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It is December 1941 and the frigid Russian winter has ground
the advance of Hitler's Wehrmacht to a complete stand=3till on
the outskirts of Moscow. After suffering significant losses
following the launch of Operation Barbarossa, Stalin has begun
toc organize the Red Army with its vast reserves of man power
and industrigl production. Seeing the unprepared German Army
struggle in the horrific Russian wintver, Stalin now orders his
Generals to launch a massive counter—=offensive in the hopes of
repelling the German invaders and driving them from Mother
Russia once and for all.

Halfway around the world, Imperial Japan continues its efforts
t0 finally crush Chinese resistance and seize control of the
entire mainland. Simultaneously the Imperial Japanese Navy
has finalized it plans to ocverwhelm weak Allied defenses
throughout the South Pacific and secu¥e the much needed resources VYLV LUUVLUUL
to fuel its military expansion. To ensure the success of these e
plans Japan has also managed to secretly move a massive carrier |
fleet into position for a surprise attack on The United States at
Pearl Harbour. This unprovoked attack is designed to cripple
the Americans ability to wage war 1in the Pacific and provide
the Japanese time to establish defensive positions throughtout
the island chains that dot the Pacific Ocean. President Roosevelt |
eager to finally enter the war on the side of the Allies, will
soon have his'Casus Belli'".

il

The fate of the planet hangs in the balance. Which alliance of
nations will prevail in the largest military conflict the

world has ever witnessed? The path to victory or defeat now
rests in your hands... :
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Total World War: December 1941 brings a wide array of sweeping changes to strategic turn-=based game play. The most
significant of which is how many of the nations interact throughout the course of a game. T.W.W. has four major
game features that are new for most players. These features are as follows: Major Belligerents, Minor Bellligerents,
Neutral Nations and Neutral .Territories. The following section shall describe each of the features in detail and
provide explanations on how they affect gameplay for you the player.

Major & Minor Belligerents

Unlike traditional games, T.W.W. has both Major and Minor Belligerents that participate in the conflict for world
domination. The most significant change fom the player comes in the form of the relationship between the two types

of nations. In contrast to typical games where most nations included are completely independent of one another, T.W.W.
appropriates Minor countries to the control of the Major power under whose control they belonged during the Second
World War. Minor Belligerents retain control of their ownj; Captial, Territories, Income and Froduction. Each Minor
however, transfers control ¢f all military units to the controlling Major power immediately following unit placements.

The Structure for the Nations and the turn order for the game is as follows...
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It is important to note that although none of the Minor Belligerents haveno combat units or combat/non-combat moves
0of their own, they still need t0 purchase all other units for themselves 1f those units are being placed inside theilr
own territory. Therefore as an example, while the Major Belligerent will control the Combat Engineer and Material
for any given team, it is still the Minor Belligerent who is responsible for purchasing a structure (such as Airfield
or Fort) if it is to be placed into a territory under their control. The major belligerent would need to ensure the
regquired units were in the proper location to accommodate the placement. Major Belligerents may only produce units
within their own specific territories and cmt_r:.'f their own production facilities. The only overlap between the teams
iz theidse of construction units during the placement phase ¢of a Minor Bellligerents turn.
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Neutial Fowers : 2 e v

As was mentioned on the preceding page, within T.W.W. there are two types of Neutral Powers; Neutral Nations and Neutral
Territories. The differences between the two types of neutrals are significant relative 1o how the Major Belligerents
interact with them.

Neutral Nations S © S [C-)

At the beginning of the game the nations ¢of; Brazil, Spain, Sweden and Turkey are neutral to the Global Conflict goling
on around them. For game-play purposes these nations should be set up as "Fodder A.I." controlled prior to launching a
new game. They should remain A.I. controlled until such time they enter the war on one side or another. While they are
neutral and under A.I. control these nations will build new units and make non-=combat moves within their national

e

J

boundries but will never attack. Furthermore naval units belonging to these nationg il geither attack or defend a
seazone they occupy and do not obstruct the movement of any Major Belligerent. s '

. &All ‘Ieutrau "‘{atlun atart the game
Neutral Nations only join the war as a result of a diplomatic with Entrenchments and Fortifications
action of one of the Major Belligerents. Each Major Belligerent within as 2 hit units.
the game has the coption of making one diplomatic move towards each &
Neutral Nation each game turn. A Major Belligerent may either; propose Upon joining either side of the War
an alliance to have them join the war on their side at a cost of 5 P.U. all Neutral nations will have Special
per attempt, or make a Declaration of War against one or more of the Warfare enabled. Allowing them

to land Amphibious Assualts with all
Infantry types.

