [3.14]).


UK: UK units in East Africa draw supply from any UK 
ports (if functional) in the East African Theater, and/or 
any UK supply source hex(es) in Tanganyika (S 0320, 
S 0324) and/or Kenya (S 0316). If playing a Conjoined 
Game, UK units in the East African Theater may also 
draw supply normally from Cairo/Suez (E 5721), Mosul 
(E 4810), and India. 


France: The French “B.F.O.” (i.e., “Brigade Francaise 
d’Orient”) draws supply from Djibouti (S 8211), and/or 
from any functioning UK port in East Africa (but not to 
any UK port if Vichy France has been established). 
Non-Vichy French and Free French units draw supply 
from any functioning UK port(s) in East Africa, and/or 
from Djibouti if Vichy France has not been established. 


Ethiopia: Ethiopian units anywhere in Ethiopia draw 
supply from the Addis Ababa resource hex in Ethiopia 
(S 8416), and/or from the functioning port of Djibouti 
(S 8211), regardless of France’s political status.   


Spain (Nationalists): Spanish Nationalist units may 
draw supply from Tangier (W 1406) and/or from any 
functioning Spanish port(s) (if Nationalist-controlled), 
and/or Lisbon (W 2004), even if Portugal is neutral. 


Spain (Republicans): Spanish Republican units may 
draw supply from any Spanish Republican-controlled 
home resource hex(es) in Spain normally, and/or from 
any functioning Spanish Republican-controlled port(s).


[7.7] Tracing a Line of Supply        


Spanish “Nationalist” units may always trace supply into and 
through any unoccupied Spanish “Republican”-owned land 
hex(es) if the Spanish “Republican” land hex(s) are not within 
any Spanish “Republican” unit’s Zone of Control, even if it is 
contested.


[7.8] Isolated Supply Sources   


Italian Supply Source 
If Addis Ababa (S 8416) is captured by Italy, the printed Italian 
supply source symbol there is not subject to isolation, though 
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each functioning Italian port anywhere in East Africa is subject 
to becoming “isolated” normally (see AETO [7.8]).   


[7.12] Destroying and Capturing Supply    


Destroying Supply 
If Addis Ababa (S 8416) is ever captured by any Allied major 
power, the Italian supply source symbol there is considered to 
be immediately and automatically destroyed. No Allied units of 
any nationality may ever draw supply from Addis Ababa. 


[7.13] Depleting Out-of-Supply Land Units        


Add the following (cumulative) modifier: 


- 2 : If the land unit is presently in a jungle or 
jungle-mountain hex. 


- 3 : If the land unit is presently in a desert hex. 


[7.14] Replenishment       


Add the following Replenishment Restriction:


Unlike normal minor nation units, Ethiopian units cannot
be replenished.   


[PART 8] SEASONAL TURNS AND INCOME 


Prior to the start of the Second World War in the European 
Theater (which starts automatically in September, 1939), Italy 
possesses a pre-war economic East Africa income specifically 
for the purpose of invading Ethiopia. Italy’s pre-war East Africa
EP income is 16 EPs (see “Table Q”) during the last Seasonal 
turn of 1935, and each Seasonal Turn of 1936 (although Italy’s 
East Africa EP Income is automatically suspended as of 1937, 
but reinstated as 3 EPs in East Africa during the Autumn 1939 
Seasonal Turn (when the general war in Europe begins), and 
then permanently suspended as of 1942). The Italian EPs are 
used to purchase Offensives, to “bribe” certain Ethiopian tribal 
units, to build installations, to repair and rebuild damaged 
installations and units, and/or to refuel ships out at sea (i.e., 
Keeping Naval Units at Sea). Italian AOI base EPs may never
be transferred to the European Theater (although European 
Italian EPs may be expended in East Africa). However, EPs 
from resource hexes (any currently controlled by Italy) may be 
transferred to the European Theater at a one-for-two exchange 
rate (round all fractions down), i.e., only '1' AOI EP can be 
added to the European Theater EP Income per '2' AOI EPs 
transferred from East Africa to Europe. 


[8.0] Activation of Partners            


Add the following the following minor nation:


IRAN
Iran is a UK colony, although the German player may attempt 
to activate Iran as a minor partner in the Summer Seasonal 
Turn of 1941 (or later) by rolling a 0 on one die (6-sided), 
modified (cumulative) as follows: 


+2 : If the Axis ever invaded Turkey. 


+1 : If the Axis ever invaded Yugoslavia prior 
to April 1941. 


 -1 : If Germany has conquered France and 
all of the Low Countries. 


 -1 : If Germany has conquered Denmark 
and Norway. 


 -1 : If Yugoslavia is invaded and conquered 
by Germany after March 1941.  


 -1 : If Germany or Italy has conquered 
Greece.


 -1 : If Germany and Italy are at war with the 
UK.


 -1 : If Germany and Italy are at war with the 
Soviet Union. 


 -1 : If Iraq is or ever was a German minor 
ally. 


 -1 : Per each Indian city on the “India” map   
currently captured by Japan. 


If Activated, Iran is considered to be an Axis minor partner. 
Iran has no units, but if Activated as a German minor partner, 
Germany (and/or Italy) is entitled to all of the normal rules with 
regards to control, transit and basing (unless occupied by 
enemy land units). Axis units may trace supply to Bandar if 


Iran is Activated as an Axis minor partner. If Tehran (S 4600) 
and Bandar (S 5800) are occupied by Soviet and/or Western 
Ally land units, then Iran is considered conquered, and no 
further Activation of Iran attempt is permitted thereafter (i.e., 
Iran remains a German ally unless Tehran and Bandar are 
conquered by Soviet and/or Western Ally land units). 


During a Combined Game, no Japanese units can trace supply 
to Bandar, even if Iran is an Axis minor partner. 


[8.1] Economy (Economic Points)          


The Italian player cannot save any accumulated pre-war East 
Africa EPs after 1936 (representing the lack of foreknowledge 
of the coming world war).   


The UK receives an additional colony EP income (from the 
Iranian oil resource hexes; see [8.2]) after the UK is at war 
with the Axis (i.e., Autumn, 1939), intended specifically for the 
purpose of funding any UK military operations in the East 
African Theater (though the UK’s Iranian colony EP Income is 
permanently suspended in 1942, representing its redistribution 
to the widening war). If playing a Conjoined Game, any of the 
UK Iranian colony EPs that are received may be transferred to 
the European Theater at a one-for-two exchange rate (round 
all fractions down), i.e., only '1' AOI EP can be added to the 
European Theater EP Income per '2' AOI EPs transferred from 
East Africa to Europe. European EPs expended in East Africa, 
however, do not suffer exchange penalties.  


If playing the East African Theater alone, the UK receives 9
EPs (only) each Seasonal Turn when the UK is at war with 
Italy, or as of the Summer Seasonal Turn of 1940, whichever 
occurs first.


Ethiopia and Spain* do not possess any EP Income, per the 
normal rules regarding Minor Nations. 


*Neither the “Nationalists” nor “Republicans”. 


Conjoined Game (AETO and AOI) 
If playing a Conjoined Game, the entire East African Theater is 
actually considered to simply be an extension of the European 
Theater (except as specified above), and thus all Offensive 
requirements in the East African Theater are always managed 
via the European Theater normally (i.e., as if the East African 
map is simply a third AETO map). Indeed, players may not







15
Africa Orientale Italiana


 
 


14


regard the East African Theater separately in terms of the 
Initiative or Offensives, once the war in Europe has begun.  


[8.2] Determining Economic Point Income       


Colonies 
Add +3 EPs to the UK EP Income for each Iranian colony oil 
resource hex currently controlled by the UK (that is currently in 
supply, and not within any enemy land unit’s uninhibited Zone 
of Control). These EPs are tabulated as the UK’s EP income 
in the East African Theater, if not playing a Combined Game. 
Add +2 EPs to the Italian East Africa EP Income (i.e., not the 
Italian European EP Income) for the Eritrean colony resource 
hex currently controlled by the Italian player (if currently in 
supply, and not within any enemy land unit’s uninhibited Zone 
of Control).


EP Income Variations 
Add the following EP augmentations and deductions (i.e., via 
the enemy’s conquest and/or the liberation) of the following 
resource hexes, tabulated as follows: 


GERMANY 


Germany will gain +3 EPs per each UK Iranian colony oil 
field resource hex (hex S 5799, S 5800 and/or S 5900) 
captured by German land units, if in supply. 


ITALY  


Italy will gain +3 EPs (added to the Italian East African EP
Income) per each UK Iranian colony oil field resource hex 
(hex S 5799, S 5800 and/or 5900) captured by Italian land 
units, if in supply. 


Italy will gain +2 EPs (added to the Italian East African EP
Income) for the Ethiopian Addis Ababa resource hex (S 
8416), if captured by Italian land units (even if isolated) 
and/or +2 EPs for the Ethiopian southern resource hex (S 
9212), if captured by any Italian land units, if in supply. 


JAPAN 


Japan will gain +3 EPs per each UK Iranian colony oil 
field resource hex (hex S 5799, S 5800 and/or S 5900) 
captured by Japanese land units, if a line of supply can be 
traced to any Japanese-controlled port (if in supply). 


UNITED KINGDOM 


The UK will gain +2 EPs (added to the UK East African
EP Income) for the Ethiopian Addis Ababa resource hex 
(S 8416), if captured by UK land units, if in supply, and/or 
+2 EPs for the Ethiopian southern resource hex (S 9212), 
if captured by any UK land units, if in supply. 


The UK will gain +2 EPs (added to the UK East African
EP Income) for the Eritrean Massawa resource hex (S 
7615), if captured by UK land units, if in supply. 


The UK will cede -3 EPs per each Iranian colony oil field 
resource hex (hex S 5799, S 5800 and/or 5900) captured 
by enemy land units. 


[8.5] The Order-of-Battle and Force Pools 


Each of the belligerents in East Africa is assigned a separately 
unique order-of-battle, which is tabulated on the supplemental 


Force Pool Player Aid sheets (Table “J” through “O”), which 
are intended to augment the existing AETO Force Pool Player 
Aid Cards (Table “A” through “I”). In addition, the supplemental 
East African Theater Force Pool Player Aid sheets also list 
AETO Force Pool addendums specifically intended for the 
European Theater, which include additional combat air units 
and other miscellaneous types of units that are placed into the 
pertinent Force Pool normally, or arrive free on the game-map 
normally, as specified.  


All such units function normally in all respects, unless specified 
otherwise. 


[8.6] Construction          


There are no units available to be constructed in the East
African Theater (all units listed in the East African orders-of-
battle either set-up as “START” units, or are free “arrivals”), 
although eligible major powers may construct installations 
normally in any quantity that each constructing player desires 
(and can afford).  


Rebuilding Depleted Combat Land and/or Air Units
Any depleted combat land and/or combat air unit, whether an 
AETO addendum unit, or a unit endemic to the East African 
Theater (including any currently arrived depleted combat land 
and/or combat air units) is eligible to be rebuilt to full-strength 
normally (per the normal EP cost for one step of the same 
exact unit). See AETO [8.6]. 


[8.11] Placement on the Map     


Placing Land Units 
Constructed and Replenished UK (including Commonwealth) 
infantry units eliminated in Africa, Asia, on any Mediterranean 
island, or within three hexes of any UK-controlled port abutting 
the Mediterranean Sea (including the Adriatic and the Aegean) 
are eligible to be returned to the UK Suez Adds Box, and can 
thence be placed in either Baghdad (S 5207), Cairo/Suez (E 
5721), Mosul (E 4810), Bandar (S 5800), Kuwait City (S 6002), 
Aden (S 8008), and/or the UK supply source hexes in Kenya 
and Tanganyika (S 0316, S 0320 and S 0324) when eligible to 
be placed on the map, if not within any enemy ZOC (even if 
inhibited), or in excess of stacking limits. 


Placement Restrictions 


No large airbase may be placed in any jungle or jungle-
mountain hex. 


No UK unit eliminated anywhere in the European or the 
East African Theater may be placed anywhere on the 
“India” map. 


[8.12] Suez Adds Box       


In addition to Baghdad (S 5008), Cairo/Suez (E 5721) and 
Mosul (E 4810), the cities of Bandar (S 5800), Kuwait City (S 
6002), Aden (S 8008), and the UK supply source hexes in 
Kenya and Tanganyika (S 0316, S 0320 and S 0324) are also 
considered to be valid arrival locations for eligible UK units in 
the Suez Adds Box.  


Accordingly, to enforce the removal of UK units from the Suez 
Adds Box and their addition to the Western Ally Force Pool 
Box, Bandar, Kuwait City, Aden and the UK supply source 
hexes in Kenya and Tanganyika must all be Axis-controlled 
(i.e., in addition to Baghdad, Cairo/Suez and Mosul normally)  
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[8.13] Offensives and Initiative      


Costs of Offensives
The normal Offensive costs apply, although in the East African 
Theater Offensive costs are never doubled at any time (e.g., in 
Winter), although Combined Offensives, Joint Offensives and 
Impromptu Offensives entail the normal additional costs and 
requirements (see [5.3], [5.4] and [5.5] respectively). 


The Offensive Tracks
Italy is provided with a separate Offensive Track on the South 
Map for the purpose of denoting Italian Offensives during an 
Italian-Ethiopian war, and/or during a Conjoined Game. 


As a minor nation, Ethiopia - if at war - is simply assumed to 
possess 2 Offensives per each monthly game-turn. 


Determining Initiative 
During an Italian-Ethiopian war, Italy is assumed to control the 
Initiative automatically. During a Conjoined Game, any Italian 
Offensives in East Africa are counted together with any Italian 
Offensives in Europe.


[PART 9] POLITICS AND PARTNERSHIPS      Minor Nation Invasion Effects 


The following new rules encompass minor nations, invasions, 
conquests and political interactions throughout the game. 


[9.0] Minor Nations    


Italy is automatically assumed to be at war with Ethiopia as of 
the Autumn Seasonal Turn of 1935. However, all other nations 
are considered to be neutral unless formally Activated (see 
[8.0]), Invaded, or until initiating war with another nation, 
unless specified otherwise. 


Minor Nation Replenishment 
Ethiopian and Spanish Nationalist units are not eligible to be 
replenished. 


Minor Nation Supply Sources 
Ethiopian units may trace supply to Addis Ababa (S 8416) 
and/or to Djibouti* (S 8211)…each automatically functioning 
as a supply source (if such units can trace an unobstructed 
path of passable land hexagons thereto), and never subject to 
isolation effects. 


*Only if Djibouti is a functioning port. 


All Spanish “Nationalist” units may trace supply to Tangier (W 
1407) and/or Lisbon (W 2004) even if Portugal is neutral. 


[9.1] Definition of Invasion    


Add the following Invasion Restrictions:


Germany may not initiate a war with any nation prior to 
the Autumn Seasonal Turn of 1939 (except Poland). 


Germany may not initiate a war with Spain prior to the 
Autumn Seasonal Turn of 1940.  


The Western Allies may not initiate war with any nation 
prior to a German invasion of Poland. 


Italy may not initiate a war with any European or Pacific
nation prior to the Autumn Seasonal Turn of 1939. 


[9.2] Invading Minor Nations           


The game begins in Autumn 1935, with Italy already assumed 
to be at war with Ethiopia (and is considered intractable, even 
if no physical Italian invasion of Ethiopia ensues). As such, a 
Western Allied player must be designated to officiate control of 
Ethiopia, and must then set-up Ethiopia’s game pieces in 
accordance with the order-of-battle, and per [8.11].   


Addis Ababa (S 8416) and Djibouti (S 8211) - if a functioning 
port - automatically function as a supply source for Ethiopia’s 
units (if such units can trace an unobstructed path of passable 
land hexagons thereto). 


The Spanish Civil War begins in July 1936, with Nationalist 
Spain assumed to be at war with Republican Spain (and is 
considered intractable). As such, a Western Allied player must 
be designated to officiate control of Republican Spain.  


Tangier (W 1407) and Lisbon (W 2004) automatically function 
as a supply source for Nationalist Spain’s units (if such units 
can trace an unobstructed path of passable land hexagons 
thereto).


ETHIOPIA (dark olive border)
An invasion of Ethiopia has no political impact whatsoever. 


[9.10] Conquest            


Conquest of a Minor Nation 
Ethiopia is considered immediately conquered when the Addis 
Ababa (S 8416) is captured (i.e., occupied) by any enemy 
combat land unit.  


[9.12] Establishing Vichy France         


Vichy Garrisons 
If Vichy France is established, French Somalia automatically
fields an inherent garrison, which is to be set-up immediately 
as follows: 


French Somalia = 1 x 1-3 (B.F.O.) infantry.
 Set-up in Djibouti (S 8211). 


[9.23] Holding Out in Colonies          


After a conquest of Spain, the Spanish player may declare 
Spain to be “Holding Out in Colonies”, even if there are no 
Spanish units presently in Spanish Morocco, but only if Spain 
still currently owns Tangier (W 1406) at the moment of Spain’s 
conquest. 


If so, all presently extant Spanish units are to remain in play 
(regardless of their location; whether in Spanish Morocco or in 
Spain proper). Furthermore, all Spanish land hexes that are 
not presently enemy-owned (i.e., at the moment of a conquest 
of Spain proper) remain Spanish-owned (i.e., until physically 
occupied by any enemy combat land units, or until every 
Spanish unit is eliminated, or every Spanish city is occupied 
by enemy combat land units…whichever occurs first), and 
thereafter will remain Spanish-owned until captured by enemy 
combat land units. 


Spanish Supply Sources 
In addition to Spanish home city/resource hexes, any Spanish 
units in Spain or Spanish Morocco (that are “Holding Out in 
Colonies”) may draw supply from Tangier (W 1406), Lisbon (W 
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2004), Gibraltar* (W 1508) and/or any accessible supply chit(s) 
normally (if provided, in some manner, by any abetting major 
power ally). 


*Unless the UK is at war with Spain.


Spanish Replenishment 
If and while Spain is “Holding Out in Colonies”, Spain remains 
eligible to receive a single Replenishment normally (see AETO 
[7.14]), although any replenished Spanish unit is subject to all 
normal supply requisites (e.g., only a Spanish unit eliminated 
within Spain proper may be replenished), and any replenished 
Spanish unit must arrive in Spain (not in Spanish Morocco).   


[PART 10] SPECIAL RULES          


[10.6] Partisans        


Specific additional nations (in addition to those mentioned in 
the AETO rules) are also subject to possible partisan activity if 
invaded by any enemy power (though not before). All of the 
standard AETO Partisan rules apply (see AETO [10.6]), except 
as differentiated below. Additional nations that are eligible for 
partisan activity (and associated partisan limits) are listed as 
follows: 


ETHIOPIA   =  3 Partisans : Seasonal Limits do not apply to   
Ethiopian partisans.


