


Forward
I love the concept behind this book.

Don't get me wrong: I don't love the rules in this book. I don't know if 
they work or not. I figure you guys will play them and make your own 
decisions.

I love the concept, because it means that Axis & Allies is flexible 
enough to allow for all sorts of wild adaptations: Deck Guns, Admirals, 
The Battle of Britain. The fact that these adaptations are coming from 
the fans on the avalonhill.com website makes it extra-special. What 
developer wouldn't want this kind of fan support for his game?

So bring it on. Play with different victory cities, different unit 
capabilities, different win conditions, different alliances, even different 
time periods. Try everything you can think of. And then, when you find 
something that works, tell the world.

See you in the trenches.

Mike Selinker
Lead Developer, Axis & Allies



It feels like its been 20 years yet it’s only been six months. It’s 
fall 1942 and you have survived several commando raids deep into enemy 
territory. They consider you the best, or at least they did.  Orders for 
your operations have always been handed down by high ranking officials.  
Colonel Harris first called the shots under the direction of General 
Bradley, then just a short time ago Colonel Selinker taking direction 
from General Hill gave you new revised orders. 

So far everything has gone according to plan, yet you still feel 
like you’ve been passed over for command time and again.  After all, 
have the generals seen your spotless military record? Have they paid 
attention to your near perfect operations? They’ll never promote you, 
you’re too valuable in the field.  You made a choice to take things into 
your own hands now. No more head honchos quoting rules and regulations…
It’s time to play your way. You’re going rogue.

Welcome to A&A Rogue Commander the free optional rulebook by the fans 
for the fans. This project began on April 3rd 2004 just a few short weeks 
after the revised game hit the shelves. The revised improvements brought 
to the game astounded all the fans, mostly notably the inclusion of the 
National Advantages. Days of debates occurred on which rules to use, 
when to use them, and if they should be changed or altered.  Across the 
board very few people wanted “official” rule changes but more and more 
people had wanted more optional rules. For 20 years A&A had been played 
with just 5 “official” optional rules. 

So why Rogue Commander? Well some fans got together and decided 
that a compendium of house rules and options would be pretty nifty. No 
one wanted tournament play to change; people just wanted something 
different on those rainy day games with their friends.  So that’s what 
Rogue Commander is, a list of optional rules, scenarios, and ideas voted 
on by veteran players.  What we now bring you now is very best in house 
rules and ideas to spice of you’re A&A game. For my part, a big thanks 
to Larry and Mike and a bigger thanks to all the fans that year in and 
year out make this game grand. Now it’s time to make the game yours, 
pick a night, call up your buddies, and go rogue…
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Victory Cities:

Los Angeles is no longer a victory city. Instead now Pearl Harbor is a victory city

Escorts and Interceptors
During strategic bombing raids the attacker may bring along fighter escorts by declaring 
How many fighters will be participating in the combat. The defender then may nominate 
fighters as defenders. Follow this sequence:

1. The defender rolls AA gun attack and apply any "1"'s
as hits (rolled for all airplanes separately!)-the
attacker can lose Bombers and/or fighters!

2. Each defending plane/interceptor fires and hits on 2
(OR LESS!)-better chance for hitting!

3 .Each attacking fighter (escort) dogfights back with
"2" or less only! Then attacking bombers on 1.

4. Then apply Strategic bomb rolls as normal with surviving
bombers!

Consult the game manual in A&A:E and A&A:P for specific rule clarifications. The fan 
optional rule is both attacking and defending fighters attack at “2”
.

.
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Superfortresses:

When making a strategic bombing raid
A roll of 1 on anti air forces the b-29 to miss
It’s payload drop. For every one you rolled 
you may make one additional roll. Any 1s 
On the second roll will bring down the 
superfortress



Deck Guns for Subs:
In battles between just subs and aircraft, subs may 
elect to fire at a 1 then submerge or stay in battle 
firing at 1. Hit subs do not fire back.. In battles where 
enemy aircraft and naval units are present subs must 
destroy the navy units before they may use the deck 
gun.

Destroyers and Subs

1 Destroyer negates up to 2 subs of their special abilities.. Destroyers will always pick
up at least 2 subs if they are present in the battle. (in other words the destroyer doesn’t have
to nominate which subs it negates because it can pick up new subs as the other ones are 
destroyed)

Lend Lease

The conversion to Russian equipment now occurs in the Russian mobilization phase 
NOT in the purchase phase.
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Legendary Generals and Admirals

Each country gets one General. He is deployed to any territory at the beginning of the game 
and has "command" of all units in that territory (and moves with them).

Any time that you have a General in a territory with your units (you can use a Table Tactics 
jeep or other marker to show where he is) you may REROLL for any set of units ONE TIME 
per battle. This reroll applies to all units in that particular group. This is to simulate
the fact that someone is there to make important decisions and has the skills to change a 
battle that is not going as planned.

Example: German player declares that Rommel will be participating in a battle with 5 
Infantry and 6 Tanks (does not matter if Germany is attacking or defending).

He rolls 5 dice for the Infantry and scores 2 hits. The player decides that is as well as can be 
expected. However, he scores only 2 hits with his tanks.

Having Rommel there gives him the chance to reroll for all 6 tanks.  This decision can be 
made at any point in the battle, but may only be done once. If the player does his reroll while 
attacking, then gets attacked by another player in the same turn, he may still get his
reroll as a defender.

Same theory applies in naval battles - he is just called an Admiral.  
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Kamikazes

The only change to Kamikazes is  that they 
now get to pick the naval unit lost, excluding 
subs.

USS BUNKER HILL hit by two Kamikazes in 30 seconds 
on 11 May 1945 off Kyushu. Dead-372. Wounded-264
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General Notes:
This book is by no means a completed project. In order to survive 
it needs to be a living document. A few months will be given to 
play test the rules presented and to compile more optional rules. 

If you have an idea to be considered please e-mail me at 
Sinister@saintly.com and place the words “Axis and Allies” in 
the subject heading. I’m guessing that in a few months we will 
revisit and update this document.

First Edition Statistics: 24 polls taken, 59 rules suggested and 10 
voted in, majority vote.



Scenarios

The following list is a list of events turned into rule scenarios for the game. We recommend
You use only one per game but have fun and feel free to make your own.

The Desert Fox

To start the game the German player may 
place up to one half his starting tanks in 
Algeria. If the German national production 
ever falls below the starting German level, 
Hitler refuses all units from entering Africa 
until the German national production meets 
or exceeds starting levels. In this scenario, 
the British player receives the national 
advantage Colonial Garrison for free and 
must place the IC in South Africa.