Neutrals. In either situation control of the Neutral Nation is tranferred
to the appropriate team immediately following the current players turn.

As an example if Germany were t0 successfully roll for . an Alliance with
Sweden during the Diplomatic Phase of its turn, then immediately following
the completion of the German turn the game would need to be saved and
restarted with Sweden being set to be controlled by the player for
Germany.

In the unusual event that a team makes a Declaration of War on a Neutral
Nation the same steps would be followed except that control of the Neutral
Nation would be given to a player of the opposing team.

It is recommended that you examine the political landscape thouroughly
during your turn. Every Major Belligerent has different odds of success
when trying to influence each Neutral Nation. So attempting to sway a

particlar nation may be best left to certian members of your alliance. - .‘.
HE
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Neutral Territories B 20 T
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In stark contrast to Neutral Nations the rules for Neutral Territories are
quite simple. Spread around the map are a number of territories that are zU‘EGFFUGGGGUGGUF
purely neutral. These territories are identified by the off-white colouration e

of the territories as well as the light gray units and neutral flags. Flease
refer to the attached photo (fig. 1). All Neutral Territories may be attacked
at any time without diplomatic repercussions. These territories will not
retalliate (except to defend when attacked) and shall remain neutral until
conquered. These Neutral Territories are also independent of each other and
do not produce new units of any kind throughout the course of a game.

Special Notes & Reminders

It i3 important to note that similar to other games the Aircraft of
the Major Belligerents may not fly over territories of either type
while they remain neutral. Once a Neutral Nation has joined the
war they are treated as normal and may be entered by allies or
attacked by enemies.

Flayerr Enforced Rules

Despite the level of complexity of T.W.W. there are only 5 rules that are not
governed by the game engine and therefore must be enforced by the players
during game™*play.

Transports in Combat

Transports may not be moved into combat unless they are loaded and are being

used as part of an Amphibious Assualt being launched from the seazone in BE

guestion during the course of the current player turl'n. Furthermore any ﬂ-()P P!?K)!:!ry

Transports involved in any such circumstance are only to be taken as

casualties if all attacking combat vessels have been destroyed during the !ﬂ“lé ! ! K,ﬁ I«:%-
- e

course of the naval engagement. ] —— e

ONLY ATTACKING TRANSPORTS MAY NOT BE TAKEN AS "FODDER" CASUALTIES TO PROTECT “DrLEAT ZIHITS'&

T R R R R TR TR S

Defending naval tranports may still be selected as casualties at any time during combat.

Al Transport's in Faradropping related Combat
Alir Transports may not be selected as casualties during Paradropping attacks unless

[ = P .
all other combat units have been destroyed. Alr Transports must also be selected as I(}P Ppmr‘y %

the last casualty on defense since they have no combat ability. &
Alr Transports are still susceptible A.A. Gun fire and casualties will result in the !Iqla_' ! K,g «-1-
loss of both the transport and the paratrooper. s

Alr Transports carrying Matenal

Air Transports may only be loaded with 1 material per flight or 2 material per
flight if "Advanced Logistics"” has been successfully researched.