PORTUGAL  = 1 Partisan : The Azores is not eligible for 
partisan activity. 


SPAIN   =  5 Partisans : Spanish partisans never arrive 
during the “Spanish Civil War”.
    


Italian Atrocities 
An Atrocity is assumed to automatically occur in Ethiopia as of 
the first turn in which the Italian player employs the “mustard 
gas” land combat die roll modifier bonus (regardless of the 
actual land combat result).  


Purchasing Partisans 
The UK and/or France may act as an “abetting major power”, 
and purchase Ethiopian partisans per the normal rule. 


[10.28] Anti-Aircraft Deficiency             


Spanish Destroyers lacked any dedicated anti-aircraft mounts 
(the original designs pre-dated the ascendancy of aircraft as 
capable ship sinkers). Accordingly, Spanish Destroyers do not
contribute a +1 modifier when equaling or exceeding all other 
friendly naval chits in the same location, nor is any Air-Naval 
attack dice roll of “2” (i.e., “snake eyes”) considered an anti-
aircraft “hit” because of their presence (as stated in AETO 
[4.21]). Moreover, a lone Spanish destroyer or destroyers do 
not ever inflict any anti-aircraft hit upon any attacking air unit.  


[10.29] Convoy Escort Bonus      


The 2*-17[1] B (Sunderland), the 4*-24 B (PBY) and 2*-24 B 
(PBY) addendum air units each possess a Convoy Escort 
Bonus, and thus each such air unit chit imparts an “escort 
value” of 6 when assigned as Convoy Duty Escorts in any 
Convoy Route sea area(s) in the European Theater. 


NOTE: The PBY chits included in APTO (Advanced
Pacific Theater of Operations) do not possess any 
Convoy Escort Bonus. 


[10.30] Fate              


“Fate” applies to specific chits and/or units that, historically, 
became damaged, depleted or eliminated as a result of non-
combat events, occurrences and/or circumstances, such that 
the pertinent chit’s/unit’s damage, depletion or elimination was 
at least as-likely or more-likely to occur as a result of other 
factors than combat (e.g., more Me-163s were destroyed by 
accidents than were eliminated by enemy fire). 


Any chit and/or unit that is subject to Fate (as indicated by the 
red “F” printed below the depiction on each specified chit) is 
simply automatically subject to a single six-sided die roll during 
the Replenishment Step of each (and every) monthly game-
turn after its arrival on the map (per each such specified chit):  


Die roll of 1 to 5 = No effect; the unit continues to function 
normally. 


Die roll of 6 = The unit is immediately damaged/depleted 
(and eliminated if it is already damaged or 
depleted, even if as a result of a previous 
Fate die roll result). 


A unit that is subject to Fate must undergo a Fate die roll 
every monthly-game turn throughout the game until it is 
eliminated, even if it had become damaged/depleted as a 
result of Fate during a previous monthly game-turn, or even if 
it had been rebuilt/repaired and damaged/depleted repeatedly 
during the game. Furthermore, any unit that is eliminated as a 
result of Fate cannot be rebuilt.


[10.31] Ethiopian General Selassie    


The Ethiopian General Selassie chit, like the General Zhukov 
chit, lacks a standard combat strength and exploitation rating. 
However, the General Selassie chit possesses a special +1
combat strength rating, which is applicable to attacking and 
defending Ethiopian or UK land units stacked with it (within 
the East African Theater only), explained as follows:  


Minor nations do not possess HQs, therefore only Ethiopian 
(or UK) land units that are stacked in the same hex with the 
General Selassie chit receives a +1 combat strength bonus 
(per stack, not per unit), whether defending or attacking.


NOTE: Supply status(es) do not effect the application 
of General Selassie’s +1 combat strength rating. 


General Selassie’s +1 combat strength rating can never be 
applied to any partisans or non-Ethiopian/UK units, or beyond 
the East African (South) map. 


NOTE: General Selassie’s +1 combat strength rating is 
applied after decreasing or increasing any Ethiopian or 
UK land unit stack’s combat strength as a result of 
other strength point variations (e.g., rivers).  


If General Selassie is subject to a combat elimination die roll, 
the General Selassie chit is eliminated (permanently) on a die 
roll of “1” only (see AOI [5.20]). 


[10.32] Spanish General Franco    


The General Franco chit, like the General Zhukov chit, lacks a 
standard combat strength and exploitation rating. However, the 
General Franco chit possesses a special +1 combat strength 
rating, which is applicable to attacking and defending Spanish 
land units stacked with it, explained as follows:  
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Minor nations do not possess HQs, therefore only Spanish 
units that are stacked in the same hex with the General 
Franco chit receives a +1 combat strength bonus (per stack, 
not per unit), whether defending or attacking.


NOTE: Supply status(es) do not effect the application 
of General Franco’s +1 combat strength rating. 


General Franco’s +1 combat strength rating can never be
applied to any partisans or non-Spanish units. 


NOTE: General Franco’s +1 combat strength rating is 
applied after decreasing or increasing any Spanish 
land unit stack’s combat strength as a result of other 
strength point variations (e.g., forts, rivers, et cetera).  


[10.33] UK General Wingate     


The UK General Wingate chit is a normal General in most 
respects, although it is unique among Generals insofar as it is 
eligible to conduct Exploitation Movement and/or attacks (only) 
during the Exploitation Step while stacked with the “Gideon 
Force” UK commando unit. The Wingate General chit does 
not possess any Exploitation capability while stacked with any 
other unit in the European or East African Theater. 


As per the normal Exploitation rules, an activated “Gideon 
Force” commando unit (with General Wingate) may conduct 
normal movement and land attacks during the Land Movement 
Step and the Combat Step of the Offensive Phase, and then
Exploitation Movement and/or attacks during the ensuing 
Exploitation Step. Only the UK commando unit printed with 
“(GIDEON FORCE)” printed above its icon is ever eligible to 
perform Exploitation Movement and/or attacks while stacked 
with the General Wingate chit. 


Exploitation Eligibility
During the Exploitation Step of the Offensive Phase (after the 
Combat Step), an Activated “Gideon Force” commando unit 
with General Wingate may perform Exploitation Movement if 
all of the following conditions apply: 


If there are no adverse weather conditions (W or M) in the 
hex occupied by the “Gideon Force” commando unit and 
General Wingate. 


If the Activated “Gideon Force” commando unit conducted 
a normal land attack, and successfully vacated the target 
hex, or conducted no attack, but remained in supply after
normal movement during the Land Movement Step. 


If the “Gideon Force” commando unit and the General 
Wingate chit began the Exploitation Step stacked together 
(although they need not have necessarily been stacked 
together before then). 


Exploitation Movement
When beginning Exploitation Movement, the “Gideon Force” 
commando unit (stacked with General Wingate) may move up 
to the extent of General Wingate’s printed exploitation rating 
(i.e., 4). The moving “Gideon Force” commando unit may split 
off as it moves (within the aforementioned movement limits), 
even if it does not actually remain with the actuating General 
Wingate chit. All MP costs and movement restrictions apply 
normally to Exploitation Movement.  


NOTE: The “Gideon Force” commando unit that began 
its Exploitation Movement as supplied is considered to 
be in supply for the duration of its movement (and any 


subsequent Exploitation attack that it conducts, if any). 
Supply considerations are only ever applicable to the 
“Gideon Force” commando unit at the beginning and 
end of the current Exploitation Step.  


Exploitation Attacks 
After conducting Exploitation Movement, if any, the exploiting 
“Gideon Force” UK commando unit may then conduct an 
Exploitation attack normally, if adjacent to an eligible target 
hex (although Exploitation movement is never a requisite to 
conduct an Exploitation attack). The Exploitation attack is thus 
conducted and resolved like a normal land combat attack 
(which may include any participating paratrooper units as an 
affiliated Paradrop), although the Exploitation attack is not
required to be within the command radius of any activating 
Command Agent. Both the attacker and defender then 
contribute Ground Support and/or Naval Bombardment (if any) 
per the normal rules, resolving any interceptions and combat 
normally. 


After resolving the Exploitation attack, a successfully attacking 
“Gideon Force” UK commando unit may then Advance After 
Combat normally. Any land unit(s) may conduct a Secondary 
Advance normally as well, if not Activated during a previous
Offensive (see AETO [5.19]). 


The Exploiting “Gideon Force” UK commando unit may also 
be commanded by any other simultaneously Activated HQ (if 
within that HQ’s command radius), even if that activated HQ 
(during the Exploitation Step) is not the original HQ that 
initiated the Activation of the “Gideon Force” commando unit. 
All standard and relevant international cooperation restrictions 
apply normally (see AETO [9.26]).  


Exploitation Restrictions 


No other General is eligible to conduct Exploitation with 
the “Gideon Force” UK commando unit. 


Only the UK commando infantry-type unit (with “Gideon 
Force” printed above its icon) that was Activated during 
the previous Command Status Step or Land Movement 
Step may ever conduct any Exploitation Movement and/or 
attack(s) during the Exploitation Step (notwithstanding, of 
course, any eligible armor and mechanized units, per the 
normal rules).  


[10.35] The Spanish Civil War
            
The “Spanish Civil War” is assumed to automatically begin as 
of the July monthly game-turn of 1936 (set-up all specified 
units during the Summer Seasonal Turn, as indicated by the 
AOI order-of-battles), and ends immediately as of the moment 
that either side’s victory conditions are achieved (see “Winning 
the Spanish Civil War” below). Accordingly, an Allied player 
must officiate control of the Spanish “Republicans” units, and 
must deploy all currently available Spanish “Republicans” units 
(as specified). An Axis player must officiate control of the 
Spanish “Nationalists” units, and must then deploy all currently 
available Spanish “Nationalists” units (as specified). 


The “Spanish Civil War” is considered to be a separate war 
unto itself specifically between the Spanish “Republicans” and 
the Spanish “Nationalists”. As such, the Spanish “Nationalists” 
are assumed to control the Initiative throughout the entire 
Spanish Civil War*. If the Spanish Civil War is still occurring 
when the war in Europe begins (September 1939), no major 
power player may purchase, rebuild or repair any Spanish 
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units. However, all other normal rules apply, except as listed 
below:  


*Unless any major power intervenes after the general 
war in Europe has begun.


Spanish Supply 
Spanish “Republicans” units may draw supply from any non-
Nationalist-owned Spanish city/resource hex(es) normally (see 
AETO [7.0]). Spanish “Nationalists” units presently on either 
Balearic Islands hex or in Spanish Morocco are automatically 
considered to be in supply. Any Spanish “Nationalists” units 
within Spain proper may draw supply from any Spanish port 
city currently owned by the Spanish “Nationalists”, such as 
Cadiz (W 1607) and Corona (W 2606), which begin the 
scenario as Spanish Nationalist-owned. Furthermore, Spanish 
“Nationalists” land and/or air units within Spain proper may 
also draw supply from Lisbon (W 2004), even if Portugal is 
neutral (although Lisbon will not function as a supply source 
for Spanish “Nationalists” units if Portugal becomes a UK ally, 
unless Lisbon becomes subsequently captured by a Spanish 
“Nationalist” and/or compatriot land unit. 


NOTE: Spanish “Nationalist” units may always trace 
supply into and through any unoccupied Spanish 
“Republican” owned land hex(es) if the Spanish 
“Republican” land hex(s) are also not within any 
Spanish “Republican” unit’s Zone of Control, even if 
contested.


Spanish “Nationalist” units (only) may use the Spanish Rail 
Capacity (i.e., 1), into and through non-Nationalist-owned rail 
hexes. 


Spanish “Republican” naval units may dock in any non-
Nationalist-owned Spanish ports, and. Spanish “Nationalist” 
naval units may dock in any non-Republican-owned Spanish 
ports. Tangier (W 1406) is an exception inasmuch as it may 
harbor any Spanish Republican naval unit(s) provided that no 
Spanish “Nationalists” land unit is presently occupying the 
Tangier hex.  


Winning the “Spanish Civil War” 
As of the instant that Madrid (W 2010) is captured by any 
Spanish “Nationalist” combat land unit(s), the “Spanish Civil 
War” is considered concluded as a victory for the Spanish 
Nationalists. Accordingly, all (including Spanish “Republicans”) 
remaining (i.e., surviving) Spanish (and compatriot) units are 
then immediately removed from the map (and returned to the 
Axis Force Pool), and Spain is then considered to be neutral 
again. Spain will remain neutral until Activated subsequently 
per the normal AETO rules. 


NOTE: If Spain is Activated subsequently, all of the 
aforementioned Spanish units (including all of the 
surviving Spanish “Republicans” units, if any) are set-
up in Spain normally, and are thereafter considered to 
be politically united as a cooperative Spanish army, 
per the normal minor nation rules in every respect 
(disregard any Spanish “Republicans” units’ original 
belligerence and anti-Nationalist status). Spain is then 
governed by the normal AETO minor nation rules. 


Losing the “Spanish Civil War”
If, however, all Spanish “Nationalists” units (but disregarding 
Nationalist compatriot units) have been eliminated, then the 
Spanish Civil War is considered concluded as a victory for the 
Spanish Republicans. Accordingly, all remaining (surviving) 
Spanish (and compatriot) “Republicans” are then immediately 
removed from the map (and returned to the Allies Force Pool), 


and Spain is then considered to be neutral again. Spain will 
remain neutral until Activated subsequently. 


NOTE: If Spain is Activated subsequently, Spain is 
to be set-up normally (but also including any non-
eliminated, surviving Spanish “Republicans” units, 
though not any “International” or foreign units), and 
is governed by the normal AETO minor nation rules, 
except as follows:   


If the Spanish “Republicans” win the Spanish Civil War, Spain 
is considered neutral again normally, although Spain is then 
not ever eligible to be Activated by the Axis player per AETO 
[8.0], and no German or Italian naval (e.g., tactical submarine) 
units may dock at any Spanish port(s) while Spain is neutral. 
Furthermore, Germany does not receive the Spanish “Blue 
Division” or “Blue Squadron” as arrivals (i.e., ignore German 
order-of-battle notes “(4)”, “(5)”, “(6)” and “(15)”), and neither 
may ever be purchased. 


Activating Spain 
If the Spanish “Republicans” win the Spanish Civil War, the 
UK player (only) may attempt to Activate Spain as a UK ally
during any Seasonal Turn after the war in Europe has begun 
(September 1939), but prior to a conquest of France (per the 
normal Activation of Partners rules; see AETO [8.0]): 


Prior to a conquest of France, the UK player may attempt to 
Activate Spain by rolling a 0 on one die (6-sided), modified 
(cumulative) as follows: 


+4 : If any German combat land units have physically 
invaded France proper.


+3 : If Germany has conquered Belgium and the 
Netherlands.


+2 : If Italy is at war with France and/or the UK. 


+1 : If Germany has conquered Denmark and 
Norway. 


- 1 : If Germany has not conquered at least three 
nations.  


- 2 : If Germany has not conquered at least two 
nations. 


- 3 : If the Soviet Union is currently at war with the 
Axis. 


- 4 : If Germany has not conquered any nation. 


If all of the Spanish “Nationalists” land units have not been 
eliminated, nor Madrid captured, the Spanish Civil War thus 
continues indefinitely until either one of those two concluding 
events occur, even if the general war in Europe has begun. If 
the general war in Europe has begun, the Spanish Civil War is 
still considered to be a separate war unto itself between the 
Spanish Republicans and the Spanish Nationalists, and any
participation in the Spanish Civil War by any Allied or Axis 
power is considered to be an invasion of a neutral nation per 
AETO [8.0], and thus initiates an automatic alliance between 
that participating power and the supporting Spanish camp 
(“Republicans” if Allied, “Nationalists” if Axis), and conversely 
is considered an Invasion (per AETO [9.1]) against the other 
Spanish camp (which therefore initiates an automatic alliance 
between that other Spanish camp and the enemy major power 
camp). Furthermore, if any Allied power participates in the 
Spanish Civil War (after the war in Europe has begun), it is 
considered an immediate declaration of war upon Italy (if Italy 
is currently neutral). Conversely, if Italy participates in the 
Spanish Civil War (after the war in Europe has begun), it is 
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considered an immediate declaration of war upon the UK, if 
not already at war with the UK. 


NOTE: Spanish Nationalist and/or Republican naval 
units may traverse the Strait of Gibraltar uninhibitedly, 
even if at war with the UK.   


A subsequent “Nationalist” or “Republican” defeat does not 
require any Allied or Axis player to withdraw any Allied or Axis 
units (if any) from Spain, or even to cease military operations 
therein (notwithstanding compatriot units, which are always 
removed after the end of the Spanish Civil War).  


Aside from a UK Activation of Spain, Spain remains subject to 
Activation normally, per the normal AETO rules, if otherwise 
legal (but Germany cannot Activate Spain during the Spanish 
Civil War, or if the Republicans win the Spanish Civil War).  


NOTE: The Activating major power (either the UK 
or Germany) will gain +2 EPs per each Spanish 
resource hex captured by that major power’s land 
units and/or compatriot Spanish units, if in supply, 
even if the “Spanish Civil War” is not concluded. 


Foreign “Volunteers” (Compatriot Units)  
During the Spanish Civil War, both Spanish camps will receive 
foreign unit arrivals (e.g., the “Condor Legion”), as specified by 
the AOI Spanish orders-of-battle. Foreign unit chits are 
retrieved from the AETO and AOI counter-mix, but their 
participation in the Spanish Civil War has no effect on their 
owning nation’s political status whatsoever, even if attacked 
and/or eliminated by any other Spanish or foreign volunteer 
unit(s). As such, during their tour in Spain, they are considered 
Spanish units in every respect* (until they are eliminated, they 
are transferred from Spain, or the end of the Spanish Civil 
War…whichever occurs first). They cannot be rebuilt (whether 
depleted or eliminated) while serving in Spain, except when 
specified by the Spanish orders-of-battle, and therefore are 
automatically returned to the owning nation’s counter-mix in 
any such case. 


*Italian chits in Spain (during the Spanish Civil War) are 
not, therefore, subject to the Italian Apathy combat die 
roll penalty.


[10.36] Bribery          


During the Italian-Ethiopian war, certain Ethiopian units are 
subject to possible “bribery” by the Italian player, and thus a 
removal from play automatically (if successful). 


During the Command Status Step of any monthly-game turn(s), 
the Italian player may expend EPs to attempt to automatically 
eliminate specific Ethiopian tribal units (i.e., the E. Tigre,
Gojjam and/or Wollo chits, each of which is depicted with a 
white typeface). To do so, the Italian player must declare a 
“bribery attempt”, and expend 1 EP per each aforementioned 
Ethiopian unit that he intends to bribe (the Italian player may 
attempt to bribe none, some or all of the aforementioned 
Ethiopian units, but he is limited to only one bribery attempt 
per each particular eligible Ethiopian chit. However, the Italian 
player may announce each attempt during any monthly game-
turn(s) of the Italian-Ethiopian war).  