Battle of Britain

In this scenario the Germans gain one
free bomber (in Germany) and the the British
gain the National Advantage Radar. During 
the game either side may conduct a SBR
Against airfields rather than ICs. Fight combat 
as per the Rogue Commander 
escort/intercepter rules. Bombers bomb on a 
“3”.Any bomber hitting an airfield grounds 
aircraft, in that territory, (Fighters/Bombers 
cannot attack or defend) until the 
defending player’s mobilization phase. 
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Preamble 
 
 
My apologies for being over a week behind schedule here. I hope this provides a useful 
tool until the official FAQ is released.  
 
I consider this my way of giving back to the whole AH Community, particularly 
holywolfman, Sinister, GROGnads, cousin_joe, Zero Pilot, axis_roll, Der_Panzinator, 
Orillian, Drax, elbowmaster and of course Mike Selinker and Larry Harris, without 
whom there’d be no game to discuss and no semi-official answers to your questions. 
 
To all you Yankees out there, this document was spell checked in the original King’s 
English, so I make no apologies for spelling mobilise with an “s” and colour with a “u” 
etc.  
 
 
Map Questions 
 
Q: is this sea zone boundary supposed to be in Balkan soil allowing aircraft from Eastern 
Europe to access sea zone 14 in two moves? 
 
A: Those sea zones lines link up with the double white lines separating territories. (The 
white line goes all the way to the water.) If it's within a millimetre, it matches up. So sea 
zone 14 doesn't connect to the Balkans, and sea zone 35 doesn't connect to French 
Indochina 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000808 
 
 
Q: Is Gibraltar a Neutral Country or does UK own it. It does not match any colour (UK 
or Neutral, it is the only completely white country on the whole map 
 
A: It's the same colour as all the other UK territories. It just looks lighter because it's 
against very dark surroundings, and because it doesn't have the staining that's (for 
example) in all but the north portion of the UK. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000719 
 
Q: Can you sail "under" Australia in either the old A&A or the new A&A?  
 
A: Yes, sea zone 40 is one space, that connects to sea zone 39 on its left and 41 on its 
right. So you can sail under Australia. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000197 
 



Q: Just a question on the map as it’s a bit difficult to see. Is the Suez canal still "between" 
EGY and Tans-Jordan and do the same channel rules apply than in 2nd edition? 
 
A: Yes to all of the above. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000242 
 
Q: Will the entrance of Med sea closed if Gibraltar and Algeria is control by one side? 
 
A: Honestly, we thought about that, but then we kept finding so many other places on the 
map that such a rule would be suitable for: the Channel, the Skagarrak, the Bosporus, and 
so on. Also, the map vastly overstates the size of Gibraltar as compared to, say, Algeria. 
Eventually, we couldn't justify the Mediterranean entrance the same way we could justify 
the very narrow canals. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000401 
 
Q: I am forced to question the logic in connecting Western Canada to the Bering Sea (SZ 
63)  
 
Can someone explain this? The important and valuable parts of the territory are hundreds 
if not thousands of km (miles whatever) south of the landing point which would need to 
be made with ample assistance of icebreakers, and then they’d need to build roads 
through tundra for months and years first. 
 
A: The MB edition had these blowup boxes that effectively served to cut off movement 
in the far northern areas of the board. We wanted to open those up. That's why, among 
many other effects, Western Canada connects to the Bering. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000426 
 
Q: I noticed that there are regions in Africa (French West Africa, French Equatorial 
Africa, and Belgian Congo) that say "Free French (or) Belgian Forces....what do these 
mean? Does UK get free infantry every turn? Option rule? I don't remember reading 
about this in the 'operation's manual' 
 
A: It's just a description explaining why territories labelled as "French" or "Belgian" are 
under British control. Such descriptions existed on the MB map as well. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000335 
 
 
Sub Questions 
 
Q: Help! All this submarine stuff is too confusing and the rulebook seems to contradict 
itself. 



 
Let me quote you p.32 of the rules manual: "Submarines always fire in the opening fire 
step, whether on attack or defence. They can fire only on sea units. Casualties from this 
ATTACK will be destroyed before they can return fire, unless an enemy destroyer is 
present..." 
 
This rules conflicts with the other rule that all subs fire first. First, it seems to say that 
only attacking subs get first-strike capability. Second, if you have just a sub versus a sub, 
and the attacking sub hits, then according to Mike and DY, the defending sub still gets to 
roll, robbing the attacking sub of its first shot capability.  
 
What I am looking for is a straightforward answer to this specific rule conflict. Let me 
state what I believe to be true: 
1. Only attacking subs get first-strike capability. 
2. Defending subs fire at the same time, but any pieces they hit still get to fire. 
3. The first strike capability of attacking subs in negated when the only possible casualty 
is a sub (or when a defending destroyer is present). 
 
So, again, in a sub versus sub battle, there is no first-strike sub capability. Is that right??? 
 
A: Firstly, there is no longer such a thing as “first strike” for subs. 
 
We now have “opening fire” instead of “first strike”. Normally opening fire casualties are 
removed before other units can return fire. Both attacking and defending subs fire 
simultaneously during opening fire. The presence of a destroyer does not negate first 
strike, since there is no such thing. 
 
It took me a long time to see where the point of confusion was. I think I get it now. 
 
If you quoted this statement: 
p. 32: "Casualties from this attack will be destroyed before they can return fire, unless an 
enemy destroyer is present." 
 
And see it as trumping this statement: 
p. 15: "If submarines are present on both sides, they are considered to fire 
simultaneously." 
 
Then you’d be wrong -- it doesn't. All the torpedoes are in the water at the point opening 
fire casualties are cleared, striking whatever it is that the casualty-suffering players want 
to take as casualties. The casualties from both sides sink, and then anything else that (a) 
hasn't fired already, and (b) is still afloat fires in the next two steps. I hope that clears up 
any confusion. 
 
As I've said a few times, nothing ever stops a sub from attacking or defending in the 
opening fire step. It says this very clearly on p. 15 of the rulebook. Subs only and always 
fire in step 2. 



 
Destroyers only let you avoid clearing your opening fire casualties in step 3. So if you 
have a destroyer, the sub still fires on it in opening fire either on attack or defence, but 
you don't clear the casualty until step 6. So, if that casualty hasn't fired yet, it gets to fire 
in step 4 or 5 
 
So in a battle of 1 sub versus 1 sub, even if the attacker scores a hit, the defender may still 
roll, since opening fire combat is simultaneous. 
 
Conversely, if 1 sub attacked 1 carrier and 1 fighter and the sub scored a hit, then the 
carrier would be immediately removed and would not get to fire back during the defender 
fires step. Note that the fighter may not be chosen as a casualty since submarines may 
only attack naval units, never air units. The fighter still fires at the sub before it has a 
chance to submerge and may move up to 1 space to try and find a friendly carrier, island 
or land territory to land on, or else it will be destroyed. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000824 
 
Q: With the new rules, during a sea battle, an attacking submarine goes undersea and the 
rest of the attacking fleet is sunk. 
 
Then what happens ?  
 
A: Oui. The submarine surfaces at the end of the non-combatant phase regardless of 
what's in the sea zone. The opponent can shoot at it again during her next combat phase, 
or move away from it during the combat move. (Nothing prevents the beginning of 
movement during the combat move, not even the presence of an enemy unit in your units' 
space.) 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000215 
 
Q: If both sides in a naval battle have submarines, but only the DEFENDER has a 
destroyer, then only the DEFENDING submarines get the first shot sneak attack (that is, 
only the DEFENDING subs fire in Opening Fire round). 
 
The attacking subs still fire in opening combat, but anything they hit still gets to fire back 
since their sneak attack ability has been cancelled by the destroyer. 
 
I presume if the defending destroyer is sunk, attacker's subs regain their sneaky abilities? 
Or am I wrong there, too? 
 
A: Not quite. 
 
All subs always fire in the opening fire round; the question is when their casualties are 
removed. 
 



In the manual, see Step 3: Remove Opening Fire Casualties on page 16: 
 
If a destroyer is present in a combat involving enemy submarines, the destroyer's player 
skips this step 
 
The net effect is almost the same, but slightly different. For example, if the attacker has 2 
subs attacking a large force, including defending subs, even if the defending subs got 2 
hits the attacking subs will have already fired... 
 
Yes, a destroyed destroyer is not "present in the combat" anymore, so the sub's back in 
business. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000361 
 
Q: Can submarines attack/defend against fighters? What happens if a lone fighter attacks 
a sea zone that has four subs on it? Can the subs defend themselves and destroy the 
fighter, or are the subs just sitting ducks until they submerge? 
 
A: Submarines can only hit sea units (p. 15). They must suffer a round of fire before they 
can submerge. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000371 
 
Q: If I have a sub and take on a battleship, do I sink it with my opening fire, if I roll a 1 
or 2? Subs fire first and anything hit does not get a chance to fire back(sea units not 
including a destroyer). Or would I need 2 submarines to hit to not give the battleship a 
chance to roll again? 
 
A: Correct, two opening round hits on the same battleship would stop it from firing back.  
 
Only one hit, and it could fire back. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000400 
 
Q: 1) if 1 sub attacks my sub, how does submerging work. If he rolls and misses can I 
submerge? I think the rules say both subs fire at the same time. If he fires and misses and 
I shoot and miss can I submerge then? 
 
2)His navy force attacks my navy force, I start the battle by shooting with my sub(s), he 
then fires regular units; I choose my sub as a casualty, can I shoot again with my sub(as 
long as it wasn't hit by a plane)? 
 
3)In a naval battle, do you start every combat round by shooting with submarines(one hit 
sinking)or after the first shot a sub is like a regular unit(no one hit sinking, ships get to 
fire back-obviously a BB takes 2), and I am not including any destroyers into any of the 
above questions. 



 
A: All sub firing occurs before the casualty clearing of opening fire, which occurs before 
the regular units fire, which occurs before either sub has an opportunity to submerge (or, 
if attacking, retreat or press the attack). 
 
So in answer to your questions: 
1) Your sub may submerge as soon as the press or retreat step occurs. 
2) Your sub only fires once per round, in the opening fire step. If it’s selected as a 
casualty in the attacker fires or defender fires step, it will not shoot back before it dies (it 
has already fired this combat cycle during opening fire). 
3) Your sub fires in opening fire in every cycle of combat, not just the first. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000485 
 
Q: When you submerge, your next turn when your subs surface and there are enemy units 
what happens? 
 
Does it spark battle, or can you just move out of the territory, or can you snipe and 
submerge until a destroyer is present? 
 
A: Yes, the sub would stay behind, but no it doesn't stall movement through that sea 
zone, at least not initially. During the other player's combat move phase, he can move 
units out of a sea zone containing enemy units (p. 11). 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000573 
 
Q: On UK1, they attack my German sub with a fighter. He rolls and misses, I submerge. 
When do I resurface? At the end of UK1 or on GER1. If I submerged on UK1 why would 
I resurface before GER1. Would that not give USA a chance to fire on my sub as well? 
 
A: You pop back up at the end of that same turn's non-combatant move. So yes, the US 
can hit you too. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000604 
 
 
Transports and Carriers 
 
Q: Pieces were loaded onto a Tran in a previous turn. The Trn moves into a combat 
situation. Could they unload in NCM as the pieces on board (it could be argued) have not 
made any moves? 
 
A: If you declare an intention to move in the combat phase, you have used up your 
eligibility to move in non-combatant. (I wrote that sentence in an early draft of the 
rulebook, but it sounded so ridiculous that I took it out. Probably should have left it in.) 
 



So the troops on the assaulting transports are done, whether the pieces moved or not. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000273 
 
Q: I wonder if it is legal to blitz from transports, i know that it wasn’t possible in the 
original game, but it doesn’t say in the new rules that it isn’t possible. It made a big 
dispute last night so would like help on this one. 
 
A: Sure it does. On p. 31: "Being carried on a transport counts as a land unit's entire 
move." 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000450 
 
Q: According to the revised Operations Manual, "Land units belonging to friendly 
powers must load on their controller's turn, be carried on your turn, and offload on a later 
turn of their controller." Does this apply if the transport doesn’t actually move into 
another sea zone (bridging)? 
 
A: The answer is "yes". 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000471 
 
Q: What happens when 2 opposing transports are in the same sea zone with no other 
units? By itself, a transport may not attack. Is there combat? How would you conduct it? 
 
A: A transport has "no attack fire." That doesn't mean it can't make a combat move by 
itself into a hostile space. When it does, it "must survive the defensive fire step before it 
can retreat." (p. 30). 
 
Now, let's say the transport doesn't want to retreat; its goal is to stop the retaking of 
China, as you say. Well, then it's dead, because the opponent will eventually roll a 1. In 
fact, I'd let the opponent roll all the dice on the table at once 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000761 
 
Q: what if there is only transports in the sea zone and they aren't able to load units and 
move to combat during the combat movement phase. Since they can't move during 
combat movement are they stuck there and must endure a round of combat with the subs?  
Also related can they retreat after one round of combat with the subs if they are forced to 
combat?  
Then if they retreat or stay to combat can they still non-combat move? 
 
A: You can move any units out of a space that contains hostile units during the combat 
move, into any space. If there are hostile units where you end up, you'll have to fight. 
 



So in your example, the transports can move out of the contested zone in the combat 
move. Also, they can load or offload (not both) in the non-combatant move even if they 
moved in the combat move. So a fully loaded transport in a space where a sub submerged 
on its turn can move in the combat move and offload into a friendly territory in the non-
combatant move. 
 