After expending the required EP(s), the Italian player simply 
rolls one six-sided die (per each Ethiopian unit that he is 
attempting to bribe), to determine the bribe’s effectiveness:  


Die roll of 1 to 5 = The Ethiopian tribal unit immediately 
disbands (i.e., is eliminated from play). 


Die roll of 6 = The Ethiopian tribal unit remains in play        
normally. 


If the die roll is a 6, that Ethiopian chit remains in play, and 
may not be subjected to any further bribery attempts (in such a 
case, the Italian player does not recover his expended EP). 
The result of each Italian bribery attempt has no effect upon 
any other attempt, or any other unit. 


[10.37] War in “East Africa”    


All AETO rules apply in the East African Theater (including the 
“Italian Apathy” die roll modifier per AETO [5.16]), except as 
indicated otherwise. Units with fractional combat strengths do 
not function differently; the normal combat rules apply, and the 
math pertaining to the odds ratios are equated normally (e.g., 
an Italian “2-3” infantry unit that is attacking an Ethiopian”½-2” 
infantry unit is equated to be a 4-1 odds; i.e., 2 divided by .5 
= 4, per the normal rules; see AETO [5.14]).  


Despite the fact that the fractional combat strength values are 
printed as literal “fractions”, for mathematical purposes the 
fractions are obviously calculated as decimals (i.e., ½ = .5, ¼ 
= .25).  


Whether playing “Africa Orientale Italiana” as single Theater, 
or as part of an AETO campaign (i.e., a “Conjoined Game”), 
the game begins as of the Autumn Seasonal Turn of 1935, 
and Italy is automatically assumed to be at war with Ethiopia. 
Ethiopia is not considered to be a UK minor ally until Italy and 
the UK are at war (after the war in Europe has begun). Prior to 
a war in Europe (automatically beginning at the start of the 
September monthly game-turn of 1939), Italy may not initiate 
war with any major power (e.g., the UK, France, et cetera), nor 
may the UK or France initiate war with Italy. 


Prior to a war in Europe, the Italian, UK and French players 
are permitted to move any of their units presently extant in the 
East African Theater (only). For purposes of priority, the Italian 
player is assumed to control the Initiative. Any Ethiopian units 
(offciated by an Allied player) may be moved normally as well, 
although Ethiopian units may never exit Ethiopia. 


EXCEPTION: If Ethiopia is conquered, the Ethiopian 
General “Selassie” chit (if not eliminated previously) is 
automatically returned to the force pool (representing 
his mission to the “League of Nations”). As of the 
following Seasonal Turn, the General “Selassie” chit 
is placed in any UK-owned land hex (within the East 
African Theater) as a UK-controlled chit.  


NOTE: Ethiopian units are never subject to “Land Unit 
Interdiction” missions (see [11.35]), representing the 
Ethiopians’ nimble mobility, familiarity with the terrain, 
and their propensity to move during night. 


Ethiopian “tribal” units may never be stacked together (many 
of the Ethiopian tribes did not get along well, and some were 
even hostile towards one another), though this restriction does 
not ever apply to the Ethiopian “Imperial Guard”, “Cadets” or 
“A.O.M.” chits, nor to the General “Selassie” chit (which may 
stack normally with any other Ethiopian units; see [5.9]). 


Ethiopia is considered to be a normal minor nation in all other 
respects (e.g., conquest). 


Offensives and EP Income in East Africa 
The East African Theater (i.e., the South map) is a separate 
Theater of operations in terms of Offensives and EPs, and a 
distinct EP Income is allotted specifically for the East African 
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Theater (see “Table P” on the AOI order-of-battle). If playing 
as a “Conjoined Game”, EP transfers to Europe are subject to 
exchange rate penalties (see [8.1]). 


Offensives purchased for the East African Theater (whether 
UK or Italian Offensives) may only ever be expended in the 
East African Theater. Offensives purchased in East Africa may 
not be expended in the European Theater (nor on the “India” 
map) or in the Pacific. Likewise, any Offensives purchased for 
any other Theater may not be expended in East Africa. In any 
case, however, East African and European Offensives are to 
be counted together when determining Initiative. 


Suez and Gibraltar Transit Permission 
Prior to a war in Europe, the UK player (only) may deny any 
Italian naval unit(s) transit from the Mediterranean Sea in and 
through the Suez Canal and/or the Strait of Gibraltar, without 
any political consequences. However, if the UK player denies 
any Italian naval unit(s) transit from the East African Theater 
map through the Suez Canal and/or the Strait of Gibraltar from 
East Africa into the Mediterranean, the Italian player may
consider that to be a declaration of war upon Italy per [9.11]. 


UK “Garrison Units”
If playing a “Conjoined Game”, any UK units printed with a red 
“G” are considered “Garrison Units”, and may not exit the East 
African Theater (i.e., South) map to enter any other map. If a 
retreat result forces any such unit to do so, it is eliminated. 


[PART 11] OPTIONAL RULES                                 


Each of the following additional rules is “optional” and is only 
applicable to any AOI game per the agreement (per individual 
rule) of all of the designated players before the game begins. 
The designated players may collectively decide to institute 
some of the following additional optional rules, all of the 
following additional optional rules, or none at all.  


[11.11] Italian Abyssinian Reinforcements   [11.25] Warship Stations (Pre-War)  


If playing a “Conjoined Game”, this AETO rule is considered 
deleted, and not applicable as a whole or in part.  


[11.23] Variable Allied Victory Conditions  
                                                      
Rather than the Western Allied player(s) and the Soviet player 
being considered the collective victors of the game when 
Germany becomes conquered (assuming the Axis is defeated 
per AETO [9.27]), the Western Allied player(s) and the Soviet 
player are individually subject to a distinctly separate victory 
level; either a major victory, or a minor victory.


The victory level of the Western Allied player(s) and the Soviet 
player is determined by the precise number of German home 
city/resource hexes (which includes Konigsburg, Prague and 
Vienna) that are currently controlled by the Western Allies and 
the Soviet Union, respectively (i.e., at the instant Germany 
becomes conquered, even if the End of the Game: Extension 
optional rule is in effect; see AETO [11.5]). Only one side (i.e., 
Western Allies or Soviet Union) can achieve a major victory;
the other side will thus attain a minor victory. 


Whichever side controls the most German home city/resource 
hexes at the instant that Germany becomes conquered will 
immediately achieve a major victory. Berlin, however, is to be 
counted as triple (i.e., counted as three cities). Accordingly, 
the other side attains a minor victory. 


[11.24] Voluntary Elimination (Scrounging)             


Scrounging allows players to voluntarily eliminate extant 
friendly units from the map, but recoup some EPs for a chit 
that is voluntarily eliminated (i.e., scrounged). Each major 
power is permitted to scrounge a maximum of one friendly 
combat* unit per Seasonal Turn. 


*Any unit with a printed combat strength (or torpedo 
rating) of at least 1.


Procedure 
During the EP Income Determination Step of any Seasonal 
Turn, each player is permitted to nominate one friendly combat 
unit - if presently in play, and on the map - to be voluntarily 
eliminated. Any such unit must currently be in supply, and not 
presently at sea (e.g., a naval unit must be in port to be eligibly 
scrounged), though a Naval-Air unit that is presently aboard its 
parent aircraft carrier, if it is in port during that EP Income 
Determination Step, may be scrounged normally. 
A nominated unit must be scrounged as an entire chit (i.e., a 
player may not deplete any individual step), although a unit 
may be scrounged whether it is full-strength or depleted. If the 
nominated unit is full-strength, it remunerates half (fractions 
rounded down) of its full EP cost, as listed on Player Aid Card 
“IV”. If the nominated unit is already damaged or depleted (or 
only a half-step unit), it remunerates 1 EP.


NOTE: Damaged naval units cannot be scrapped and 
also scrounged. 


When any particular unit is scrounged, the owning player then 
simply adds the remunerated EP(s) to his normal EP income
(during that current EP Income Determination Step). That 
scrounged unit is then immediately removed from play and 
returned to the counter-mix (permanently), and thus not ever 
eligible to be repurchased or rebuilt. Remunerated EPs are 
eligible to be spent and/or saved as the owning player prefers. 


 
Rather than permitting all starting UK and Italian naval units to 
be set-up in any friendly-controlled ports, the UK and Italian 
player must set-up a specific allotment of particular naval units 
in specified ports when setting up an AETO campaign game 
(representing actual UK and Italian pre-war naval positions):   


United Kingdom Naval Starting Locations 


Scapa Flow (W 4717): Hood, Nelson, Ramillies, Repulse, 
Rodney, Royal Oak, Royal Sover-
eign, 3 CLs, 3 DDs, Ark Royal and 
Furious (3 DDs, Ark Royal, Furious 
at sea with a 3-5/0 and 1-5/0 Naval-
Air unit, respectively). 


Edinburgh (W 4316): 1 DD. 


Hull (W 3917): 2 SS. 


Coastal Hex (W 3817): 1 DD (set-up as depleted).


London (W 3616): London (set-up as damaged), 2 DDs 
(set-up one as depleted) and 3 DEs. 


Southampton (W 3515): Queen Elizabeth (set-up damaged), 
Renown, Suffolk, 3 DDs, 2 DEs and 
1 SS. 


Plymouth (W 3514): Norfolk, Resolution, Revenge, 
Valiant, 1 CL, 4 DDs, 1 CVE and 
Courageous (Courageous and CVE 
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with a 1-5/0 and 3-5/0 Naval-Air 
unit, respectively).  


Panama (W 3303):  Berwick, York, 1 CL (set-up as 
depleted). 


Gibraltar (W 1508):  1 CL and 1 DD. 


Dakar (W 0804): Cumberland, Exeter, 2 CLs (set-
up one as depleted) and 1 DD. 


Alexandria (E 5623): Barham, Devonshire, Malaya, 
Shropshire, Sussex, Warspite, 1 CL, 
1 DD, 3 DEs and Glorious (Glorious 
with a 3-5/0 Naval-Air unit). 


India:  Cornwall, Dorsetshire, Kent, 1 CL, 2 
DDs, 3 DEs and Eagle (the Eagle 
with a 1-5/0 Naval-Air unit). 


NOTE: The UK player may freely set-up the starting 
UK STPs in any UK-controlled port(s) and/or any 
Convoy Route Sea Area(s).  


Italian Naval Starting Locations 


Taranto (W 1830):  Abruzzi, Andria Doria (set-up damaged), 
Caio Duilio (set-up as damaged), Conte 
di Cavour, Fiume, Garibaldi, Giulio 
Cesare, Gorizia, Zara, 1 “1-6-37” CL, 1 
“0(2)-4-41” DD, 3 “0(2)-6-48” DDs (set up 
as depleted), 1 “0(2)-7-46” DDs, 1 SS. 


Genoa (W 2423): Bolzano, Pola, Trento, Trieste, 1 “1-7-
38” CL, 1 “0-5-47” CL, 1 “0(2)-7-46” DD 
(set-up as depleted), 1 SS. 


Tobruk (E 5629): 1 “0(2)-6-48” DD (set-up as depleted). 


Naples (W 1827): 1 SS. 


Messina (W 1428):  1 SS. 


Cagliari (W 1622):   1 SS. 


[11.26] Wartime Replacements                    
 Dice roll of 8 =  Remove General Wilson 


The AETO combat units represent a precise quantity of 
military hardware per game piece, and each chit thus signifies 
a tally of all the weaponry fielded by that unit (which is 
represented by its combat strength rating, except in the case 
of bombers). However, during the actual war, each combat 
unit would comprise varying fluctuations of serviceable, 
combat-ready and/or operational equipment at any particular 
time, especially after extensive service, and most especially 
after combat action. As such, this rule is intended to simulate 
the effects of normal entropy and attrition upon units fielded 
during wartime conditions: 


Procedure 
During the Construction and Repair Step of each Seasonal 
Turn, each major power is subject to a single die roll (6-sided) 
by that nation’s player. That die roll indicates a potential 
automatic depletion requisite of a friendly combat land or air 
unit (anywhere presently in the game): If the number rolled on 
the die is equal to any extant friendly land or air unit’s current 
combat strength rating, the owning player must select one
such unit (of his choice) for immediate depletion (or elimination, 
if already depleted). If there is no friendly combat land or air 
unit present anywhere on the map with a combat strength 
rating equivalent to the die roll, then no depletion is required 
by that major power during that Seasonal Turn. 


Force Pool Depletion 
If any major power suffers an aforementioned die roll depletion 
during any Seasonal Turn, that nation’s player may opt to, 
instead, deplete any unit (with the same combat strength 
rating as the die roll) presently in that nationality’s current 
force pool (i.e., not from the counter-mix, nor from units that 
are pending to arrive in the force pool or on the map), or 
eliminate any unit (with the same combat strength rating as 
the die roll) in that nationalities force pool that is already 
depleted or half-strength. Any full-strength unit in a force pool 
that is depleted must therefore be constructed as depleted, if 
purchased (though that unit may be rebuilt/repaired normally - 
if otherwise eligible - after it arrives in play, on the map).  


[11.27] Churchill’s Dismissals of UK  
Generals              


Churchill’s Impatience 
As of the first June monthly game-turn of each year in which 
any supplied German combat land unit occupies any hex in 
Libya and/or Egypt, and the subsequent July and August
monthly game-turns, the preponderance of UK Generals that 
are presently deployed anywhere within the European and/or 
East African Theater (on the game map) are susceptible to a 
possible automatic removal (i.e., “dismissal”) by Churchill.  


As such, during the Weather Phase of each aforementioned 
monthly game-turn, the British player must roll 2 dice (6-
sided) to determine which UK Generals must be immediately 
and permanently removed from the game, resolved as follows: 


 Dice roll of 2 =  Remove General Morshead  


 Dice roll of 3 =  Remove General Horrocks 


 Dice roll of 4 =  Remove General Campbell 


 Dice roll of 5 =  Remove General O’Connor 


 Dice roll of 6 =  Remove General Ritchie 


 Dice roll of 7 =  Remove General Auchinleck 


 Dice roll of 9 =  Remove General Cunningham   


 Dice roll of 10 =  Remove General Anderson 


 Dice roll of 11 =  Remove General Freyberg  


 Dice roll of 12 =  Remove General Crerar  


A UK General’s current location (in the European Theater or in 
the East African Theater) is not relevant with regard to his 
possible dismissal, nor the dice roll. Additionally, any UK 
Generals that are not tabulated above (i.e., Montgomery, 
Wingate and/or any UK Generals in the Pacific Theater) are 
exempt from becoming “dismissed”. If the dice roll indicates a 
General that is currently absent from the European or East 
African Theater (or has already been “dismissed”), the dice roll 
result is simply ignored, and no other effects are incurred. The 
UK player is not required to roll more than once per mandated 
monthly game-turn, regardless of the dice roll result.  


Because of the mean-average of two six-sided dice, the UK 
Generals listed in the middle-range of a dice roll (a dice roll of 
6, 7 or 8) are the most likely to be removed (i.e., “dismissed”). 
Conversely, the UK Generals listed in the low-range and high-
range are the least likely to be removed. As a result of 
historical considerations, General Auchinleck is the most likely 
UK General to be removed (representing Auchinleck’s historic 
dismissal by Churchill). 
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NOTE: The British player may presently circumvent the 
consequences of this rule altogether by simply removing 
or withholding any UK Generals from deployment on the 
map (e.g., keeping them in the force pool). There is no 
“rule” to legislate against this tactic, although removing 
or withholding any particular UK General(s) from the 
map to avoid their possible “dismissal” will essentially 
have the same effect, albeit temporarily, and may create 
other military repercussions by doing so. 


[11.28] Combat Veterans                   


Whenever any land combat attack die roll is a natural “1” (i.e., 
regardless of modifiers or the modified result, if any), one 
(only) of the attacking player’s participating friendly combat 
land units (i.e., chit) automatically becomes a “veteran” unit, 
regardless of the battle’s result (assuming any unit survived 
that land combat attack). The player that currently controls the 
Initiative must immediately choose which single combat land 
unit (if more than one attacking combat land unit survived the 
attack) becomes the “veteran” unit. That unit (only) is then 
marked with a “Veteran” chit, denoting its veteran status. 


Veteran Chits
A Veteran chit allows the owning player (i.e., that veteran unit) 
to apply a +1 or -1 land combat die roll modifier, per its current 
mode (i.e., attacker or defender), during any subsequent land 
combat attack involving that unit, explained as follows: 


[  A  ] A Veteran chit allows the attacking player to apply a 
+1 “veteran” land combat bonus* (maximum) to any 
single attack involving that unit (i.e., the unit which 
received the “veteran” status). Involvement is defined 
as the application of that unit’s combat strength to the 
associated land combat attack. However, application 
of a Veteran chit is not mandatory. Prior to the actual 
land combat attack die roll, the owning player must 
announce his intention to either apply or not apply 
any present Veteran chit, if any, to modify one 
particular land combat die roll before the land attack 
begins (and then reveal that Veteran chit to the 
opposing player). If the attacking player chooses not 
to apply his Veteran chit, then he may not apply the 
chit’s “veteran” land combat bonus to that land 
combat attack, although the “veteran” unit retains its 
Veteran chit for use at a later time (if it survives the 
land combat attack). If the attacking player chooses 
to apply his Veteran chit, that Veteran chit is removed 
from play immediately after the land combat attack, 
and then returned to the counter-mix (regardless of 
the battle’s outcome, and regardless of the final 
status of the “veteran” unit itself; i.e., whether or not 
the “veteran” was depleted and/or eliminated). 


*Cumulative with any other applicable land combat 
modifiers.


[  B  ] Similarly, if a defending hex contains a unit with a 
Veteran chit, the defending player may apply a -1
“veteran” land combat bonus* (maximum) to the 
attacker’s land combat attack (upon that particular 
hex only), regardless of the attacking player’s usage 
or non-usage of a Veteran chit, if any. If the attacking 
player and the defending player both apply their 
respective Veteran chit, if such is the case, then the 
two opposing Veteran chits simply cancel out each 
other. As mentioned, application of a Veteran chit is 
not mandatory. Prior to the actual land combat attack 
die roll, the defending player must announce** his 
intention to either apply or not apply any present 


Veteran chit, if any. If the defending player chooses 
not to apply his Veteran chit, then he may not apply 
the chit’s “veteran” land combat bonus to the enemy 
player’s land combat attack, although the “veteran” 
unit retains its Veteran chit for use at a later time (if it 
survives the land combat attack). If the defending 
player chooses to apply his Veteran chit, that Veteran 
chit is removed from play immediately after the land 
combat attack, and then returned to the counter-mix 
(regardless of the battle’s outcome, and regardless of 
the final status of the “veteran” unit itself; i.e., whether 
or not the “veteran” was depleted and/or eliminated). 


  *Cumulative with any other applicable land combat 
modifiers.


 **If both the attacking player and the defending player 
possess a participating “veteran” (a land unit with a 
Veteran chit), the defender must always announce 
his intention to use or to not use his Veteran chit 
before the attacker. 


A Veteran chit is cumulative with other applicable land combat 
modifiers normally, except any other friendly Veteran chit. No 
more than one Veteran Chit may be applied during the same 
land combat attack (by the same player). 


The attacking player may never cancel a land combat attack 
to which the defender announced his intention to apply his 
Veteran chit. 


NOTE: The application of a Veteran chit does not
prevent either participating player from declaring a 
Re-Roll option normally (regardless of which was 
declared first). An applied Veteran chit also applies 
to the Re-Roll.  


Veteran Attrition
Any land combat attack result (in which the attacker applied a 
Veteran chit) requires an automatic attacker step-loss (even if 
not required by the Combat Results Table) from that attacking 
“veteran” unit. That “veteran” unit must then be depleted (or 
eliminated, if already depleted) to comply with the mandatory 
step-loss. Conversely, any land combat attack (in which the 
defender applied a Veteran chit) also requires an automatic 
defender step-loss (again, even if not required by the Combat 
Results Table) from that defending “veteran” unit. That 
“veteran” unit must then be depleted (or eliminated, if already 
depleted) to comply with the mandatory step-loss.  


If the Combat Results Table requires a step-loss, the veteran 
unit’s step-loss will satisfy it.  


Veteran Chit Restrictions 


No single player (whether the attacker or defender) may 
apply more than one friendly Veteran chit to the same 
land combat attack. 


Only the “veteran” unit that earned the Veteran chit may 
ever bear that chit.  


A Veteran chit does not negate any other land combat die 
roll modifier(s). 


If a Veteran chit is not applied, it simply remains with (i.e., 
atop) its associate “veteran” unit throughout the game 
until it is used, or until the associated “veteran” unit is 
eliminated. If the associated “veteran” unit is eliminated 
(regardless of the circumstances), it is then no longer 
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considered a “veteran” unit (until, and if, it earns “veteran” 
status again per [11.28]). 


� A full-strength “veteran” unit that becomes depleted does 
not lose its “veteran” status or its Veteran chit, even if it is 
subsequently rebuilt to full-strength. Only a “veteran” unit 
that becomes eliminated loses its “veteran” status and its 
Veteran chit, notwithstanding actual usage of its Veteran 
chit.


� Each Veteran chit may only affect one die roll. Thereafter, 
that Veteran chit must then be immediately returned to the 
counter-mix. It is recycled back into play when applicable. 


[11.29] Torpedo Bonus 


Specific types of land-based bombers are eligible to apply a 
“Torpedo Bonus” when conducting any Air-Naval attack(s) 
against BB (battleship) naval targets, explained as follows: 


Any bomber with no underscored combat strength rating that is 
specifically attacking a BB type naval unit (only) is eligible to 
receive a +2 dice roll modifier bonus (in addition to any other 
normal Air-Naval attack modifiers) during that bomber’s Air-
Naval attack. To do so, the attacking player simply announces 
(before rolling his attack dice roll) that he is applying the 
“Torpedo Bonus”, and then designates which BB is the target 
(of each attack). All other rules apply normally. 


Low and Slow 
Unlike the normal Naval Anti-Aircraft rule, any naval anti-
aircraft hit incurred by an attacking bomber that is applying the 
“Torpedo Bonus” is implemented immediately (not after all 
pending Air-Naval attacks, per [4.21]). Hence, that bomber 
becomes depleted (and aborted if not eliminated as a result) 
immediately, and thus is ineligible to conduct any additional 
attacks during that Air-Naval attack.  


[11.30] Excessive Capital Ship Losses  


To better simulate the importance of capital ships (and the 
injurious effects on moral if they are sunk) during World War 
Two, the loss of an excessive number of Allied capital ships*
will affect the time normally available to the Allies to conquer 
the Axis. 


  *Excluding captured capital ships (if any; see [9.11]), 
minor partner capital ships, and scrapped capital ships.


According to the normal “victory” rule, if either Germany or 
Italy remains unconquered after September 1945, then the 
Axis players will collectively be considered the victors of the 
game. However, each eligible Allied capital ship (i.e., “named” 
ship) that is sunk in excess of the total (collective) number of 
Axis capital ships (i.e., “named” ships*) that have been sunk 
will expedite an Axis victory (assuming Germany and/or Italy 
are unconquered) by one monthly game-turn (i.e., expedited 
by one month per each excessively sunk Allied capital ship). 


*Excluding Auxiliary Cruisers, captured capital ships, 
minor partner capital ships, and any scrapped capital 
ships. Italian ships that become “scuttled” after Italy 
surrenders or becomes conquered are considered 
“sunk”, however. 


EXAMPLE: As of the February monthly game-turn of 
1945, Germany and Italy have lost their entire fleets 
(totaling 30 capital ships). At that time the German 
player wishes to assess the total number of Allied 


(i.e., UK and/or US) named ships sunk (not merely 
damaged or transferred) up to the present game turn 
(including any ships that are currently “sunk in port”, 
even if salvageable). After assessing the total number 
of Allied named ships sunk, the total number of Allied 
ships is determined to be 33, which is 3 more than the 
total number of Axis named ships sunk to date. Thus, 
if Germany or Italy remains unconquered after June 
1945 (instead of September 1945), then the Axis 
players will collectively be considered the victors.  


This rule does not affect the time available to the Allies to win
the game per se (May, 1945), only the time available to the 
Allies to avoid losing the game (in other words, reducing the 
time available in which a “draw” can normally occur; i.e., the 
four months between May and October 1945) unless the 
Allies have lost so many capital ships (in excess of Axis 
losses) that an Axis victory is expedited to a monthly game-
turn before May of 1945 (which essentially simply eliminates 
the “draw” result from the game’s victory conditions). 


NOTE: This rule supersedes the End of the Game: 
Extension optional rule (see AETO [11.5]) insofar as 
an expedited Axis victory always supersedes an 
extended Allied victory in the event that they overlap.   


[11.31] German Flak Units             


Add two German Anti-Air (“Flak”) units to the German order-
of-battle (see AOI “AETO Addendums”), which arrive free in 
1943 (one during the Winter Seasonal Turn, the other during 
the Spring Seasonal Turn).  


Flak Unit Capabilities 
A “Flak” unit functions similarly to a normal infantry land unit 
inasmuch as it possesses a printed combat strength rating 
(which is defensive only*, as signified by the parenthesis 
encompassing the combat strength number), and a movement 
rating. A Flak unit chit has the unique ability to add an 
additional asterisk (“ * ”) to the Bombing Table (to the “7” row 
of each column) and thereby increase the chances of an anti-
aircraft hit during any Strategic Bombing attacks (including the 
Rail Capacity) upon the city, resource hex or city/resource hex 
it presently occupies. Additionally, a Flak unit chit will likewise 
increase the chances of an anti-aircraft hit during any enemy 
bombing of any installation(s) in the Flak unit’s present hex 
(even if that Flak unit’s hex had already been subjected to a 
Strategic Bombing attack during the turn’s preceding Strategic 
Warfare Phase). Both Flak units in the same hex never accrue 
any additional anti-aircraft benefit, however.  


*A Flak unit cannot participate in any friendly offensive 
land combat attack (though it may accompany friendly 
attacking land units normally). However, if a Flak unit 
is attacked during the Offensive Phase, it is treated as 
a normal land unit (with a combat strength of 2) 


Flak units may be moved normally (including via rail, per the 
normal rules), and can be embarked and transported by sea 
as if a normal one-step infantry unit (see [3.23]). 


 A Flak unit is a one-step land unit, equivalent to a one-step 
infantry unit. If any Flak unit becomes depleted, it is eliminated 
permanently, and may not ever be rebuilt. 


[11.32] General “Manstein”             


German General “Manstein” arrives in any German home hex 
in Autumn, 1939. Two “Manstein” chits are provided (“+2” and 
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“4-4”), representing General Manstein’s alternate command 
positions during the war, and are accordingly specified on the 
AOI German “AETO Addendums” order-of-battle to arrive and 
depart as scheduled. Both Manstein chits may never be in 
play at the same time, under any circumstances, and the 
German player may not alter which Manstein chit is scheduled 
to be in play. Furthermore, if either Manstein chit is eliminated, 
the other Manstein chit is also then automatically eliminated. 
However, General Manstein is not ever subject to “dismissal” if 
utilizing optional rule [11.10].  


Each Manstein chit (“+2” and “4-4”) functions as a normal 
General in absolutely every respect while in play. The “+2” 
Manstein chit is conceptually governed according to AETO 
rule [10.14], except pertinent to Germany and German units.  


[11.33] General “Messe”         


The Italian General “Messe” chit is considered a normal 
General in all respects, except that it is unique among Italian 
Generals insofar as it abrogates the “Italian Apathy Penalty” of 
any Italian land unit(s) presently stacked in its same hex if
currently within the Soviet Union proper, although Messe’s 
“Italian Apathy Penalty” abrogation automatically ends as of 
1943, regardless of his location on the map. In other words, as 
of 1943, the “Italian Apathy Penalty” applies again normally. 


[11.34] German Fighter Aces (Experten)  
To resolve the Land Unit Interdiction mission, the bombing 
player must first specify which Bomber-type air unit chit(s) are 
attacking which land unit(s) (if there are multiple Bomber-type 
air units and/or land units within the target hex). The bombing 
player may bomb one land unit with any specific Bomber-type 
air unit(s), bomb some of the land units with any specific 
Bomber-type air unit(s), or bomb all of the land units with any 
specific Bomber-type air unit(s). Accordingly, that bombing 
player must determine the total bombing strength (i.e., the 
total combat strength* of all of the participating Bombers) that 
is bombing each targeted land unit. Each bombing interdiction 
attack (whether targeting one land unit or multiple land units) 
must be resolved separately (i.e., as one single, separate dice 
roll).


During the Second World War, the top 100+ aces were all 
German, and all together those relatively few pilots shot down 
approximately 15,000 Allied aircraft during the course of the 
war. Ergo, the German player is provided with an “Experten” 
(Experts) chit that he may deploy with any German fighter-type 
air unit. 


As of the beginning of the general war in Europe (September, 
1939), the German player is provided with a single German 
“Experten” chit that he may assign to any single German
fighter or fighter-bomber presently extant on the map. This 
“Experten” chit increases the quality rating of the designated 
air unit +1 (e.g., a German 4-4/3 Me-109 fighter would become 
a 4-4/4 fighter while designated with the “Experten” chit). 


An air unit designated with a German “Experten” chit operates 
normally in every respect, and may be rebuilt normally if it 
becomes depleted. Although, the German “Experten” chit will 
be eliminated (and returned to the force pool) if the designated 
air unit is ever depleted (or eliminated, if already depleted). A 
German “Experten” chit that is eliminated may be reassigned 
to any other eligible German fighter or fighter-bomber during 
the Unit Arrivals and Removals Step of any following Seasonal 
Turn thereafter. 


Once assigned to an eligible air unit, the German player may 
not un-assign and/or reassign the “Experten” chit during any 
monthly game-turn. However, the German player may freely 
reassign the “Experten” chit to any other eligible German 
fighter or fighter-bomber air unit during the Unit Arrivals and 
Removals Step of any following Seasonal Turn. 


[11.35] Land Unit Interdiction 


Eligible Bomber-type air units can conduct an additional type 
of air mission during the Offensive Phase (as a Friendly Air 
Offensive; see AETO [4.1]) known as a “Land Unit Interdiction” 
mission. Ethiopian units, however, are never subject to “Land 
Unit Interdiction” missions.


During an Air Offensive (only), any Bomber-type air unit(s) 
may fly to an enemy hex occupied by any enemy combat land 
unit(s) (within range) to interdict any combat land unit(s) there 
(regardless of the target unit’s activation status). A Bomber-
type air unit that is conducting a Land Unit Interdiction mission 
is susceptible to enemy air interceptions normally. If an enemy 
player elects to intercept an encroaching Bomber-type air unit 
(i.e., en route to conduct a Land Unit Interdiction mission), air 
combat is first resolved normally. However, if an enemy player 
deems an air interception to be particularly disadvantageous 
(e.g., if numerically and/or qualitatively disadvantaged), he 
may simply decline to do so.


NOTE: Any Fighter-Bomber or Naval-Air unit (flying as 
Bomber) that reverts to a Fighter-type (i.e., “dumping 
ordnance”) cannot then interdict any land unit. 


Interdiction Mission  
After resolving any air interceptions and counter-interceptions 
preceding a Land Unit Interdiction mission, each surviving*
Bomber-type air unit in the target land unit(s’) hex may then 
participate in one Interdiction attack upon that targeted land 
unit(s’) hex. 


*Neither aborted or eliminated. 


*Heavy Bombers, however, are always halved when 
contributing combat strength to any interdiction hex.


After determining the specified target(s), and the participating 
Bomber(s), the bombing player then resolves each interdiction 
attack, as follows: 


[ 1 ] Add the total bombing strength of all attacking unaborted 
Bomber-type air units, comparing it with the appropriate 
strength point column on the Bombing Table (e.g., if the 
total bombing strength is 8 points, it is therefore compared 
with the 7-11 column).  


[ 2 ] Determine the “target computation”, which is simply the 
printed movement rating of the targeted land unit(s). For 
example, the “target computation” of a single German 6-3
infantry chit is “3”.


( 3 ) The bombing player then rolls two dice (6-sided)* once,
and compares that dice roll result* with the corresponding 
strength point column on the Bombing Table. If that dice 
roll result (i.e., the result on the Bombing Table) is double 
(or greater) the targeted land unit(s) printed movement 
rating, then the target land unit(s) must become forcibly 
“Activated”, if not already “Active”. If, however, that dice 
roll result is triple (or greater) the target land unit(s) 
printed movement rating, then the target land unit(s) then 
become depleted (or eliminated, if already depleted) and
forcibly “Activated”, if not already. 
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*The US Daylight Strategic Bombing bonus is applicable, 
if the US player elects to apply it (before the dice roll).


 Any unit that is forcibly “Activated” cannot move or attack 
during the current Offensive Phase, normally. 


If the bombing dice roll result is not double or greater than 
the targeted unit(s’) movement rating, there is no effect.  


NOTE: When calculated, each Land Unit Interdiction 
mission is resolved as a single attack (i.e., one dice 
roll), regardless of the number of participating Bomber-
type air units or their combat strength. 


Interdiction Modifiers 
Apply the following terrain modifiers (cumulatively) to the dice 
roll when attacking any unit(s) in the following types of terrain: 


- 3 : If the targeted unit(s) are in a permanent fortress hex. 


- 2 : If the targeted unit(s) are in any type of jungle hex. 


- 1 : If the targeted unit is stacked beneath a fort chit. 


- 1 : If the targeted unit(s) are in a city or forest hex. 


+1 : If the targeted unit(s) are in any rail line hex (even if 
not moved or to be moved by rail). 


+2 : If the targeted unit(s) are in any desert hex. 


( 3 ) If the bombing result includes an asterisk (*), then one
Bomber unit is considered hit by anti-aircraft. As such, 
one Bomber unit (per interdiction attack roll) in the target 
hex suffers an immediate step-loss. The player with the 
Initiative always chooses which Bomber is “hit”, if multiple 
Bombers are participating in the attack. Fighters, Fighter-
Bombers and Naval-Air units (as escorts) are never hit by 
any anti-aircraft result. Likewise, Bombers that did not 
actually participate in the Interdiction mission are immune 
from anti-aircraft, even if they are in the target hex at the 
time of the interdiction attack. If a depleted Bomber is hit 
by anti-aircraft, it is eliminated. 


The interdiction and/or depletion (or elimination) of a particular 
unit has no effect upon any other unit(s) or installation(s) in the 
same hex, regardless of the Interdiction attack result. 


“Friendly Fire” 
If, during an Interdiction attack, the bombing player rolls a 
physical die roll of “2” (i.e., a “snake eyes”), disregarding any 
applicable modifiers, the bombing player has inflicted “Friendly 
Fire”. As such, the bombing player must automatically deplete 
(or eliminate, if already depleted) any one friendly land unit 
that is adjacent to the Interdiction target hex. Furthermore, 
that friendly land unit (if it was not eliminated) must be forcibly 
“Activated”, if not already marked “Active” (i.e., that unit cannot 
move and/or attack during the current Offensive Phase). If 
there are multiple adjacent friendly land units, the player 
controlling the Initiative is to choose which friendly land unit 
becomes depleted as a result of “Friendly Fire”. However, if 
there are no friendly land units adjacent to the Interdiction 
target hex, then no “Friendly” Fire occurs, and the dice roll is 
simply ignored. 


Halving Bomber Land Unit Interdiction Combat Strength 


� The combat strength number of any participating Heavy 
Bomber (i.e., any Bomber with a circled quality rating) is 
automatically halved when interdicting a land unit. Round 
fractions down.


� The combat strength number of a participating Bomber-
type air unit is automatically halved if inclement weather 
effects currently apply (see [1.3] or [1.4], as is presently 
applicable). Round fractions down.


NOTE: Halving effects are not cumulative. A Bomber-
type air unit can only be halved once (i.e., a Bomber-
type air unit’s combat strength number can never be 
quartered, etc).  


[11.36] Mountain Bypass Movement  
         
Land units that enter any (non-jungle) mountain hex that 
contains a discernible clear terrain depiction therein (e.g., W 
0920) may use “Mountain Bypass Movement” to avoid the 
normal mountain terrain movement cost, and instead pay the 
normal clear terrain movement cost (1 MP, notwithstanding 
the effects of weather, if any). No land unit may use Mountain 
Bypass Movement if its entrance into the specified mountain 
hex is completely bisected by the mountain terrain depiction 
therein (such that there is no connecting clear terrain depiction 
into the mountain hex itself from the adjacent hex moved from).  


NOTE: If any coastal hex’s mountain depiction extends 
into the border-color, even if discernibly clear terrain, 
that side of any such hex is then not considered to be 
bypassable. 