If a hostile unit is in your sea zone, you can move during the combat move regardless of 
what's in the space you're moving into. 
 
Where I think you're getting tripped up is your own statement: "To be eligible to be 
considered a combat move the result must be some form of combat." The move out of 
combat is a combat move, even though no shots are fired. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000215 
 
Q: 1. If a fighter is on a carrier, and you which to attack the sea zone adjacent to it, can 
you attack with both the fighter and carrier together, or is the fighter considered cargo 
and cannot attack since they are both going in the sea zone together???  
 
2. Can a transport carry a tank alone? Or does it have to have a man with the tank?? 
 
A: There is really no circumstance where a country's own fighter must be considered 
cargo, so you don't have to specify that you're launching. (Yes, the rules allow a country's 
own fighter to be cargo, but it's only so you aren't required to move the planes and carrier 
separately.) Anyone who insists you must have declared a launch is probably not worth 
playing with. 
 
By "capacity," we mean "a maximum amount you can carry." So yes, you can carry less 
than your capacity. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000463 
 
Q: If a fighter leaves an aircraft carrier and attacks a transport. Then for its non combat 
turn returns to the aircraft carrier. Can the aircraft carrier then move its 2 spaces in any 
direction? (Except into a hostile sea zone). 
 
A: Regardless of when they move, fighters do not land in sea zones until the end of the 
non-combatant move. If there's a carrier there, they land on the carrier. If there isn't, they 
crash (and, if they didn't declare a carrier would move there, the player cheated). 
 
No unit moves in both the combat move and non-combatant move. Only the landing 
occurs at the end of the non-combatant move. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000473 
 



Q: So if you have 2 ftrs sitting on a carrier, all 3 units belonging to the same player, and 
you want to send your carrier into a battle, but want to send your 2 ftrs somewhere else in 
non-combatant, you can't do that, right? As soon as the carrier moves, any ftrs that have 
not already launched are considered cargo? 
 
If so, is this different than what the 2nd edition rulebook said? I know the email clubs 
have allowed ftrs to "hang" in the air space until the non-combatant move when their 
carrier moves away in combat. They took the part of the rules that said ftrs were 
considered to be "in the air" over their carrier when defending. 
 
A: Remember that fighters don't land on carriers until the end of the non-combatant move 
(see p. 16 of the rulebook). This cleanup step is the only time you check to see whether 
fighters crash into the water.  
 
So you can leave behind fighters in the water, as long as you move them in non-
combatant. Since you can never do kamikaze moves (unless using the Japanese optional 
rule), you have to have some non-hostile territory to land the fighter during the non-
combatant move or you'd be cheating. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000382 
 
 
Combat 
 
 
Q: Can the UK transport move out of the potential combat situation in SZ1 (hostile) into 
SZ9 (friendly), load 1 tank from East Canada, move to SZ8 (friendly) and offload the 
tank into the United Kingdom (hostile) to do battle with the occupying German forces? 
 
A: This move is absolutely legal. All of the transport's activity is going to take place in 
the combat move. At the moment it moves out, it's not yet in combat (this is in fact what's 
allowing it to move at all), so it may load in another sea zone, then come back and assault 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000793;p=2 
 
 
Q: Re-reading the rules the other night, I noticed that the process of eliminating planes 
hit by AA guns is a little ambiguous. I have always played it like this: each individual 
plane (or group of the same type) has a separate roll & if that roll comes up 1 the plane is 
eliminated. But I’d like to hear a confirmation of this; as opposed to say having to roll for 
the total of planes & the owner gets to pick his losses. 
 
A: Read the caption on p. 15: "The defender rolls one die against each attacking air unit. 
If you roll a 1, it is destroyed." 
 



So AA guns do behave somewhat differently than all other combats. I usually roll against 
all the fighters first, then all the bombers. 
 
[We did this] so bombers would be hit by AA fire. Under the old rule, but with fighters at 
10 IPCs, the choice of losing a fighter or a bomber was a no-brainer. The new rule 
exposed attacking bombers to more danger, a necessary thing for game balance. 
 
You never need to roll one die at a time, of course. You just lose the planes in the order 
of how far they moved, since except for that distinction, they're identical. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000652;p=1 
 
Q: Can my fighter be involved in a naval battle in a sea zone and then in a battle for the 
island within? 
 
A: That fighter cannot be involved in the combat, as an island is not part of a sea zone. 
Even if it's an amphibious assault, the fighter can't be involved in the sea combat, as 
noted under Amphibious Assaults. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000679 
 
 
Q: I have a question about the timing of casualty decisions in the new Axis and Allies 
game. As I understand it, combat (leaving opening fire issues to the side for the moment) 
is supposed to be simultaneous between attack and defender. If that's true, why must the 
defender assign casualties before his units fire? 
 
A: This is a great question. Let me see if I can answer it to your satisfaction. 
 
One of my personal pet peeves in game design is "false simultaneity." This occurs when a 
step is taken by all players at once, but information flows during the process of the step 
so that decisions change during the step. Choosing casualties is like that. If we both 
choose casualties at the same time, then I want to know what you're doing so I can decide 
what I'm doing, and you want the same. So we stare at each other until someone says, 
"Screw it, I lose the bomber." This has obvious problems. 
 
A second possibility is to retain the order of loss (defender then attacker) but move the 
assignment to a step after all the rolls are done. Now you know how many units will be 
lost but not which ones. That's less problematic, but it's still not great. Now you must use 
casualty counters or take notes or some other method which delays the result of combat 
and leads to potential errors of memory. If the number of situations where this mattered 
was really high, I'd probably be inclined to take this clarity hit. But as you point out, it's 
not that high. 
 



So if you buy that, the only question remaining is which order you have the players go. 
We chose the attacker to go first, because without their action, the combat doesn't occur. 
This means the defender suffers a little bit, an acceptable amount in my mind. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000180 
 
Q: According to the revised edition manual, battleships that participate in an amphibious 
assault and do not engage in combat in the sea zone conduct their bombardment in the 
opening fire step. The manual also states, "As long as combat continues, repeat steps 2-
6." And Step 2 of the Combat Phase is "Conduct Opening Fire." Does this mean that 
battleships (and, if researched, destroyers) continually fire for every round of combat in 
an amphibious assault? 
 
A: Reread the rules again and you’ll see that it says to remove the battleships from the 
battle board after their first fire. Your answers to those questions are in the manual on 
page 19 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000388 
 
Q: If your battleship only takes one hit while being attacked and returns to the battle 
board is it automatically right sided up or does it have to wait till the end of your own 
turn?(I'll be patient this time.) 
 
A: At the end of combat, it returns to full status 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000496 
 
Q: on pg. 19 it says step 7 Press Attack or Retreat and it says to start a new cycle of 
combat which starts at step 2 and step 2 says conduct opening fire. Well my question is 
since bombardment is opening fire does my battleship get to fire again and if so does this 
count also for anti-aircraft guns and submarines? 
 
A: If you read page 16 under Step 3, you will see that you return battleships and 
antiaircraft guns (but not subs) to the game board immediately after opening fire. So 
battleships and antiaircraft guns do not get second opening fire shots, while subs do. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000494 
 
Q: I understand that when attacking with both infantry and artillery, the artillery allows 
the infantry to score a hit on a die roll of 2 or less. What I'm not sure about is whether the 
artillery also has an attack of its own, or if it only assists the infantry? Does the artillery 
get its own attack roll? 
 
A: Operations Manual p.24 "When and infantry attacks along with an artillery, the 
infantry's attack increases to 2. Each infantry must be matched one-for-one with a 
supporting artillery. Artillery does not support infantry on defence." 



 
Same page also lists artillery's atk/def as 2/2. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000506 
 
 
Retreats 
 
Q: OK, something like this example may happen every once in a while: 
 
I have a fighter on a carrier in SZ 36. I have no other carriers within 1 movement point of 
SZ 36. I currently own French Indo-China (FIC) and have troops stationed there. 
 
My opponent launches combat moves into both FIC and SZ 36. He chooses to roll the 
naval battle first. If I lose my carrier and he retreats from battle, can my fighter land in 
FIC? If so, surely it can't take part in the battle that is about to be resolved and would 
have to "sit it out" awaiting the result (this would be based on a principal that all the 
combats in a player's turn are considered to occur simultaneously). 
 
A: There's been a lot of discussion about the timing of these events. My extremely 
unofficial answer is that you should hold off in retreating aircraft until the end of the 
conduct combat phase, which is when all other aircraft finish their moves. 
 
So in this case, if you owned French Indochina and it is still yours at the end of combat, 
the aircraft can land there. Otherwise, it crashes 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000893 
 
Q: The situation is this, there is an attempt to amphibious assault a territory with a plane 
and a loaded transport, with a destroyer guarding the coast. On the first round, the plane 
misses and the destroyer hits. The attacking player loses a plane and retreats the loaded 
transport. My question is this. Can the transport offload its troops in the territory it 
retreated to, or is it stuck loaded? 
 
A: No. There is no offloading during the Press Attack or Retreat step (it says, "A single 
friendly space," which in this case must be water). Nothing happens in step 8 in this case. 
Then when the non-combatant move comes, the rule on page 21 is "Transports that have 
been in combat may either load or offload...but not if they have retreated from combat 
this turn." 
 
So there's no opportunity for the transport to offload, and the cargo is stuck on board. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000299 
 
Q: Can I attack the western US fleet with just the planes and the subs, intending to move 
the carrier in to land the planes on after the battle is won (I believe this counts as a "risky 



attack"). Then if the battle is lost, I can send the carrier off in other directions, and not 
worry about the planes, which are now dead, right. 
 
A: There seem to be a few very slightly different questions in here, so I'll try to answer 
the one at the heart of all of them. 
 
All units can retreat one space, regardless of how they got to combat. However, normal-
range fighters can only move 4 spaces into combat if they plan to land on a carrier that is 
in the combat or will be moving into that zone in the non-combatant move. In this case, if 
the carrier is no longer an option, they still may move one space on a retreat. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000411 
 
Q: Are partial retreats allowed? 
 
E.g. I attack with 6 tanks against 8 infantry. In the first round I get lucky and get 4 hits, 
while the defender inflicts no casualties. So at the start of the second round it is 6 tanks 
against 4 infantry. Can I then retreat just two of my attacking tanks to one of the 
territories from which the attack originated and leave the remaining 4 to fight? 
 
A: No partial retreats ever. Only planes can retreat from amphibious assaults, and this can 
occur at any press attack or retreat stage. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000412 
 
Q: If the Japanese sub attacks a UK AC with a USA ftr on it AND the AC gets sunk, 
CAN the USA ftr land on any territory or is it STILL restricted only to islands and 
Carriers.  
 
The example you gave showed it able to go only to AC or Island and you didn’t say if the 
old rule (MB edition) was overturned or not... YOU DID SAY IT COULD MOVE 1 
SPACE AND IM TAKING THAT AS MEANING 1 SPACE TO ANY TERRITORY 
LAND, ISLAND OR AC. 
 
A: And you'd be correct, the old rule has been overturned. You can land in any 
neighbouring territory if your defending carrier is sunk, or on any friendly carrier. That's 
why I used the word "space. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000171 
 
 
Non-Combat Movement 
 
Q: If Germany takes over Caucasus, can they move out the AA gun that very same turn 
as part of a non combat move (for fear of Russia taking Caucasus back over on their next 
turn)? 



 
A: Here's what the rule Chris quotes says on p. 18: "Any antiaircraft gun or industrial 
complex in the captured territory remains there but now belongs to you. (If you capture 
an industrial complex, you cannot mobilize units there until your next turn.)" On page 21 
under Phase 5 it says, "In this phase, you can move any of your units that did not move in 
the combat move phase or participate in combat during your turn." That word 
"participate" is the key. 
 
It's clear that (a) an antiaircraft gun that fired on incoming planes participated in combat, 
and (b) a captured gun "remains there" at least through the end of the conduct combat 
phase. A gun clearly can move on its owner's turn if it didn't participate in combat. 
 
If the antiaircraft gun switched sides as a result of combat, it participated in combat and 
cannot move. (Not official, FAQ, y'know.) 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000548 
 
Q: Is an AA gun allowed to move in non-combat phase if t fired a rocket in the preceding 
combat phase. 
 
A: No, anything that acts in the combat phase can't move in the non-combatant move. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000366 
 
Q: If I engage in battle in enemy land once defeat the opponent and take his land on my 
non-combat move travel through the immediately taken land in my non combat 
movement through to allied land on other side with tanks to reinforce the allied land? 
 
A: Yes, you can move tanks that did not attack into a territory you just captured, and then 
into to a friendly territory. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000619 
 
Q: When do planes officially land now? At the end of the battle that they are in or at the 
end of the combat round? 
 
A: I'll make it clearer: 
 
All planes move either during combat move and conduct combat, or non-combatant 
move, but not both. If a plane flies into combat, it must return by the end of the conduct 
combat phase. 
 
However, planes don't technically land until the end of the non-combatant phase. The 
reason this is the case is so planes intending to land on carriers can hover until the 
carriers moving on the non-combatant move get there. 
 



http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000594 
 
 
Mobilise Units 
 
Q: It is my understanding that only a newly built fighter can be placed onto a newly built 
AC. Am I reading this rule incorrectly? 
 
A: Any friendly fighter in the territory containing the industrial complex or the 
mobilization [sea] zone can be moved onto a newly built carrier. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000673 
 
Q: Can new fighters be placed on current standing carriers that are in the sea zone 
adjacent to IC? 
 