Any land unit(s) that are utilizing Mountain Bypass Movement 
are not considered to be occupying a separate location within 
that hex (i.e., any such unit still controls the entire hex, and 
still projects ZOC normally, if pertinent). However, any land 
combat attack upon the bypassing unit(s) in that mountain hex 
does not suffer the normal -1 mountain terrain land combat 
penalty modifier (though all other land combat modifiers apply 
normally), even if there are other friendly land units presently 
in that mountain hex that didn’t and aren’t utilizing Mountain 
Bypass Movement. The entire hex is considered clear terrain 
for combat purposes (until the unit utilizing Mountain Bypass 
Movement exits that hex, or is otherwise eliminated). 


NOTE: land Movement along a rail line (in a mountain 
hex) is not considered “Mountain Bypass Movement”. 


If a stack of land units is entering a mountain hex, the owning 
player is permitted to declare that all or some of the land units 
are utilizing Mountain Bypass Movement. However, there is no 
difference to the combat status of the hex. All units therein are 
regarded to be the same disposition for combat purposes (i.e., 
no -1 mountain terrain penalty applies when attacked). 


[11.37] Naval Night Movement
 
Naval Night Movement occurs during naval unit movement 
(only), regardless of the year, month, Phase and/or Step (i.e., 
whenever normal naval movement is permitted and occurring), 
and regardless of the weather, the Theater, the sea area, the 
type of naval unit, stack or task force, nationality, or any other 
facets of normal naval movement. Naval Night Movement can 
occur during any naval movement in which any naval MPs are 
expended.  


Night Naval Movement represents approximately 8 hours of 
dark nighttime within each 24-hour cycle, which occurs during 
approximately three weeks of every month when there is no 
significant ambient moonlight. Therefore, to represent possible 
encounters that may occur during nighttime, a player that is 
currently moving an actuated friendly naval unit, stack or task 
force may simply declare possible “Night” if (i.e., only “if”) that 
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friendly naval unit, stack or task force has been successfully
reconnoitered by any reconnaissance attempt, or successfully
intercepted by any enemy naval unit, stack or task force (i.e., 
during the current Naval Movement Option or Sea Offensive). 


EXCEPTION: Night Naval Movement never abrogates 
any “automatic” reconnaissance or interception (see 
[3.7] and [4.10]).  


Thus, whenever any eligible player declares “Night”, he must 
then roll 1 die (6-sided): If that die roll is 1-2, it is currently 
considered “Night” (in that hex or large sea area) during the 
current Naval Movement Option or Sea Offensive until the end 
of that Step, or until that friendly naval unit, stack or task force 
exits that hex or large sea area, whichever occurs first.  


EXCEPTION: Any German E-boat unit, if moving alone 
(i.e., not as part of any stack or task force, or another 
naval unit), is always entitled to have a -3 die roll 
modifier applied during its Naval Movement Option. 
This -3 modifier does not apply if that E-boat unit is 
ever moving with any naval unit, stack or task force.  


Night Effects 
If the actual die roll is a “1”, then it is currently considered to 
be a moonless night in that hex or large sea area, and hence 
the instigating successful reconnaissance attempt and/or 
successful naval interception is considered abrogated (i.e., no 
reconnaissance or interception may occur in that hex or large 
sea area for the remainder of the present Step, or until the 
targeted naval unit, stack or task force exits that hex or large 
sea area).  


NOTE: Any abrogated successful reconnaissance or 
naval interception is still considered a “successful 
attempt” for “eligibility” purposes (see [3.6] and [4.10], 
respectively) by that reconnoitering or intercepting 
enemy unit (for the duration of the current Step). If the 
reconnoitered task force is a “Dummy”, the owning 
player must acknowledge it as such, and that location 
is not considered to be “Night”.  


If, however, the actual die roll is a “2”, then it is considered to 
be a moonlit night, and the reconnoitering and/or intercepting 
player may then attempt a normal air attack and/or a naval 
engagement (although at reduced effectiveness). In the event 
that the rolling player’s actual die roll is a “2”, the successfully 
reconnoitering and/or intercepting player may conduct an air 
attack and/or naval engagement, although all combat dice 
rolls (including all of the defender’s combat dice rolls, if any) 
during that air attack and/or that naval engagement suffer a 
mandatory -1 dice roll penalty. 


EXCEPTION: Italian naval units suffer a mandatory -3
dice roll penalty during night engagements, whereas 
Japanese naval units (only) receive a +2 dice roll 
bonus during night engagements (until 1943, at which 
time the Japanese bonus ends). Furthermore, UK and 
US naval units do not suffer any dice roll penalty during 
any night engagements as of 1943 or later.


Moreover, Naval Anti-Aircraft Effects (see [4.21]) only occur if 
an Air-Naval attack dice roll is less-than (i.e., not equal-to) the 
target naval unit’s, stack’s or task force’s current “anti-aircraft 
value” (during a moonlit night). 


NOTE: Night Effects have no applicable impact on 
any air unit(s) launching from or returning to base, 
including any Naval-Air unit(s) launching from an 
aircraft carrier, or returning thereto.  


The Taranto Rule 
During the Autumn Seasonal Turn of 1939, the UK player 
(only) receives an allotment of two “Night” chits, each of which 
may be applied - by the UK player only - to specified UK naval 
units, stacks or task forces to automatically designate any 
particular hex or large sea area a moonless “Night” (during the 
Naval and/Air Phase, Offensive Phase and/or End Phase) to 
thus abrogate any successful enemy reconnaissance and/or 
naval interception (except an “automatic” reconnaissance or 
interception, per [3.7]).


The UK player may apply either or both of his allotted “Night” 
chits at any time during the game, and in any hex(es) or large 
sea area(s) where at least one UK naval unit is currently 
present. All other Night Naval Movement rules, per above, 
apply normally. Any applied “Night” chit must be returned to 
the counter-mix at the end of the current Step, or when the 
specified UK naval unit, stack or task force exits the particular 
hex or large sea area where applied. The UK player will not 
receive any additional automatic “Night” chits during the game, 
although any UK naval unit, stack or task force is eligible for 
Night Naval Movement per [11.37] normally.  


Night Set-up 
Occasionally, some units listed on the orders-of-battle or the 
scenarios are specified to be set-up with a “Night” chit. In such 
a case, the “Night Effect” is to be considered “moonless”.  


[11.38] Railway Gun               


A Railway Gun “Gustav” is added to the German order-of-battle 
addendums, which will arrive free during the Winter Seasonal 
Turn of 1942 in Dusseldorf (W 3522), provided that Dusseldorf 
is currently supplied and not within enemy ZOC. 


The German Railway Gun may only ever move during the Rail 
Movement Step of the Movement Phase (except if retreated; 
see below), and only ever via and along eligible Axis-controlled 
rail line hexes (as indicated by the “R” printed on the lower 
right-hand corner of the Railway Gun chit), per the normal rail 
movement rules (see AETO [6.1]), but does not use any Rail 
Capacity. The Railway Gun does not ever affect stacking, nor 
does the Railway Gun exert any ZOC (except in its own hex). 


The Railway Gun is printed with a combat strength of 2, but it 
may never participate in any land combat attack (as indicated 
by the parenthesis enclosing its combat strength; i.e., “(2)”).
Nonetheless, the Railway Gun chit may be attacked by any 
adjacent enemy combat land unit(s) normally (whether alone 
or stacked with any other friendly units), in which case it is 
assumed to possess a defensive combat strength of 2. The 
Railway Gun may even retreat if necessary (see AETO [5.18]) 
provided that the hex it shall retreat to is also an eligible Axis-
controlled rail line. If the Railway Gun is eliminated (whether 
by combat or an inability to retreat), it is removed from the 
game permanently (even if AETO optional rule [11.13] is not in 
effect), and may never be rebuilt. 


Strategic Railway Gun Attacks 
During the Strategic Bombing Step of the Strategic Warfare 
Phase, the Railway Gun may conduct a Strategic Railway Gun 
Attack upon any single enemy city or city/resource hex within 
1 hex of its own present rail line hex. To resolve a Strategic 
Railway Gun Attack, the German player must simply roll 2 dice 
(6-sided) on the 2-5 column of the Bombing Table, as if a 
normal Strategic Bombing attack dice roll, though no Strategic 
Railway Gun Attack is ever column shifted for any reason, nor 
does any dice roll modifier ever apply.  
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Any number-result on the 2-5 column of the Bombing Table
indicates the amount of EPs (if any) inflicted upon the targeted 
nation from that Strategic Railway Gun Attack.  


Collateral Destruction Effect 
If the Strategic Railway Gun Attack dice roll result includes an 
asterisk (*), the targeted nation losses no EPs, although the 
“infrastructure” within that Strategic Target hex (if any) is 
subject to a Collateral Destruction Effect. In such a case, the 
German player may (unlike during a Strategic Rocket Attack) 
choose which installation or infrastructure (e.g., an airbase, an
airfield, fort, port, radar or 1 Rail Capacity) is destroyed. If no 
functional installation or infrastructure exists within that hex, no 
Collateral Destruction Effect can occur there. Furthermore, if 
multiple identical Collateral Destruction Effects occur within 
the same Strategic Target hex (if, for example, that same hex 
is also subject to another Collateral Destruction Effect from a 
Strategic Rocket Attack), the redundant Collateral Destruction 
Effect(s) are considered superfluous and simply ignored. 


Attacking the Railway Gun 
Railway Guns may be attacked (i.e., bombed or bombarded) 
normally, with a target number of “2” (unless fortified, in which 
case a Railway Gun’s target number is “4” instead). However, 
a successfully attacked Railway Gun is eliminated (removed 
from the map), not merely depleted. As such, any eliminated 
Railway Gun is eliminated permanently, and never repairable, 
and cannot be rebuilt (“cbr”). 


Railway Gun Restrictions 


� A Strategic Railway Gun Attack does not affect any units 
in any targeted hex. 


� The Railway Gun may not be embarked aboard any naval 
and/or air unit(s); it may never enter any non-rail line hex. 


[11.39] UK Fire Bombing of German Cities   
 
As of 1943 (or thereafter), the UK player (only) is eligible to 
conduct a maximum of two separate Strategic Bombing “Fire 
Bombing” attacks during any two separate Night Strategic
Bombing Attacks (see AETO [2.8]). The UK player is not ever 
permitted to conduct more than two “Fire Bombing” attacks 
during any single game, and each “Fire Bombing” attack must 
occur during a separate season (e.g., one during the Summer 
season, and another during the Autumn season) if occurring 
during the same year.  


To conduct a single Fire Bombing attack, the UK player must 
perform a normal Night Strategic Bombing Attack, which must 
include at least one un-aborted full-strength 14-25[1] Bomber 
unit. In addition, the Strategic Target must be a German home 
city, although the UK player is not required to announce his 
intention to conduct a “Fire Bombing” attack until that bombing 
14-25[1] Bomber is in the intended target city hex, and actually 
conducting the designated Night Strategic Bombing Attack. 


Procedure 
A “Fire Bombing” attack is conducted and performed exactly 
like a normal Night Strategic Bombing Attack in all respects, 
except that the bombing 14-25[1] Bomber unit’s attack roll is 
resolved on the 120+ column of the Bombing Table (instead of 
the 2-5 column), regardless of how many other Bomber units 
(or how many strength points) are participating in the same 
raid, and also regardless of any Redundant Strategic Bombing 
(Redundant Strategic Bombing does not apply to a “Fire 
Bombing” attack, though any subsequent Strategic Bombing 
attacks upon a Strategic Target that was attacked as a “Fire 
Bombing” attack is considered Redundant Strategic Bombing.    


Anti-Aircraft Abrogation 
In addition to the aforementioned “Fire Bombing” attack effect, 
German anti-aircraft hits are not doubled per [2.8] (i.e., when 
conducting a Fire Bombing Attack), although any inflicted anti-
aircraft hit(s) apply per AETO [2.5] normally (including German 
Flak units; see AOI [11.31]). 


“Fire Bombing” Restrictions 


� Only the UK may ever conduct a “Fire Bombing” attack (in 
Europe only), and only a maximum of two “Fire Bombing” 
attacks are permitted per game. 


� Only a German home city may be subjected to any “Fire 
Bombing” attack. 


� A “Fire Bombing” attack has no effect upon Germany’s 
Rail Capacity. 


� Any single particular German home city target can only be 
subjected to one “Fire Bombing” attack per each game. A 
subsequent “Fire Bombing” attack may only be conducted 
upon a different German home city. 


� If playing a Combined Game, a “Fire Bombing” attack may 
not be conducted upon any German city subjected to any 
Strategic A-Bomb attack (if conducted in Europe). 


[11.40] UK General Morshead


The UK General Morshead, during each Seasonal Turn, must 
be deployed to (i.e., stacked with) the Australian infantry unit. 
If the Australian unit is not in play (e.g., eliminated, or not yet 
deployed), Morshead is deployed to the UK proper instead. 


NOTE: Historically, General Morshead commanded 
II Australian Corps (before he was reassigned to 
the Pacific Theater in 1944). 


Morshead is not required to remain stacked with (nor even 
operate solely with) the Australian infantry unit, nor does any 
other restriction apply. The aforementioned requirement only 
pertains to Morshead’s initial deployment onto the map during 
the Unit Arrivals and Removals Step of each Seasonal Turn 
(representing his historic command priority). However, during 
any monthly game-turn, Morshead operates like a normal UK 
General in all respects, and may command any other UK land 
units...with or without the Australian infantry units.  


[11.41] India                


If playing an Advanced PTO (Pacific Theater) game (whether 
in conjunction with the East African Theater or not), players 
may opt to incorporate the “India” map...thereby extending the 
Pacific “West” map into the Indian subcontinent. The addition 
of the India map will provide the UK with seven additional 
colony resource hexes to count towards the UK’s total Pacific 
(only) EP income, but only if garrisoned during the foregoing 
season. The rules pertinent to the “India” map in the Pacific 
Theater are explained in the APTO rules (see APTO [11.41])  


If playing all three games together (a Conjoined Game and a 
Combined Game, known as a “Global War” game), the “India” 
map functions to connect the East African Theater and Pacific 
Theater. In the Pacific, the “India” map has been designed to 
actually overlap the Pacific “West” map somewhat, and thus 
conforms to the Pacific Theater’s scale. However, because of 
the smaller hex scale of the East African Theater (each hex in 
Europe and East Africa only represents about half the area of 
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a each hex in the Pacific), each of the west edge hexes of the 
“India” map connect to two adjacent hexes on the East African 
map. In other words, when entering the East African Theater 
from the “India” map, each exited hex is considered adjacent 
to two hexes on the East African map, and the entering unit 
may enter either one. 


Scale Reset 
Because of the sudden difference in scale when entering the 
“India” map from the East African map, or entering the East 
African from the “India” map, all land units (only; i.e., not air or 
naval units) must immediately halt their movement whenever 
entering the adjacent Theater (regardless of how many MPs 
have been expended thus far. As such, the entering unit is to 
be considered in the adjacently connected hex in the opposite 
Theater (assuming the adjacently connected hex is not either 
occupied by an enemy unit or will be over-stacked as a result 
of entrance), where it’s movement is halted for the duration of 
that current monthly game-turn (only). Thereafter - as of any 
subsequent monthly game-turn - the entering land unit may 
then move in the newly entered Theater normally. If any such 
unit moves to reenter the original Theater, it must again halt its 
movement until a subsequent monthly game-turn thereafter. 


NOTE: Any units may attack into an adjacent Theater 
normally, but observing the new stacking limits there. 


If playing with the “India” map, the India boxes (on any map) 
are not considered to be in play in any Theater. 
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SCENARIOS 


These few scenarios allow players to 
conduct individual campaigns of the East 
African Theater. Also, a Spanish Civil War 
scenario, and a new East Front scenario 
have been included. All AETO rules apply 
normally (unless specified otherwise), as 
well as any AOI rules indicated. 


Some new Optional Rules are intended 
to be used during various scenarios, or to 
simply augment existing AETO scenarios. 
Most Optional Rules may be incorporated 
by players, if relevant and agreed upon 
by both sides. However, game imbalance 
may occur, thus players should be careful 
to consider the effects of each such rule.  


Naval units denoted as [IN PORT] are 
assumed to be docked in the port where 
indicated. All listed “reinforcements” enter 
the scenario free as indicated (without EP 
cost). All players may utilize any TF (task 
force) chits as desired. All other standard 
rules apply normally. 


In every case, scenarios begin with the 
opposing belligerents assumed to already 
be at war, but in no case may any of the 
scenarios’ belligerents declare war upon 
another nation, or violate another nation’s 
sovereignty (e.g., Italy may never declare 
war during the “Ethiopia” scenario, even if 
just to enter UK territory, for example). 


 


Scenario booklet by Eric Harvey, “East 
Front” scenario by Steve Miller and Eric 


Harvey © 2009, Decision Games


ETHIOPIA (10/1935 to 4/1936) 


This is a two-player (or solitaire) scenario 
of the Italian invasion of Ethiopia in 1935, 
beginning during the Autumn Seasonal 
Turn, followed by the October monthly 
game-turn (ignoring all Strategic Warfare 
Phases).


Ethiopians set-up first. 


Within Ethiopia:


Set-up all the Ethiopian units as tabulated 
upon the Ethiopian order-of-battle card, 
per the START column. Ethiopia will not 
receive reinforcements throughout the 
scenario.  


Italians set-up second.


Within Eritrea, Italian Somalia:


Set-up all the Italian units as tabulated 
upon the Italian order-of-battle card, per 
the START column. Italy will not receive 
reinforcements throughout the scenario. 


Victory 
The “Ethiopia” scenario ends in April of 
1936 (after the Movement Phase). If the 
Italians have not captured Addis Ababa 
(S 8416), the Ethiopian player wins the 
scenario. The Italian player is considered 
the winner as of the moment that Addis 
Ababa is captured by any supplied Italian 
combat land unit.  


Notes
All relevant Special Rules included in the 
rule booklet apply, such as “Bribery” (see 
[10.36]). No Optional Rules apply to this 
scenario, although players may agree to 
implement the Combat Veterans optional 
rule (see AOI [11.28]), though the Italian 
side is more likely to benefit from [11.28]. 


Italy controls the Initiative. 


Ethiopia is subject to partisan activity per 
[10.6], and possible atrocity, accordingly. 


Ethiopian units are eligible to draw supply 
from Djibouti (S 8211) per [9.0] (see AOI 
[9.0]).


All standard AETO rules apply normally 
(such as Italian Apathy), except [8.9] and 
[8.10], or if not relevant to this scenario.


EAST AFRICA (6/1940 to 12/1941) 


This is a two-player (or solitaire) scenario 
of the East African campaign of World 
War Two, beginning during June, 1940, 
and ending in November, 1941. Both the 
Italian and the UK player receive an EP 
Income for use during this scenario (see 
Table P), and thus all normal AETO rules 
regarding EP purchases apply normally.


Italians set-up first. 