A: If a carrier is built, neighbouring fighters can come aboard. 
 
This is not true about existing carriers, though, which may have moved between the time 
the fighter was purchased and the time it was mobilized. So no, you can't put fighters on 
existing carriers in the mobilization phase. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000291 
 
Q: It's UK turn 2. UK has a factory, AA gun, 1 Brit fighter AND ONE RUSSIAN 
FIGHTER in India. Nothing in the sea zone. The UK player BUYS a carrier. When he 
places it in the sea zone off India, the Brit fighter "jumps" aboard, BUT what about the 
Russian (allied fighter). Can it jump aboard also? 
 
A: The answer is: I don't see why not. Page 22 of the rulebook uses the word "fighters," 
not "your fighters." There is a general sense that on defence, all friendly units can 
participate, so this seems in keeping with that theme. This interpretation is correct. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000493 
 
Q: 1. All ICs have limited production, including ones that your power started the game 
with. 
 
2. An IC placed this turn may also produce units this turn. 
 
A: 1. Yes 
 
2. No 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000337 
 



Q: Let's say I'm UK. It's my first turn. I'm so eager to send out an army of infantry, so I 
use all my 30 IPCs to buy 10 infantry. When the phase comes for me to put my army on 
the board I realize that my IC in United Kingdom has a production limit of 8, and I have 
no other IC. What happens to my two infantry units that are left? Are they destroyed? My 
guess is that it is so, but I want to make sure. 
 
A: Strict rulebook answer (p. 22): He loses the excess infantry. Sucks to be him.  
 
Actual game play answer: Tell the guy he made a mistake, and let him take it back, or 
refund him the money. You don't want to win that way. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000510 
 
 
SBR and Rockets 
 
Q: 1) Each bomber can SBR an IC for its max IPCs. 6 bombers could each take IPCs 
from 1 (the same) German IC. 
 
2) Rockets are limited to one rocket per IC. In other words 4 rockets cannot fire on the 
same IC. 
 
Why aren't the rules the same for both?? 
 
A: We justified it by the fact that those Von Braun specials that were firing across the 
channel were extremely imprecise. Sending a bunch more rockets over toward London 
doesn't make it much more likely that you're going to hit anything of strategic value. 
 
Bombers may not have been perfect models of precision, but at least they were in the 
same general area as the targets they were hitting. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000807 
 
Q: Mike, why can't AA guns move in the 'Combat Movement' ("...other than being 
carried on a transport..." pg. 25). The reason I ask, it would be nice for an AA gun to 
move on the Combat phase and use it on a Rocket attack! 
 
A: Because antiaircraft guns can't, not because rockets can't. If AA guns could move 
during combat, then they would move in with an attacking force and...Then what? Too 
goofy. So we restricted their movement whether or not they have rockets. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000678 
 
Q: In the revised Operations Manual, on page 21, where it explains rocket strikes and 
strategic bombing raids, both sections state: "The opponent must surrender that many 
IPCs to the bank (or as many as the player has, whichever is the greater amount)." 



 
If you think about it, this just doesn't make sense. For example, if I conducted an SBR on 
an enemy IC and roll a 4 for 4 IPCs of damage, but the opponent I hit holds 30 IPCs, my 
opponent would have to surrender 30 IPCs because that is the greater amount 
 
A: It is linguistically technically correct ("whichever" is a synonym for "if this," in this 
case), but I agree it's a tad confusing. The intent is obvious, though: If you have fewer 
IPCs than the amount you must lose, you lose all your IPCs (but no more). 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000470 
 
Q: 1. May you fire only ONE rocket at an enemy IC even when more are in range? 
 
2. Can you conduct more strikes on your turn then e.g. playing Germany one rocket on 
London, one other on Caucasus from a different AA gun? 
 
A: The intention behind rockets is this: 
Antiaircraft guns can fire rockets for 1 die of IPC loss (subject to income maximums) in 
the combat phase. Each complex may only be hit once in a turn. The maximum range on 
a rocket launcher is three spaces. Only one gun per territory can fire, and all other guns in 
that space are inactive. 
 
http://boards.avalonhill.com/cgi-
bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000545#000003 
 
Q: Just a thought. Can you build for example 3 AA guns in London and upgrade them to 
rockets and then use them every combat to attack Berlins IC?? This would be a very good 
idea, I think. 
 
If all AA guns are in use. Are you supposed to make more units out of paper or can’t you 
build any more? 
 
A: Only one antiaircraft gun per territory can fire. It doesn't matter whether they're used 
for rockets or shooting down aircraft. 
 
You can use any means you'd like of designating the 13th and further antiaircraft guns. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000543 
 
 
National Advantages 
 
 
USSR 
 
 



Q: Trans-Siberian Railway: Your Infantry, antiaircraft guns and artillery may move 2 
territories per turn ONLY among these territories: Russia, Novosibirsk, Yakut S.S.R. and 
Buryatia S.S.R. 
 
My question is this! I move some men into Russia from Archangel do I get to move the 
second space to Novosibirsk as per this Advantage? Or does my turn end and I have to 
wait till my following turn to move? 
 
A: You can only move among these territories if you're increasing the move of a piece. 
Because you started out "not on the railway," you can't get the advantage of the railway. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000640 
 
Q: - Can the Trans-Siberian Railway be used to attack an occupied Russian territory? 
 
A:  No, and they can't blitz either. It's in the "A number of these advantages" camp 
described in paragraph 2 of the optional rules. Those aren't limited to the colour 
descriptors, though if it helps, imagine the word "red" before "territories" in that section. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000223 
 
Q: 1. For the "Nonaggression Treaty" NA for Russia, what happens in the rare case when 
Russia's small navy is attacked by the Japanese fleet, where would you put the four 
infantry promised? Or does this apply to an aggression with land unit only?  
 
2. For the "Mobile Industry"- I assume that I could move these complexes every turn, 
right? 
 
A: 1. "Aggression" only applies to land territories. ("Mistakes" are what happen at sea. 
Just check out "The Hunt for Red October.") 
 
2. Yup. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000433 
 
Q: 1. First off, for the Soviet Nonaggression Treaty, when is it considered that the Soviet 
Union has broken the treaty? Do they have to attack a Japanese controlled orange 
territory, any Japanese controlled territory, or any Japanese unit? 
 
2. For Mobile Industry, I assume that you can't but just to clarify this, can you build units 
in an industrial complex that moved during the Non-combatant Move Phase? 
 
A: 1. NA treaty: Rulebook states if Russia attacks Japan... no limit, any Japanese 
territory. Attacking Japanese Navy would not count as Mike posted under another thread 
that Naval battles are not aggression, they are mistakes. (nice reference to Hunt for Red 
October as an example there). 



 
2. Mobile Industry: Mike posted this "You can only mobilize in a territory containing an 
industrial complex you controlled at the start of the turn. So yes, Mobile Industry can 
mobilize [after moving] if both the complex and the territory were controlled at the start 
of the turn." 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000481 
 
Q: If Russia gets mobile industry is it allowed to be placed and moved by any transport 
to another territory owned by themselves or friendly territory since it is a land unit? the 
book says on pg.30 "a transport may carry land units belonging to you or to friendly 
power, its capacity is any one land unit, plus one additional infantry. 
 
A: Though the complex has changed its abilities, the transport hasn't. And p. 30 says, "A 
transport can never carry an industrial complex. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000497 
 
Q: The optional rule grants Russia 4 infantry when Japan attacks a "red territory". 
 
What if USSR puts pieces in china and Jap attacks? Does this break the non aggression? 
Does Russia get 4 infantry? 
 
If no, does USSR get men at a later time? Can Jap and USSR kill each other in China 
over and over and this still be considered not to break the nonaggression pact? 
 
A: Territories do not change colour. China is not red (yes, I know that's a funny 
sentence), so it doesn't trigger the reinforcement 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000596 
 
 
Germany 
 
 
Q: 1. If "Blitzing Panzers" take their extra move during the "non-combatant phase, can 
they move into unoccupied enemy territory? That would normally violate non-combatant 
move rules, but it makes sense or it's not much of a bonus. 
 
2. Is the "Wolf pack" rule for first round only? If not, after you lose some subs and go 
below 3 subs, do they still keep the 3 attack? Makes sense that they would for simplicities 
sake and to make it a "strong" advantage, but... 
 
A:  
1. It must be a legitimate non-combat move. Basically panzer tanks become like 
fighters, in that they hit the territory but get to withdraw after the battle. 



 
2. As long as at least 3 subs were present at the start of the battle, that the wolf pack 
bonus applies throughout the entire battle. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000304 
 
 
UK 
 
 
Q: With "Enigma," are you limited to moving units from just one province if you are 
reinforcing? For example, I know if you decide to bug out you must leave 1 dude and you 
move everybody else to 1 province (like retreating). But if you reinforce, can I bring up 
forces from multiple adjoining provinces, or just 1? 
 
A: For a while, I couldn't figure out why you were having trouble with this because it 
seemed so clearly explained that it was one space to one space. Then I realized that the 
problem was the word "an" in the second rules sentence. Imagine it replaced with the 
synonymous (and yet subtly different) "any one." 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000304 
 
Q: For Enigma Decoded, Are you allowed to move fighters in to an adjacent sea zone? If 
so, would you have to move them one space to land, similar to that of fighters that lost 
their carrier in sea combat? 
 
A: The Enigma Decoded rule says your surviving units remain in the space to which they 
were moved. So by this rule, the fighters land in the space they just entered. It's a friendly 
space by definition, so they definitely can land there. 
 
The carrier issue makes it complicated. If you don't have a carrier there, and there was no 
way you could get a carrier there as part of the free move, you couldn't put a fighter into 
that sea zone, because it would immediately crash (its carrier hasn't been destroyed, after 
all). So in this specific case, the fighters have to stay in their hangars. 
 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000481 
 
Q: 1) Enigma Decoded is written pretty exactly & it's clear what the rule says so guess 
I'm just checking to see if this is the intended effect.  
 
Imagine the UK navy is in sz3 and Germany moves a fleet to sz6 to amphibious assault 
the UK. The UK navy could move its sz3 force to intercept only if it already has other 
naval units in sz6 (as it's friendly) but couldn't move to cause a naval battle if no other 
friendlies are already there, as sz6 would be neither friendly nor attacked. 
 



(Rewriting the rule to allow a 2-space move rather than an adjacent move could even be a 
possible deterrent to round 1 Sea Lion, as the BB at Scapa could intercept any invasion. 
Throw in Russian sub to sz6 on R1 and Sea Lion gets very dicey - IF the UK has chosen 
Enigma.) 
 
(2) Not sure as to the motivation for the 'one unit must be left behind when avoiding 
combat' clause but am guessing having US or Russian unit(s) in the space satisfies it? 
 
A: The "friendly space being attacked by Germany" includes any sea zone, whether it 
contains your units or not. See the definitions on p. 12. So if you had units in sea zone 3, 
you could immediately reinforce to sea zone 6 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000501 
 
 
Japan 
 
 
Q: Here's a funny little scenario. Let's say Alaska and Western Canada are sitting there 
with their starting units still on them on J2. And let's say Japan has Lightning Assaults, 
and decides to send a transport (with 1inf 1art) and a battleship up to try and take both 
Alaska and Western Canada. If the transport splits its forces between Ala and WCan, 
would the battleship fire on both of them? 
 
A: Lightning Assaults has nothing to do with battleships and destroyers (well, except 
Tokyo Express Destroyers). The national advantage doesn't give a second shot to the 
battleships. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000801 
 
Q: The question of course is, how exactly do the Japanese Lightning Assaults work? 
 
Now, here is what I did. I loaded a transport, then unloaded onto an enemy territory (next 
to India) then reloaded and moved the transport into an unoccupied sea zone and attacked 
in Africa. Then reloaded and attacked again in Africa. 
 
I did not use up the transports movement, and did not violate its capacity. But, I did 
attack three (and could have attacked more) territories with one transport. I have found 
some areas where this is very handy. Africa, of course, and more importantly Panama, 
and then to Cuba, and into Brazil. Since the rule says "more than one" and not 
specifically 'two' it would seem to imply that more than two could be possible? 
Thoughts? Answers? Think I'm evil for springing this on my foes? 
 
A: The phrase "attack a second coastal territory" is an absolute, not a synonym for "attack 
as many coastal territories as you can reach." I'm afraid you're overreaching. 
 



http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000666 
 
Q: For Japan's "Lightning Assaults", this does not change the transport movement from 2 
to 4 does it (because it is allowed to move and attack twice)? 
 
A:. No. Their Move value hasn't changed, so they're done moving when they move their 
second space. (Sounds like this one needs more FAQing. Again, anything I say isn't 
official till one comes out.) 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000433 
 
Q: I am wondering if the lightning assaults rule means that you can only take units which 
participated in an amphibious assault and take those same units (or any survivors) and 
bring them to a second area (within 2 spaces and not in the way of an enemy occupied 
SZ) for a second amphibious assault 
 
A: This is another question that has been asked enough that it'll have to be answered 
officially in an FAQ. Like all such questions, anything I say on the subject should be 
considered unofficial, and capable of being overruled by the FAQ. 
 