Within Ethiopia, Eritrea, Italian Somalia:


Set-up the Italian units that are tabulated 
upon the Italian order-of-battle. However, 
the Italian player must first roll two dice 
(6-sided), and must eliminate a quantity of
Italian combat units (except naval units) 
with a net combat strength equaling the 
dice roll. For example, if the Italian player 
rolls “7”, he must eliminate enough units 
that collectively equal at least “7” combat 
strength points. An eliminated unit is thus 
removed from this scenario.


After determining which Italian units must 
be eliminated, the Italian player may then 
set-up all of the remaining Italian units in 
any legal hexes he chooses. 


UK set-up second.


Anywhere within UK territory:


Set-up all the UK units as tabulated upon 
the United Kingdom order-of-battle card, 
per the START column. 


Additionally, the UK receives the General
Selassie chit from the Ethiopian order-of-
battle (see [10.31]) as of 1941. 


Victory 
The UK player will win this scenario when 
a supplied UK combat land unit liberates 
Addis Ababa (S 8416) before April, 1941. 
The Italian player wins if Addis Ababa is 
not liberated before 1942. Any other result 
is a draw.


Notes 
Set-up one French B.F.O. Infantry unit in 
Djibouti (S 8211). However, neither the 
Italian nor the UK player may attack this 
unit, or invade French Somalia during this 
scenario.
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SPANISH CIVIL WAR (7/1936 to 
4/1939) 


This is a solitaire scenario of the Spanish 
Civil War, beginning during the Naval and 
Air Phase of July, 1936. This scenario can
be played as a two-player game, though 
a Republican victory is difficult.  


Spanish Nationalists set-up first. 


If playing the Spanish Civil War scenario, 
simply set-up the units as tabulated upon 
the order-of-battle card for the Spanish 
Nationalists and Republicans, beginning 
with the START column, and continuing 
until the April monthly game-turn of 1939 
(at which time, the scenario ends). 


Victory 
The Spanish Civil War victory conditions 
are per [10.37], except that this scenario 
ends in April of 1939. 


The Nationalist player is considered to be 
automatically defeated if Madrid (W 2010) 
is captured by any Republicans land unit.  


EAST FRONT (6/1941 to 6/1945) 


This two-player scenario begins during the
German “Air Movement Step” of the 
June, 1941 “Naval and Air Phase”.  


The Soviet Union sets-up first. 


Anywhere within the Soviet Union, Latvia, 
Estonia, Lithuania, E. Poland, Bessarabia 
and/or E. Finland: 


53 x 4-3 infantry 
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2 x 4-3 mountain 


8 x 4-5 armor (5 depleted) 
2 x 5-5 armor 
1 x 1-3 paratrooper 
12 x 4-5/0 fighter (all depleted) 
6 x 4-4/2 fighter 
2 x 4-4/1 fighter-bomber 
1 x 9-18 bomber (depleted) 
1 x 4-13 bomber (TB-3) 
1 x 5-16 bomber 
1 x 6-16 bomber 
1 x X-7 ATP 
4 x 2-10 bomber (all depleted) 
5 x HQs (West, Kiev, Odessa, Baltic,   


and Central) 
1 x ‘Vatutin’ general 
1 x ‘Timoshenko’ general 
1 x ‘Yeremenko’ general 
1 x ‘Rokossovsky’ general 
1 x ‘Tolbukhin’ general 
1 x ‘Budenny’ general 
1 x ‘Vlasov’ general 
1 x ‘Voroshilov’ general  
1 x Small Airbase 
8 x Fortifications 
2 x EPs 


To determine the quantity of Offensives 
that the Soviet Union begins with, roll 
two dice (6-sided): The higher die roll of 
the two is the quantity of Offensives that 
the Soviet Union starts the scenario with. 


Any Soviet non-Black Sea port(s):


1 x ‘O. Revolutsia’ battleship [IN PORT] 
1 x ‘P. Kommuna’ battleship [IN PORT] 
1 x ‘Marat’ battleship [IN PORT] 
1 x 1-6-35 light cruiser [IN PORT] 
1 x 1-8-40 light cruiser [IN PORT] 
1 x 1-4-[23] submarine [IN PORT]
2 x 0(2)-6-42 destroyer [IN PORT] 
1 x STP [IN PORT] 


Any Soviet Black Sea port(s):


1 x ‘Voroshilov’ heavy cruiser [IN PORT] 
1 x ‘Molotov’ heavy cruiser [IN PORT] 
1 x ‘Maksim Gorky’ heavy cruiser [IN  


PORT]
1 x ‘Kirov’ heavy cruiser [IN PORT] 
2 x X(1)-4-[45] destroyer [IN PORT] 
1 x STP [IN PORT] 


Axis sets-up second. 


Anywhere within Western Finland:


All Finnish units 
1 x German 6-3 infantry  


Anywhere within Hungary:


1 x 3-3 mechanized 
3 x 3-3 infantry 


Within Rumania (not Bessarabia): 


All pre-1942 Rumanian units, including 
the AOI addendum units.


Within Germany, West. Poland, Rumania 
(not Bessarabia), Bulgaria, Hungary: 


1 x 8-3 SS infantry 
17 x 6-3 infantry 
1 x 5-3 mountain 
1 x 4-4 cavalry 
1 x 3-3 commando 
1 x 8-5 armor 
4 x 7-5 armor 
5 x 6-5 armor 
2 x 7-4 mechanized 
1 x 6-4 mechanized 
1 x It. 4-5 mechanized 
1 x It. 4-5/1 fighter 
6 x 4-4/3 fighter 
4 x 4-7/1 fighter-bomber 
1 x 4-10/1 fighter-bomber 
3 x 6-12 bomber 
1 x 3-13 bomber 
2 x 4-5/1 bomber 
1 x 2-5/1 bomber 
2 x 2-9 B (1 depleted) 
1 x ‘Kleist ’ general 
1 x ‘Guderian’ general 
1 x ‘Hoepner’ general 
1 x ‘Hoth’ general 
1 x ‘Kluge’ general 
1 x ‘Blaskowitz’ general 
1 x ‘Busch’ general 
1 x ‘Hausser’ general 
1 x ‘Schorner’ general 
1 x ‘Dietrich’ general 
1 x ‘Arnim’ general 
1 x ‘Paulus’ general 
6 x HQs (North, South, A, B, C, Center) 
4 x STPs [IN PORT] 
2 x X-6 ATPs 
4 x Large Airbases 
8 x Offensives (German) 
1 x Offensive (Italian) 
10 x EPs (German) 
2 x EPs (Italian) 


Notes 
Both Germany and the Soviet Union are 
to use their normal EP Income (including 
historical conquests and minor partners), 
starting as of the Summer Seasonal Turn 
of 1941. However, Germany suffers the 
following automatic EP adjustments per 
Seasonal Turn (by year): 


-10 EPs in 1941, but +? EPs (1D6 roll) 
-15 EPs in 1942, but +? EPs (1D6 roll) 
-30 EPs in 1943  
-50 EPs in 1944 
-15 EPs in 1945.


The Soviet Union receives +? EPs (2D6 
roll) every Seasonal Turn starting during 
the Autumn Seasonal Turn of 1941. If the 
Soviet player ever rolls “doubles”, he may 
then roll a single additional D6 during that 
Seasonal Turn.  


Force Pool 
The Axis and the Soviet player are to use 
their normal force pool allotments, as are 
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specified by the order-of-battle Player Aid 
Cards (except any German U-boats, BBs, 
CAs, CLs, CVs, DDs, Subs, Admirals and 
Rocket Sites), though notwithstanding the 
starting units listed in this scenario, which 
are to be placed on the map as specified.  
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Special Rules 
The following Special Rules apply: 


[10.1] [10.2] [10.4]  
[10.5]  [10.6] [10.7]  
[10.8] [10.9]  [10.10] 
[10.13] [10.14] [10.16] 
[10.21] [10.22] [10.23] 


Furthermore, institute the following rules 
for this scenario, as specified: 


(1) Add the following Italian units to the 
German force pool (for deployment  
on the Eastern Front):  


1 x It. 3-3 infantry (Spring, 1942) 
1 x It. 2-3 mountain (Spring, 1943) 
1 x It. 4-4/2 fighter (Summer, 1943). 


(2) Add the following Axis minor unit 
(free) arrivals (set-up in any legal 
home nation hex):  


3 x Hung. 2-3 infantry (Autumn, 1941) 
3 x Hung. 3-3 infantry (Summer, 1944) 
4 x Rum. 4-4 mechanized (Spring, 1942) 
2 x Rum. 2-3 mountain (Spring, 1942).   


(3) Remove the following German units 
(cumulatively) - during this scenario - 
from the German force pool:  


1941 
-1 x ‘Rommel’ general 
-4 x 4-4/3 fighter 
-2 x 4-7/1 fighter-bomber 
-1 x 4-5/1 bomber 
-14 x 6-3 infantry 
-4 x 4-2 infantry 
-2 x 7-5 armor 
-1 x 2-3 paratrooper 
-1 x HQ (Afrika)  


1942  
-1 x 4-5/4 fighter 
-1 x 6-3 infantry 
-2 x 7-5 armor 
-2 x 6-4 mechanized 
-3 x STPs 
-1 x ATP  


1943 
-2 x 4-5/4 fighter 
-2 x STPs 
-1 x ATP 
-3 x 4-4/3 fighter 
-2 x 2-2 infantry 
-3 x 6-3 infantry 
-1 x 4-2 volksgrenadier 
-3 x 7-4 mechanized 
-1 x 6-4 mechanized 
-2 x 8-5 armor 


-1 x 2-3 paratrooper  
-1 x 5-3 mountain 
-2 x 4-7/1 fighter-bomber 
-3 x 4-10/1 fighter-bomber 
-2 x 6-12 bomber 
-1 x 2-22 bomber 


1944  
-4 x 4-4/3 fighter 
-3 x 6-3 infantry 
-2 x 10-5 armor 
-2 x 13-5 armor 
-1 x 8-5 armor 
-1 x 8-4 mechanized 
-2 x 2-4/6 fighter 
-2 x 4-10/1 fighter-bomber 
-10 x 4-2 infantry 
-5 x 2-3 paratrooper 


1945  
-4 x 2-5/6 fighter 
-2 x 10-5 armor     


(4) Soviet naval units operate normally, 
except that they may never – in this 
scenario – enter any “sea area” (i.e., 
they may only move into and along 
connecting coastal hexes). 


(5) In addition to Germany’s normally 
allotted EP Income, Germany also 
receives all normal ‘conquest’ and 
minor ally EPs as specified:  


1941 = +110 EPs 


1942 = +115 EPs 


1943 = +100 EPs 


1944 = +80 EPs (Winter, Spring) 


1944 = +35 EPs (Summer, Autumn) 


1945 = +5 EPs (Winter only).  


(6) After 1943, add a one-time stipend
of 20 EPs to the Germans’ EP 
Income whenever the first Seasonal 
Turn that there are no more supplied 
German land units remaining within 
the Soviet Union proper. 


(7) Germany must suffer a Strategic 
Warfare loss dice roll each turn,
as follows (representing strategic 
warfare occurring on the Western 
Front):  


1941 = Germany must suffer 2D6 EPs 
lost EPs each month. 


1942 = Germany must suffer 2D6 EPs 
lost EPs each month.  


1943 = Germany must suffer 3D6 EPs 
lost EP each month. 


1944 = Germany must suffer 5D6 EPs 
lost EPs each month. 


1945 = No Strategic Warfare roll occurs. 


Optional Rules 
Players may agree to apply any of the 
relevant Optional Rules, though it is only 
recommended that [11.10] and [11.22] are 
implemented: 


Victory Conditions (to 6/1945) 
The Axis player wins if he, at any time, 
captures at least two of three Objective 
Cities (Leningrad, Moscow, Stalingrad), 
and controls them simultaneously. If the 
Axis player never controls at least two of 
three Objective Cities (simultaneously), 
then the Soviet player wins, if not before 
1945. If the Axis player controls a single 
Objective City as of 1944, the scenario is 
a draw. 


Short Scenario Victory Conditions 
(to 12/1941) 
The Axis player wins if he, at any time, 
captures at least 3 Objective Cites (i.e., 
Kharkov, Rostov, Leningrad, Moscow) 
prior to 1942, simultaneously controlling 
all three. The Soviet player will win if he 
controls Kharkov, Rostov, Leningrad and 
Moscow after 1942. Otherwise, scenario 
is a draw (although, in case of a draw, 
both players may continue this scenario). 


Short Scenario Victory Conditions  
(to 12/1942) 
The Axis player wins if he, at any time, 
captures at least 3 Objective Cities (i.e., 
Rostov, Leningrad, Moscow, Stalingrad) 
prior to 1943, simultaneously controlling 
all three. The Soviet player wins if he 
controls Kharkov, Rostov, Leningrad and 
Moscow after 1943. Otherwise, scenario 
is a draw (although, in case of a draw, 
both players may continue this scenario). 


Short Scenario Victory Conditions  
(to 12/1943) 
The Axis player wins if still he controls all 
3 Objective Cities (i.e., Riga, Kiev and 
Leningrad) prior to 1944, simultaneously 
controlling all three. The Soviet player 
wins if he controls Leningrad, Riga, and 
Kiev after 1944. Otherwise, scenario is a 
draw (although, in case of a draw, both 
players continue this scenario). 


Short Scenario Victory Conditions  
(to 12/1944)   
The Axis player wins if he still controls all 
three Objective Cities (i.e., Riga, Warsaw 
and Bucharest) after 1945, and controls 
them simultaneously. The Soviet player 
will win if he controls Riga, Warsaw and 
Bucharest (simultaneously) before 1945. 
Otherwise, scenario is a draw.  


The scenario ends of as of the Weather 
Phase of January, 1945 (at which time an 
Axis victory is determined, if a Soviet win 
has not yet occurred). 
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[ xix ] DESIGNER’S NOTES 


 The East African Theater is a much lesser-known realm of 
World War II; it usually doesn’t hold any particular fascination 
when it is contrasted with the more flamboyant settings of the 
Second World War. Accordingly, the East African Theater rarely 
receives much attention. Indeed, when I began to work on this 
project, I was chagrined to discover that few of my own books 
had any mention of it (and when it was mentioned, the coverage 
was brief and usually insufficient). In fact, there have been very 
few books devoted to the subject at all, and so - consequently - 
finding good, reliable and detailed information was somewhat 
difficult.


    Personally, I knew very little about the Theater, the battles, 
the personalities and the impact on the Second World War. It 
can be more accurately said that I knew of it, though not many 
of the specific details. However, after extensive research and 
study, I became much more knowledgeable about the overall 
campaign, and so I delighted in the idea to reconstruct all of my 
research and studies as a new AETO module…to give AETO 
players another interesting challenge to undertake, i.e., another 
opportunity to learn some new things about World War Two, 
and to really encompass the entire war in the Euro-African 
hemisphere...even going back all the way to 1935. Despite the 
minor attention the East African Theater usually receives, it is 
actually quite fascinating for several reasons, as I think players 
will see. 


    During the game, players will recognize the normal AETO 
structure, although some obvious differences will be noticeable 
rather immediately. Suffice it to say that the AOI rules explain 
everything...aside from the design intent or the reasons behind 
these differences (though in most cases it is obvious in-and-of-
itself; e.g., using ‘mustard gas’ causes the “Atrocity” effect). The 
most evident peculiarity is probably the fractional combat values 
of some units (primarily the Ethiopian and British garrison units). 
To keep the whole system and Theater uniform with AETO, 
every unit included in AOI was rated accordingly. Consider that 
an average Italian corps in AETO is attributed a combat value of 
“3” (representing - more or less - a full strength Italian corps), 
and therefore Italian division-sized units are only attributed a 
combat value of “1”. British units in East Africa, however, were 
rarely larger than a full brigade...usually only regimental-sized
formations, in fact (and often even smaller than that). So, when 
the necessity of garrison requirements of a ‘backwater’ Theater 
like East Africa deems an actual combat unit (on the scale of 
AETO), the combat strength value of any such unit can only be 
fractional, literally speaking. This is also particularly true for 
many of the Ethiopian combat units, especially because their 
combat strengths are rated - man for man - far lower than that of 
well-equipped, trained and organized European units. In fact, 
some of the Ethiopian ‘tribes’ had virtually no modern weapons 
whatsoever. From a design standpoint, an Ethiopian tribe armed 
with spears isn’t easy to quantify. During the design of AETO, 
European military units were examined right down to the squad 
level, and even down to individual light machineguns (e.g., each 
LMG is multiplied - as rated - by the number of LMGs issued per 
unit, and so forth). But how does a designer rate a spear and a 
shield within the context of 20th century warfare? Well, all I can 
say is that I took a stab at it (pun intended), and therefore the 
Ethiopian units are probably fairly well modeled (and this is 
substantiated by the playtest results). Consequently, however, 
many of the Ethiopian units are attributed fractional combat 
strengths; in fact, some of the Ethiopian units may be ever-so-
slightly overrated, due to the fact that their performance on the 
battlefield varied greatly.  


 The East African Theater of Operations (and the campaign 
represented therein) is very intentionally meant - as a design - 
to be conjoined with the European Theater (i.e., AETO), but is 
also perfectly playable as an individual scenario. In either case, 
the strategic situation is basically the same: That is to say, if the 


general war in Europe follows the historical pattern (more or 
less), the fate of the Italian chits on the East African map will not 
do much better than their historical counterparts. The fact is the 
fact; the Italian units throughout East Africa are geographically, 
politically and militarily separated from Italy proper, and unless 
the Axis can break the British in North Africa, the Italians’ fate is 
sealed. If playing AOI as a “Conjoined Game” with AETO, then 
there is some hope for a possible ‘link-up’ if obstructing British 
forces are sufficiently routed. The problem for the Italians (and 
for the Axis overall) is that the grandiose realization of German 
tanks milling though the streets of downtown Khartoum does 
very little, strategically speaking, for the Axis’ war effort. As far 
as actual resource hexes are concerned, East Africa is barely 
worth the Offensives spent to conquer it. Worse yet, East Africa 
doesn’t even present any particular geographical leverage 
(aside from an Axis control of the Suez, which is assumed to 
have already occurred if Axis forces are advancing into East 
Africa). Historically, if the Axis had been fortunate enough to 
conquer East Africa, so what? That would hardly have helped 
the Axis any more than it would have hurt the British. This is not 
to say that there are zero benefits for controlling East Africa and 
the sub-Saharan environs during an AETO game, but a more 
substantial strategic triumph would be an Axis capture of the 
Middle East, and notably the Iranian oil fields (see hexes S 
5799, S 5800 and S 5900). The British player could lose East 
Africa without too much impact on the general war in Europe, 
but a loss of the Iranian oil fields - as is the design intent - would 
be a painful economic blow to the United Kingdom. I will add 
one last caveat, which is the Pacific Theater (Advanced Pacific 
Theater of Operations): Combined with AETO and with AOI, 
there are a few more strategic reasons to control East Africa 
(although never at the expense of other more important fronts in 
Europe, in any case). If AETO, APTO and AOI are all in play 
together, the Indian Ocean becomes more strategically valuable 
than when only playing one of the Theaters.    


 The AOI East Africa map very well exemplifies the size and 
vastness of that Theater of the war, especially when compared 
to the European Theater. The East Africa map itself was created 
to be an extension southward from where the AETO East Map
ends (in a southeasternly azimuth), and therefore fits - hex by 
hex - precisely with the southeast corner…filling out the Middle 
East (at least as far as western Iran). I have even wondered if 
any daring gamers will be tempted to get scissors to cut along 
the connecting hex-spines to literally fit the AOI map with the 
AETO map like a giant puzzle-piece (which I don’t recommend, 
but if you do, be careful…and send me a picture). Overall, 
however, most of the map will never experience any combat; 
the remoteness and strategic vapidity of places like Saudi 
Arabia are such that there is no reason for any unit to go there 
(although Saudi Arabia makes a great space to pile up extra 
game pieces). What is more, the huge Sahara Desert (and the 
restrictive supply rules pertaining thereto) will tend to restrict 
most combat operations to Ethiopia and its surrounding areas 
(and by the way, before any of you conniving German players 
get the bright idea to send the Afrika Korps through the Sahara 
Desert, go read rule [7.7]). Terra firma aside, the sea areas on 
the East Africa map are noteworthy: Bare in mind that the naval 
movement costs when sailing from the Indian Ocean through 
the Red Sea (and vice versa) are exactly the same as on the 
AETO East Map; neither way is faster than the other in terms of 
straight MPs required to make the trip. But the East Africa map 
does present some potential strategic dilemmas for naval units, 
assuming that any enemy bombers are there in a position to 
make their presence known. As a matter of fact, Axis bombers 
(operating from bases in East Africa) could be a headache for 
the Royal Navy in the general area…especially when en route 
to and from the Mediterranean. Fortunately for the Royal Navy, 
most Axis bombers do not have a sufficient range to fly all the 
way from Axis airbases in North Africa to any Axis airbases in 
East Africa. An SM-79 or an He-111 bomber Wing based in 
Tobruk, for example, lacks enough “Transfer” movement range 
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to fly to the closest Axis East African airbase (i.e., Asmara, in 
Eritrea), particularly because of the +2 movement penalty for 
any air unit that crosses from the AETO map to the AOI map 
(and vice versa); see [4.1]. That +2 movement penalty is indeed 
inconvenient for any Axis player desiring to ferry bombers to 
and from Ethiopia, but that’s not the purpose of it. In actuality, 
the East African Theater map suffers - slightly - from the “Miller 
Projection” effect (i.e., a flat map representing a curved Earth 
will distort true distances). The effect is so slight, though, that it 
does not impact land or naval movement. But - while designing 
the map - when calculating the movement and range of air units 
(which travel much greater distances during any given time 
period), the computations weren’t adding up correctly (initially, 
this was a rather perplexing imponderable; the math results 
weren’t consistent with the geographical equations). However, 
after realizing that the problem was flat maps encompassing 
such a large curvaceous area, a solution was to require air units 
to expend precisely +2 movement points when moving from the 
European Theater to the East African Theater. Nevertheless, a 
Wing of German He-200 long-range bombers could conceivably 
fly from Tobruk to Asmara. However, a single well-placed British 
fighter unit somewhere in Sudan is enough to make any Axis 
player think twice about trying that. 


 AOI, as a Theater, features some other unique attributes: 
Jungle and jungle-mountain terrain is something that’ll be new 
to Advanced ETO players, which is an unintended precursor to 
Advanced Pacific Theater of Operations (where jungle and 
jungle-mountain terrain is certainly more common, obviously). 
Another unique feature is the “Mustard Gas” die roll combat 
bonus (for the Italian player only, and only against Ethiopian 
units), which is the only appearance that chemical weapons will 
ever make in any of the AETO-type games (unless, one day, I 
design a World War III version of AETO). There is also the 
General Wingate chit (Wingate was actually a Major and then a 
Lieutenant-Colonel while he served in the East African Theater, 
but this technicality is ignored to avoid confusion): Wingate is 
unique among General chits insofar as he possesses a special 
exploitation capability with - specifically - the “Gideon Force” UK 
commando unit. Wingate’s brilliant performance with ‘Gideon 
Force’ warrants, even necessitates, a special ability (similar to 
the special ability of the Yamashita General chit in Advanced 
PTO), although Wingate’s brief command in the East African 
Theater will ultimately deny him to the British player for usage 
elsewhere in the European Theater (however, he does reappear 
in the Pacific Theater). All of that aside, players may wonder at 
the Wingate chit’s lofty combat strength rating of “5” (the highest 
of any General in AETO or APTO). This is not to be interpreted 
by players that Wingate was the ablest General of the Second 
World War (although his tactical and operational acumen put 
him in the same league - in my opinion - with brilliant Generals 
like Patton, Rommel and Zhukov). Rather, his excellent combat 
rating is more reflective of his specific command and his historic 
performance specifically in the East African (and later Pacific) 
Theater. Because Wingate can only ever conduct Exploitation 
movement and attacks with “Gideon Force” (see [10.33]), his 
stellar combat rating is inherently limited, and thus cannot really 
be correlated with normal AETO Generals. How would Wingate 
have faired as the commander of an armored division in the 
European Theater? No one will ever know, and neither will we. 
Let it just be said that Wingate performed brilliantly in the East 
African Theater, and the Wingate chit reflects exactly that.                           


   Moving right along, as a purely extracurricular addition to the 
game, a Spanish Civil War scenario and chits are included also. 
I will state here and now that the Spanish Civil War scenario is 
more of a historical exercise than anything else; as a scenario it 
doesn’t really present much of a challenge, and the scenario’s 
outcome is of little consequence to the general war in Europe 
(although there are some potential detriments, depending on 


how things develop). Furthermore, the Spanish “Nationalists” 
will usually always prevail (as they did historically), and thus the 
ultimate end result in Spain is basically politically identical to the 
situation that is presumed to exist in Spain whenever players 
start an AETO campaign game (i.e., in September of 1939). In 
other words, the Spanish Civil War scenario is fun for fun’s 
sake, and is most suitable as a quick and simple scenario, a 
method to learn the Advanced ETO rules, and/or simply as an 
opportunity to become a bit more educated about the strategic 
aspect of the Spanish Civil War, historically speaking. 


 But what didn’t make into the game? A Madagascar scenario 
(complete with a mini-map and counters) was one idea that was 
considered but ultimately rejected. The relatively unknown battle 
for Madagascar was - historically - little more than a ‘forced 
march’ across the island (punctuated by occasional skirmishes). 
In the context of the Euro-African hemisphere, a Madagascar 
scenario would have been almost certainly impossible for any 
Axis player to participate in, much less influence, in any manner 
whatsoever. The real Madagascar operation (otherwise known 
as “Operation Ironclad”) did draw off some British military assets 
(including some Royal Navy capital ships) for a short time, but it 
was a minor event. Among the other rejected ideas, “German 
Radar” actually made it to the playtest stage; The German radar 
rules were nothing like the existing British radar rules, but were 
more detailed and somewhat more reflective of specific radar 
types and their capabilities. Indeed, there were actually various 
types of German radar units featured (for example, the “Freya”, 
“Jagdschloss” and “Wassermann” radar types, just to name a 
few), but their historic effect was not strategically significant, and 
nor was it during any of the playtest games. Another idea that 
was considered but ultimately dropped was reprinted German 
armor units (specifically, the ‘heavy’ panzer units). There was a 
valid argument to be made that German 10-5 and 13-5 armor 
units should have their printed movement ratings decreased to 
“4”. Aside from the fact that the heavier German tanks, like the 
“Tiger”, were considerably slower than most other tanks, they 
also used considerably more fuel to operate (as much as 25% 
more!) than any of the proceeding medium tank designs…which 
became much more problematic for the Germans as oil became 
scarcer during the second half of the war. When all was said 
and done, however, the inherent “Offensive” system in the game 
adequately simulated the scarcity of fuel. And, by the time that 
the German player is receiving his first heavy panzer units, he is 
undoubtedly less offensive than in the early years anyway when 
“Breakthroughs” and “Exploitations” were a far more common 
occurrence (and besides that, the counter sheet would have 
necessitated about two-dozen or so reprinted German armor 
units). Nevertheless, the whole concept may be revived in some 
fashion in Advanced ETO ”II” (AOI will be included with AETO 
”II”, incidentally).  


 To summarize, very few games have featured the entire East 
African Theater, and fewer yet have emphasized the campaigns 
in Ethiopia before and during the Second World War. Collectively 
Africa Orientale Italiana, Advanced ETO and Advanced Pacific 
Theater of Operations is the only corps-level game system that 
links every Theater of World War II from 1935 to 1945, and may 
be the most comprehensive portrayal of the Second World War 
at this scale.


The Italian Invasion of Ethiopia: 


When Italian control of East Africa had been accomplished, 
Mussolini finally had a colonial possession in Africa beyond the 
confines of the Mediterranean Sea. Ethiopia itself was not a 
particularly valuable colony...indeed hardly worth the liras spent 
to conquer it, or even garrison it, but some economic potential 
was theoretically achievable if cultivated, just as the British had 
demonstrated with most of their own colonies. However, when 
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the Italian conquest of East Africa was completed in 1936, World 
War II was only three years away, and so, somewhat ironically, 
Ethiopia was the last African nation to become colonized, but 
would become the first African nation to be liberated from the era 
of colonialism.  


But the political tensions in Europe gave reason to suspect 
that another world war might be impending, though nobody had 
anticipated that it would occur before 1943 or so (as was the 
Italians’ estimate). Naturally, the Democracies were desperately 
trying to prevent another world war altogether, but of course the 
Democracies, including even small European countries such as 
Belgium and Portugal, still controlled large colonial possessions 
throughout Africa (and also elsewhere). The Italians hadn’t gotten 
much at all during the so-called “scramble for Africa” in the late 
1800s and the early 1900s (and the colonies that they did acquire 
weren’t particularly bounteous in terms of resources...Libya, for 
example, was all but worthless, economically speaking, at that 
time). But, Italy had acquired the East African coastal regions 
known as Eritrea and Somalia. Neither Eritrea nor Somalia was 
worth much either, but they were territories controlled by Italy far 
beyond the realm of the ancient Roman Empire, and so they 
represented Italy’s ranking as an official colonial power (to wit, a 
world power), even if only nominally so. However, Eritrea and 
Somalia were geographically separated from each other by the 
very-mountainous Ethiopian Highlands...and the still-sovereign 
nation of Ethiopia.  


Ethiopia was unique because it was the only major African 
nation that remained completely sovereign throughout the era of 
European colonialism. This is not to say that there hadn’t been 
attempts to occupy Ethiopia (otherwise known as Abyssinia); the 
Italians had already tried to invade Ethiopia in the late 1800s, but 
had been repulsed. So, even by the mid-1930s when the whole 
African continent was nothing more than a big checkerboard of 
European plebiscites, Ethiopia had remained independent. But 
the world had experienced substantial advances in technology 
between 1885 and 1935, and so the Italian army that had been 
repulsed from Ethiopia in the 1880s (which was not all that 
different than the kinds of armies of the American Civil War), was 
nothing like the army that marched into Ethiopia in 1935. Ethiopia 
hadn’t changed much, if at all, but the Italian military had. Now 
there were all new weapons of war, like machineguns, tanks and 
bombers...none of which the Ethiopians could even hope to resist 
with merely the same crude weapons that their grandfathers had 
used 50 years earlier. 


But interestingly, despite the advances in technology that the 
Italian Army enjoyed, the invasion of Abyssinia proved to be 
surprisingly difficult. The Ethiopians were accustomed to war and 
battle because of their own long feudal history, and the very 
mountainous terrain all throughout Ethiopia was ideal defensive 
ground...especially for people that lived there, grew up there, and 
never knew anything else. As a matter of fact, the Italian forces in 
East Africa were frequently amazed by the swiftness of Ethiopian 
warriors in difficult terrain, and could never get to (or out of) a 
position before them. Nevertheless, the Italians were making 
some progress, although the entire invasion of Ethiopia was in 
doubt at a point, keeping in mind that the Italian army had been 
repulsed once before. The all-new military technology that the 
Italians could bring to bear this time was certainly advantageous, 
but not decisive. The Italians’ light tanks (tankettes, really) were 
of limited usefulness in the rough terrain of Ethiopia, and the 
Italian air force - though beneficial - could not win the war alone. 
Moreover, some of the Ethiopian tribal leaders had demonstrated 
remarkable tactical insight, such as - for example - Ras Imru (the 
leader of the Shoan tribe); he had actually attempted to conduct 
detailed maneuvers, to sever the Italians’ lines of communication,  
to counterattack, and to even incite uprisings in the Italians’ rear 
areas. All in all, these factors had coalesced to cause the Italian 
generals many-o-headache, as well as infuriate Mussolini. 


Among all of the technologies that the Italians could wield 
against the Ethiopians, it was “Mustard Gas” that proved to be 
the most effective, by far; The Ethiopians were just simply totally 
unprepared for this all-new manner of warfare, and didn’t even 
understand it at first. Italian bombers (and even fighters) would 
dispense swathes of poison gas [Mustard Gas in particular] upon 
groups of Ethiopian warriors that had no defense against “the 
terrible rain that burns”. Worse yet, the indiscriminate nature of 
gas warfare killed far more than warriors: Civilians, livestock and 
crops were all totally ravaged by this unholy “perverted science”. 
So, whatever difficulties the Italians had encountered up to then, 
chemical warfare - when coupled with aircraft as an exceptionally 
efficient delivery method - easily trumped them all. Even after the 
Ethiopians came to empirically comprehend the new weapon, 
there was not much recourse, if any. Naturally Mussolini (who is 
directly responsible for authorizing the use of gas) was free to 
employ gas, knowing that there would be no possible retaliation 
by Ethiopia (such as would have been the case had Mussolini 
ever thought to employ gas against the French, or the British). 
Speaking pragmatically, the employment of Mustard Gas could 
be argued as being merely a means to an end...i.e., poison gas - 
like any weapon of war designed to kill the enemy - was simply 
utilized to maximum effect to defeat the Ethiopians. However, it is 
not the immorality vis-à-vis practicality of chemical warfare that is 
relevant here, but rather that Mussolini eventually felt compelled 
to employ it at all. This, more than anything, is evidence of the 
Italian military’s troubles while fighting in Ethiopia. In fact, it is 
difficult to speculate how much longer the invasion would have 
gone on if gas had never been used, although players can 
disregard the “Mustard Gas” land combat modifier when playing 
the “Ethiopia” scenario to find out for themselves.  


Inexorably, the Italian forces eventually subdued Ethiopia, 
although never totally completely (indigenous hostile Ethiopian 
tribes still remained deep within the vast Ethiopian hinterland). 
Economically speaking, Italy did not profit from its conquest of 
Ethiopia, although Italy’s new strategic position in East Africa was 
potentially problematic for the British in the event of war. When 
the war in Europe did erupt, the Italians launched a wide-ranging, 
albeit tepid, campaign to capture all of the surrounding British 
bases and harbors...with mixed results. The primary danger to 
Britain’s war effort was the potential interruption (or mere delay) 
of merchant traffic sailing into the Red Sea (and this could have 
been a very serious problem for the Allies, especially while the 
battle for North Africa was being decided). Fortunately for the 
British, once the war began, the Italians hesitated to advance 
very far beyond the borders of Ethiopia itself (probably for good 
reason, considering Italy’s limited resources in East Africa).  


Unable to rely on any outside support (so long as Britain still 
controlled the vital Suez Canal), the entirety of Italy’s East African 
Command remained isolated, and thus mostly benign. There is at 
least one incident, however, in which a Japanese submarine was 
coordinated to rendezvous at one of the Italian East African ports 
to deliver an inconsequential cargo of supplies, which included a 
batch of spare tires (this incident, by the way, might officially be 
the only actual military “link-up”, technically speaking, between 
Japan and the Axis during the war). Now, obviously, one load of 
supplies brought in by a single Japanese submarine wasn’t going 
to help the Italians’ prospects in East Africa much at all, but as if 
to epitomize the entire Italian campaign in East Africa, none the 
Japanese tires fit any of the Italian trucks anyway. 


The Spanish Civil War: 


The Spanish Civil War was basically a result of very complex 
political tensions that originated hundreds of years in the past...to 
a time when the Catholic Church was a formidable political power 
throughout most of Europe. It is true that the political influence of 
the Catholic Church had waned considerably by the 20th Century, 
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but not so much in Spain. The Catholic Church did not wield any 
direct power - as a political party - in Spain, but its involvement in 
politics remained potent, particularly in the minds of the Church’s 
political rivals; as a matter of fact, numerous Catholic churches 
had been bombed and burned by virulent anti-Catholic factions 
(mostly radical Communists, Socialists and Leftists), and several 
thousands of priests (including some bishops and even nuns) 
were murdered as well. At that time Spain was among the least 
progressive democracies in Europe (for example, women still did 
not have the right to vote), and so the struggle among various 
left-leaning and right-leaning factions intensified. Because there 
was no separation of church and state in Spain, the Church was 
essentially a permanent political force interwoven within Spanish 
politics, and this meant that no political balance of power could 
ever be achieved. Hence, the Catholic Church’s anti-progressive 
agenda caused the various left-leaning political factions in Spain 
to eventually coalesce in opposition to the rigidly traditional right.   


So, by 1931, the left-leaning political factions had managed 
to win a near majority in the Spanish government (thereby forcing 
the abdication of King Alfonso XIII), and they quickly set out to 
draw up an all-new constitution (the Second Spanish Republic). 
During the ensuing years, the left-leaning “Republicanos” began 
to institute severe ‘reforms’ that included the wanton seizure of 
private lands (to be redistributed, theoretically, to the proletariat), 
and even the direct meddling into the Catholic Church’s internal 
operations (as well as the seizure of some Church land). Simply, 
the political pendulum in Spain had swung from one extreme to 
the opposite extreme.  