The intention is this: You can assault, load (possibly new) units, and assault again. Your 
transport capacity (1 plus 1) has not changed. Also, remember that an assault must be a 
combat move, not just landing in a territory you controlled at the start of your turn. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000437 
 
Q: The optional rule regarding the Japanese transports to do multiple assaults. At the end 
of the paragraph, it states that it still can only pick up or off load one ground unit and 
infantry per turn. How can you do multiple assaults if this is case? 
 
A: Its transport capacity has not changed, but it is allowed to load again after offloading 
as long as it then goes to another amphibious assault. Its Move has not changed either, so 
it still can only move 2 sea zones regardless of whether it makes 2 assaults. (As I've said, 
this clarification is unofficial until an FAQ.) 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000429;p=2 
 
Q: Does it [Banzai Attack bonus] still apply if there is a battleship doing shore 
bombardment, or does that count as another type of unit (i.e. non-infantry) that nullifies 
the bonus? 
 
A: A battleship is not an "attacking land unit" so it doesn't stop the banzai attack. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000616 
 



Q: 1. Can Kamikaze Attacks hit subs? It doesn't say they can't, but I recall that rule from 
A&A:P, so I thought I'd check the intention. 
 
2. Kaiten Torpedoes: "...an orange territory or island group you control..." Does this mean 
an orange territory you control or an orange island group you control, or does this mean 
any orange territory or any island group you control? 
 
A: 1. Your air units can hit defending subs as normal, because they can't possibly be 
submerged during your combat move. (I urge you to presume nothing from AAP.) 
 
2. Orange applies to both nouns. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000223 
 
Q: Kamikaze and Kaitan. Who chooses the casualty? Also, does the loss absorb one of 
your opponent’s hits that round, or is it just lost in the kamikaze attack (Kaiten defence). I 
other words I send 1 kamikaze fighter and 1 normal fighter against a lone battleship. Both 
planes hit, but the BB hits too. Does the BB hit go to the kamikaze, or are both planes 
lost? 
 
A: This is a clear example of "If the rulebook doesn't say otherwise, do what you would 
normally do." The defender chooses the casualty, though he is limited to choosing sea 
units. (Yes, I know it's hard to imagine a battleship whipping in front of a transport to 
save it, but this is just that kind of game.) 
 
The attacker's "opening fire casualty in addition to any other casualties" line means, 
procedurally, that you add one to the number of units you must lose, and of course you 
must choose the kaitan or kamikaze. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000304 
 
Q: For Tokyo Express, can your destroyers still participate in an amphibious assault if 
you have combined bombardment, or is it like in A&A: Pacific where they cannot 
bombard? 
 
A: Tokyo express: Mike stated before: "There is nothing preventing the Tokyo Express 
destroyer from acting as a transport AND a destroyer. Thus, it can bombard (if it has that 
capability) and offload even if it's the only sea unit in the amphibious assault." 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000481 
 
Q: For Dug-In Defenders, Japan is an island, so I assume that infantry on Japan defend 
with a 3. Is this correct? 
 
A: Japan is not an island (nor is the UK or Australia). An island is a territory which is 
located inside a sea zone. So Dug-In Defenders doesn't work in these places 



 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000481 
 
 
USA 
 
 
Q: In the rule text I think the key to interpretation are the phrases "attacking" and 
"attacking force"! Logic is in SBRs there is no attacking FORCE only bombers (there 
even is no question if there are other forces involved such as fighters!)! So my guess is 
Superfortresses are immune against AA on conventional attacks, open to AA fire on 
SBRs. 
 
A: No cigar, I'm afraid. A strategic bombing raid is an attack. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000648 
 
Q: Do artillery support Marines? the wording on the artillery is that "the infantry's attack 
increases to 2". since a Marine already attacks at two, this doesn't seem to apply. 
 
A: No. The bonuses aren't cumulative. 
  
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000223 
 
Q: (Chinese Divisions) Do you get a free inf unit for every territory EVERY Turn 
(Mobilization phase)? 
 
A: Just one infantry in one territory every round. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000462 
 
 
Miscellaneous 
 
Q: The rules state: "When, at the end of a turn, your side controls a set number of victory 
cities, you win the war" 
 
Is this correct? I was expecting it to be the end of a round (i.e., after all 5 players have 
moved). 
 
A: On pg. 23 of "Operations Manual" it states: 
 
"...At the end of the ROUND, after all five powers have taken a turn, check to see if 
either side has achieved the victory conditions set..." 
 
[SO-It is after all 5 players are done going!] 



 
Source: Holywolfman (Mike verifies this further down the thread) 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000677 
 
Q: I have asked this before but I just wanted to verify with you (It was confirmed by 
other players, more experienced than myself; just wanted to get your official answer. If 
Germany takes over Persia on GER2; can Japan land airplanes on Persia on J2? On page 
18 of the manual it says "An air unit may end its move only in a space that was friendly 
at the start of your turn". If Germany takes over Persia, is it considered friendly by Japans 
turn? 
 
A: Yup. When the game says "you," it means "you." 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000621 
 
Q: What's the rule on airplanes flying over neutrals? 
 
A: You can't move through neutral territories with any units at all.  
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000198 
 
Q: Is that rule about limited stacks to the pieces n the box still in effect in the new game 
(in other words if you have 3 bombers you can never have more than 3 bomber group 
stacks in the game anywhere on the board?) 
 
A: No, that rule's been shot through the head. There's nothing dumber than someone 
buying all the antiaircraft guns just so you can't buy one. Can't happen anymore. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000233 
 
Q: Page 13 of the rules state: A transport may not load or offload in a territory adjacent to 
a hostile sea zone, unless the enemy units consist only of submerged submarines. 
 
My interpretation is that: No US troops transported to Britain while an un-submerged sub 
is anywhere adjacent to Britain; no Operation Sealion on turn 1 unless the British Fleet 
adjacent to England is sunk during combat; no invasion of Norway while the Baltic Fleet 
is present, no amphibious assault on Karelia while the Russian sub is in the north; no D-
Day with Italians in the Western Med. 
 
A: As I've said, this only applies to the zone the transport is in. It is not possible to lock 
down Dover from Orkney. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000438 
 



Q: This question refers to page 18 of the new, revised Axis and Allies rulebook, under 
the "Capturing and Liberating Capitals" section. The final sentences of that section say 
that a player whose capital has been liberated "cannot yet purchase new units." When, 
then, can the player resume purchasing new units after the capital has been liberated? The 
final sentence leaves you with the vague "it’s a long road back from losing a capital." 
 
A: When you (a) have some money, and (b) have a turn that contains a purchase new 
units phase.  
 
Some people have noted that this could be on the turn after liberation, if you captured an 
opponent's capital (and thus some IPCs) while yours is under enemy control. But usually 
it's the turn after that. 
 
http://boards.avalonhill.com/cgi-bin/ultimatebb.cgi?ubb=get_topic;f=10;t=000597 
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