But, the extremism of the Republicanos caused them to lose 
seats during the 1933 election, though the incumbent president 
(a staunch left-leaning Republicano) refused to appoint anyone 
from the opposing right-leaning party (appointing instead another 
Republicano, Alejandro Lerroux)...which caused nationwide riots 
and strikes). In response, Lerroux’s suppression of all civil unrest 
and political opposition was severe, which actually cost him his 
parliamentary seat by the time of the 1936 election. Nonetheless, 
an expedient collaboration of Republicanos, Socialists and even 
Communists won - albeit barely - the 1936 election anyway, and 
this therefore worsened the political enmities in Spain. Strikes, 
riots, arson and assassinations (committed by both sides) had 
become rampant, and so the Spanish Army (whose ranks had 
been diluted considerably by the Republicanos) began to plan a 
coup d'état. On July 13th, 1936, a right-leaning parliamentarian 
was abducted and executed, and this provided the Spanish Army 
with a convenient pretext to launch their planned coup. 


The Army’s coup began badly, however, primarily because 
of poor coordination and the hesitation of some rebel formations 
to act decisively (which therefore allowed Republicano factions to 
consolidate their positions, particularly in the capital). Ergo, the 
failure of the coup initiated the beginning of the civil war. It was at 
this time that Francisco Franco assumed overall command of the 
rebellion (known as the Nationalists) simply because Franco was 
the highest-ranking officer in the Spanish Army. General Franco’s 
forces managed to advance inexorably to capture various cities 
in southern Spain (while his cohort - General Mola - advanced 
from the north), but his initial attempt to capture Madrid from the 
Republicanos failed. The Republicano government had received 
thousands of Communist, Socialist and Leftist foreign volunteers 
from all over the world, as well as arms and equipment from the 
Soviet Union (purchased from Stalin by the Republicanos with 
most of Spain’s gold reserves). The Western Democracies chose 
to avoid any blatant involvement, but Franco was considered to 
be the lesser of the two evils. Franco was not really a Fascist, per 
se, but he certainly did not refuse fascist support as a means to 
win the Spanish Civil War, particularly after the fighting became 
more difficult.


The war continued throughout 1937 and 1938, but Franco 
was unable to capture Madrid. Instead he chose to systematically 
encircle Madrid by capturing the surrounding cities, but could not 
quite manage to break through into the southeast region of the 
countryside (the Republicanos even recaptured the city of Turuel 
just south of Madrid, albeit only briefly). By mid-1938, however, 
the Nationalists had split Republicano territory into two halves (a 
Republicano counterattack to restore their divided territory was 
attempted but could not succeed owing to the massive military 
support that the Nationalists were receiving from the Italians and 
Germans). By early 1939 it was obvious that Franco, thanks to 
Italian and German military support, would eventually triumph, 
and so the United Kingdom and France officially recognized the 
Nationalists and General Franco as the legitimate government. 
Madrid held out until the end of March, but finally surrendered on 
the 28th, thus ending the Spanish Civil War (although committed 
Republicano Leftists continued to wage a guerilla campaign well 
into the 1950’s). 


When the Spanish Civil War ended, the geopolitical climate 
in Europe was extremely tense, though Franco’s most immediate 
concern was the stabilization of Spain (and the eradication of any 
vestiges of Republicano opposition...which Franco accomplished 
via the most severe methods). When World War II began, Franco 
was confronted with a new set of problems to consider, problems 
that multiplied when France fell to the Germans: Geographically 
speaking, Spain was suddenly potentially vulnerable to invasion 
by Germany if Spain chose to ally with the United Kingdom, and 
also potentially vulnerable to invasion by the U.K. (or at least a 
blockade by the Royal Navy) if Spain chose to ally with the Axis. 
In either case, Spain was in no condition or position to fight in a 
world war, and neither circumstance really suited Spain’s national 
interests whatsoever. 


But Hitler assumed that Franco would willingly join the Axis, 
particularly when the German military appeared unstoppable. Yet 
Franco knew that Hitler did not control the Atlantic Ocean (nor did 
Mussolini control the Mediterranean), and he was well aware that 
Spain would not be safe from the United Kingdom (whom Franco 
did not really regard as an enemy of Spain anyway) if he actually 
joined the war on the Axis side. It is true that Franco still coveted 
Gibraltar (which had once been owned by Spain), but the anemic 
Spanish Navy (weakened by the civil war) was totally incapable 
of protecting Spain from the Royal Navy, and neither Hitler nor 
Mussolini could spare any armaments to outfit the Spanish Army. 
Hitler met with Franco in October of 1940 in an attempt to cajole 
Spain to join the Axis, but Franco’s demands were excessively 
extravagant so as to rebuff Hitler (Franco had been well-informed 
by Wilhelm Canarias of Hitler’s actual intentions vis-à-vis Spain, 
and so he knew precisely how to finesse the delicate negotiations 
to stay out of the war). Spain, thus, remained neutral during the 
Second World War, and Franco remained in power until 1975. 


Franco has been criticized for his cooperation with the Axis, 
but behind the scenes Franco actually endeavored to be carefully 
uncooperative. For example, B.d.U. Order No. 120 specifically 
warned U-boat commanders docking in Spanish ports to avoid 
providing the Spanish authorities with any “pretext for interment”, 
(such was the severity of the problem). Nonetheless, Franco was 
a dictator (and brutal when quelling political rivals), although not 
a genuine Axis sympathizer. Franco had experienced the political 
discord (verging on anarchy at times) within Spain, and so his 
primary ambition was to purge Spain of all left-leaning political 
parties. Ultimately, General Franco’s abiding interest was only 
Spain (albeit under his guidance), and ultimately it was simply not 
in Spain’s national interest to become embroiled in a world war 
just six months after emerging from a three-year civil war.          


              - Eric Harvey 
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Cunningham (General) [5.20] [11.27] 
De Bono (General) [5.20]
Deficiency (Anti-Aircraft; Spanish Destroyer) [10.28]
Depletion (Force Pool) [11.26]
Depleting Out-of-Supply Land Units [7.13]
Desert (Sahara; Hex) [5.8] [7.7] 
Destroyer (Spanish; Anti-Aircraft Deficiency) [10.28]
Destroying Supply [7.12]
Diego Garcia [11.41]
Djibouti [2.6] [7.0] [9.0] [9.2] [9.12] 
Do-217 (German Night Fighter) [10.34]
Dora (a.k.a. “Gustav”; Railway Gun) [ xvii ] [11.38] 
Dusseldorf [11.38] 
East Tigre (Tribe) [10.36]
E-boat [11.37] 
Egypt [ xvi ] [1.1] [2.6] 
Eliminating Generals [5.20]
EP Income Variations [9.2]
Eritrea  [ xvi ] 
Eritrean Corps (Italy) TABLE N 
Escort Bonus (Convoy) [10.29]
Escort Value (Total) [ xvii ] 
España (Nationalist Battleship) TABLE K 
España (Fate) [10.30]
Ethiopia (a.k.a. Abyssinia) [ xv ] [10.6] [10.37]
Ethiopian General Selassie [10.31]
Excessive Capital Ship Losses [11.30]
Experten (German Fighter Aces) [11.34]
Exploitation Attacks [10.33]
Exploitation Eligibility [10.33]
Exploitation Movement [10.33]
F (Fate) [10.30]
Fair (Weather Condition) [1.0] [1.1] [1.3] 
Fate [10.30] 
Fighter Aces (Experten; German) [11.34]
Fire Bombing (UK) [11.39]
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Flak Units (German) [11.31]
Fleet (French; Status) [ xvii ] 
Floatplanes [4.2] 
Flotilla Sighted [ xvii ] 
Force Pool Depletion [11.26]
Foreign Volunteers [10.35]
Fractional Combat Strengths [10.37]
Franco (General) [10.32] [ xix ] 
French Brigade (B.F.O.) [7.0] [9.12] 
French Fleet Status [ xvii ] 
French Somalia [ xvi ] [1.1] [2.6] [9.12]
Freyberg [11.27] 
Friendly Fire [11.35]
Fusliers (UK) TABLE J 
G (Garrison Units) [10.37]
Game (Conjoined) [11.11] [7.0] [8.1]
Garrison Units (UK) [10.37]
Garrison (Vichy) [9.12]
Gas (Mustard; Bonus) [1.5] [5.16] [10.6]
General Badoglio [5.20]
General De Bono [5.20]
General Franco [10.32]
General Graziani [5.20] [10.37] 
General Manstein [11.32]
General Messe [11.33]
General Nasi [5.20]
Generals (Churchill’s Dismissals of UK) [11.27]
General Selassie [5.20] [10.31] 
General Wingate (UK) [10.33]
German Fighter Aces (Experten) [11.34]
German Flak Units [3.23] [11.31] 
Germany [8.2] 
Gibraltar (Transit Permission) [10.37]
Gideon Force [10.33]
Global War [11.41]
Gojjam (Tribe) [10.36]
Graziani (General) [5.20]
Ground Support [4.22]
Gulf of Aden [1.1] [1.3] 
Gun (Railway) [11.38]
Gustav (Railway Gun) [11.38]
Hadramawt [ xvi ] 
Harvey (Eric R.) [ xvi ] 
Halving Bomber Ground Support Combat Strength [4.22] 
He-162 (Fate) [10.30]
Hex (Sahara Desert) [5.8] [7.7] 
Horrocks [11.27] 
Imperial Guard [5.9]
Impromptu Offensives  [5.5]
Income Variations (EP) [9.2]
India [11.41]
India (Box) [ xvi ] 
Indian Ocean (Western) [1.1]
Indian units (Japanese-allied) [11.41]
Initiative (and Offensives) [8.1] [8.13] 
Interdiction (Land Unit) [11.35]
Interned (French Fleet Status) [ xvii ] 
Invading [9.2] 
Iran [ xvi ] [1.1] [8.0] [8.2]
Iraq [ xvi ] 
Iraq Transit Box (deleted rule) [5.5]
Italian Abyssinian Reinforcements (deleted rule) [11.11] 
Italian Apathy Penalty (Abrogation; General Messe) [11.33] 
Italian Apathy Penalty (Spanish Civil War Exception) [10.35] 
Italian Naval Starting Locations [11.25]
Italian Somalia [ xvi ] 


Italian Supply Bases [7.0] [7.8] [7.12] 
Italian Atrocity [10.6]
Italian U-boat [ xvii ] [2.14] 
Jaime I (Republican Battleship) TABLE K 
Jaime I (Fate) [10.30]
Japan [8.2] [11.41]
Japanese-allied Indian units [11.41]
Japanese Floatplanes [4.2]
Ju-87 [ xvi ] 
Jungle [4.22] [5.8] [7.13] [8.11] 
Jungle-Mountain [4.22] [5.8] [7.13] [10.5] 
KAR (King’s African Rifles) TABLE J 
Kassala TABLE J
Katmandu [11.41] 
Kenya [ xvi ] [1.1] [4.1] [8.12] 
Khartoum [2.6] 
King’s African Rifles (2nd KAR) TABLE J 
Kuwait [8.11] [8.12] [ xvi ] 
Lancaster (bomber) [11.39]
Land Unit Interdiction [11.35]
Legionarii Class (Submarine; Italy) TABLE K 
Libertad (Republican Light Cruiser) TABLE L 
Libyan Division (Libyan) TABLE N 
Losses (Excessive Capital Ship) [11.30]
Low and Slow [11.29]
Madagascar [ xix ] 
Madrid [ xix ] 
Manstein (General) [11.32]
Map (India) [11.41]
Map Supply Sources [7.0]
Marauder (UK B-26) [ xvi ] 
Massawa (Italian Supply Base) [7.0] [7.8] [7.12]
Me-163 (Fate) [10.30]
Menelik (Shoan Leader) [ xiv ] 
Messe (General) [11.33]
Michel (Auxiliary Cruiser)  [2.22]
Miguel de Cervantes (Republican Light Cruiser) TABLE L 
Middle-Atlantic Sea Areas [ xvii ] [3.3] 
Mild (African; Weather Zone) [1.0] [1.3] 
Minor Nation Replenishments [9.0]
Minor Nations [9.0] [9.2] 
Mockler (Anthony) [ xii ] 
Moderate (African; Weather Zone) [1.1] [1.3] [1.5] 
Mogadiscio (Italian Supply Base) [7.0] [7.8] [7.12]
Moonless Night [11.37]
Morshead [11.27] [11.40] 
Mosquito (Allied Night Fighter) [10.34]
Mosul [8.11] [8.12]
Mountain Bypass Movement [11.36]
Mountain (Jungle) [10.5] [5.8] 
Mountain Units [5.16] [7.7] 
Movement (Exploitation) [10.33]
Movement (Mountain Bypass) [11.36]
Movement (Naval Night) [11.37]
Movement (Rail Line; Bonus) [5.8]
Mud (Weather Condition) [1.3]
Mussolini  [ xiii ] [ xv ] 
Mustard Gas [1.5] [5.16] [10.6]
Nasi (General) [5.20]
Nationalist (Spanish Civil War) [7.0] [10.35] [ xix ]
Naval Anti-Aircraft Effects (Naval Night Movement) [11.37] 
Naval Night Movement [11.37]
Navara (Nationalist Light Cruiser) TABLE K 
Night Movement (Naval) [11.37]
Night Strategic Bombing Attack (Fire Bombing) [11.39] 
Night Witches (588 Night Bomber Regiment) [ xvii ] 
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No Rail Permitted [ xvii ] 
North Map (Middle-Atlantic Sea Area) [ xvii ] [3.3] 
Ocean (Western Indian) [1.1]
O’Connor [11.27] 
October 28th Division TABLE N 
Offensives and Initiative [8.1] [8.13] 
Offensives (Combined; East Africa) [5.3]
Oil Resource [8.1] [8.2] 
Oman [ xvi ] [1.1] 
Optional Rules (AOI) [ PART 11] 
Oriental French Brigade (B.F.O.) [7.0] [9.12] 
Pacific Theater Transfers [ xvii ] 
Partisans [10.6] 
PBY (Escort Bonus) [10.29]
Peloritana Division TABLE N 
Peninsular Army (Spanish Republican Unit) TABLE L 
Permanently Committed [ xvii ] 
Permitted (No Rail) [ xvii ] 
Persian Gulf [ xvi ] [1.1] [3.3] 
Phases [4.1] 
Placement on the Map [8.11]
Placement Restrictions [8.11]
Placing Land Units [8.11]
Po-2 (Soviet) [ xvii ] 
Port Tenerife [9.23]
Portugal [10.6] 
Pre-War (Warship Stations) [11.25]
Punjabs (UK) TABLE J 
R [11.38]
Rail Capacity (Bombing) [2.6]
Rail Line Movement Bonus [5.8]
Rail (No; Permitted) [ xvii ] 
Railway Gun (Gustav) [11.38]
Rajputana (UK) TABLE J 
Ras Imru (Shoan Leader) [ xix ] 
Rebuilding Depleted Combat Land and/or Air Units [8.6] 
Red Sea [3.3]
Remiss UK Garrison (India) [11.41]
Repair (Winter) [ xvii ] 
Replacements (Wartime) [11.26]
Replenishment [7.14] 
Replenishment (Minor Nation) [9.0]
Replenishment (Spanish) [9.23]
Republicanos (Republicans) [ xix ] 
Republican (Spanish Civil War) [7.0] [10.35] 
Rhodesians (UK) TABLE J 
Ritchie [11.27] 
Sahara Desert Hex [7.7] [9.8] 
Saudi Arabia [ xvi ] [1.1] 
Scale Reset [11.41]
Screened [ xvii ] 
Scrounging [11.24] 
Sea Area Connectors [3.3]
Seaplanes [4.2]
Selassie (General) [5.20] [9.20] [10.31]
Ship Losses (Excessive Capital) [11.30]
Shoan Tribe [ xix ] 
Sighted (Flotilla) [ xvii ] 
Small Fighter-type [3.23]
Somalia (British) [ xvi ] 
Somalia (French) [ xvi ] 
Somalia (Italian) [ xvi ] 
Somali Camel Corps (UK) TABLE J 
Soviet Artillery Corps TABLE K 
Spain  [10.6] [10.35] 
Spanish Civil War [9.2] [10.35] [ xix ]


Spanish Destroyer Anti-Aircraft Deficiency [10.28]
Spanish General Franco [10.32]
Spanish Replenishment [9.23]
Spain (Map) [3.3]
Special Lakes Division (Italy) TABLE N 
Stations (Warship) [11.25]
Status (French Fleet) [ xvii ] 
Strategic Railway Gun Attacks [11.38]
Submarine (Italian U-boat) [2.14]
Subornation [10.36]
Sudanese Camel Corps (UK) TABLE J 
Suez Adds Box [8.11] [8.12] 
Suez (Transit Permission) [10.37]
Sudan [ xvi ] [1.1] [2.6] 
Sunderland (Escort Bonus) [10.29]
Supply Base (Italian; Massawa) [7.0] [7.8] 
Supply Base (Italian; Mogadiscio) [7.0] [7.8] 
Supply (British) [7.0] [8.11] [8.12]
Supply (Destroying) [7.12]
Supply Sources (Spanish) [9.23]
Supply (Tracing a Line of) [7.7]
Tanganyika [4.1] [8.11] [8.12]
Taranto Rule [11.37]
Task Forces [3.1]
Tehran [8.0] 
Tenerife (Port) [9.23]
Terrain Effects (Land Units) [5.8]
Tevere Division (Italy) TABLE N 
Tigre (Pronunciation) [ xiv ] 
Torpedo Bonus [11.29]
Total Escort Value [ xvii ] 
Tracing a Line of Supply [7.7]
Transfers (Pacific Theater) [ xvii ] 
Transport (Air; Fractional Strength Combat Units) [4.23] 
U-boat (Italian) [2.14]
Uganda [ xvi ] [1.1] [4.1] 
UK Fire Bombing [11.39]
UK Garrison (Remiss) [11.41]
UK Garrison Units [10.37]
UK Generals Crerer, Freyberg and Morshead [11.40]
UK Generals (Churchill’s Dismissals of) [11.27]
UK General Wingate [10.33]
United Kingdom Naval Starting Locations [11.25]
Units (German Flak) [11.31]
Valpusteria Alpini Division (Italy) TABLE N 
Value (Total Escort) [ xvii ] 
Variable Allied Victory Conditions [11.23]
Veterans (Combat) [11.28]
Vichy (French Fleet Status) [ xvii ] 
Victory Conditions (Variable Allied) [11.23]
Voluntary Elimination (Scrounging) [11.24]
Volunteers (Foreign) [10.35]
Warship Stations [11.25]
Weather Condition (Fair) [1.0] [1.1] [1.3] 
Weather Condition (Mud) [1.0] [1.1] [1.3] 
Weather Zone (African Moderate) [1.1] [1.3] [1.5] 
Weather Zone (African Mild) [1.0] [1.3] 
Western Indian Ocean [1.1]
West York Regiment TABLE J 
Wilson [11.27] 
Wingate (UK General) [10.33]
Wollo (Tribe) [10.36]
Worcestershire (UK) TABLE J 
X-4-29 DE [ xvi ] 
Yemen [1.1] 
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