. —
Al Transports & Naval Combat :()P P’ HO! r/

n_ . L ‘ L
Air Transports may not accompany attacks in naval vattles. Although the unit !|¢ Ig l“!HK,a « g
has an attack value it is meant to supplement Faratroopers being Air Dropped intc- 5
combat and since Paradropping units onto an enemy ship would be impossible, they

are therefore not to be used during naval engagements at any time. ) ,.—--‘_El?.
combat Engineers & ContrucTions <oP pRIOY =
- | -h e

A Combat Engineer may only build or upgrade 1 structure per turn. Flacing ) ~ :‘ ‘ K;t:l ”__;:....-"“

multiple structures per turn in the same territory requires you to have \ ‘l\hia#:_:ﬂ_ "~

multiple Combat Engineers as well as the required materials for each structure. e

)

Rocket s e e
| -n.‘. -I'I

Rockets may not be intercepted in flight during an attack. If paired with ' I()I) Ppm!i /

Strategic Bombers, rockets should always be taken as the last of any casualties | l'\r'El ! K‘ -h goni= |

sustained during an air battle. Non=combat movement for Rockets may only be done ! I - 7&:]«,&'

[

during the "Non-combat movement phase" of a players turn using a Truck to transport it.

Russian Lend & Lease Territories & Allied Aircratt A / F ()p

No Allied aircraft may land in any Russian Lend & Lease territories (unless the requirements !"v b;)
have been fulfilled allowing Allied entrance into Russian Terr.)s Furthermore any attacks b;.rt\\ "HJ! !fy
Allied players that are only possible due to the avallability of these territories as a potential "' -
landing zone should be considered strictly illegal and should be undone prior to initiating combat. ~ :f\’(:i"
. -
. ¥
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Turn Sequence

T.W.W. follows the standard structure of most other games with a few slight
alterations. The game is played in a series of rounds, with each round
comprised of a series of player turns, and each player turn comprised of a
series of phases. The sequence o0f turns is provided on the chart located on
the preceding page. The only changes to the standard player phase structure
relate to; the addition of the Diplomatic Action Fhase,.and the manner by

in which the Minor Belligerents transfer of control of all military units
to their controlling Major (Please refer to the chart provided). The Minor
Belligerents only conduct Purchase and Flacement phases which occur at the
end of the associated Major Belligerents turn.

As an example, following the purchase and placement phases of the the
German player the game immediately prompts the German player to purchase
and then place units for: Vichy France, Danube Axis and Finland.

The same process is repeated during the turns for Britain and Japan who also

s |

PLAYER TURN SEQUEEEE
TECHNOLOGY RESEARCH PHASE
D [F‘L*:.‘-ZrM.SuCT'.' |-:'H.-3~:3E
COMBAT I;f“lf:}k‘EM'-ENT FPHASE
COMBAT R-Er}:::-LLF.['[':::-N PHASE
NON-COMBAT MOVEMENT PHASE
F’UF&Z—:HASE F'HASE

FLACEMENT PHASE

- -

(MINOR BELLIGERENT PURCHASE PHASE)
- -

(MINOR BELLIGERENT PLACEMENT PHASE)

have Minor Belligerents of their own.

Flayer Turn FPhases

Technology Kesearch Fhase

Within the game the role of Technological Development is critical to the success of every team (excluding China which
has no option)., Unlike traditional games many of the basic features of game-play are only available after being
successfully researched. Your success at defeating your enemies will be determined by your ability to make the right
decisions on how much you invest in Research and Development (R&D), in which Technologies you pursue and in what order
you pursue them. So it is highly recommended that you study the chart (Research & Development Chart is located on page
11) in detail and formulate a strategy of when and where to invest.

TECHNOLOGY ACTIVATION PHASE
. -~

-

An important part of the R&D process 1s the method by which you achieve new technological breakthroughs. Within the
game the opportunity for new advancements is determined by Tech. Tokens (T.T.), each of which provide a player with a
chance to achelve a new technology each turn. The more T.T. a player has the better the chances to successfully research
a new technology. Whether you are playing using Dice or LowLuck for research, each T.T. represents either; a single dile
roll with a 1l in 12 chance for succesas, or a +1 per T.T. to a single roll, respectively.

Flayers accumulate T.T. in two ways, through the direct purchase of T.T., or via the ownership of Research Centers (R.C.).
While players have the option to buy T.T. at the atart of every turn, at a cost of 5 P.U. per token it is generally
considered not to be a sustainable method for ongoing advancement. FEach Major Belligerent begins the game with 1
existing Research Center and is permitted a maximum of 5. Fach R.Cs generates 3 T.T. per turn and may be constructed in
any territory worth 3 F.U. that a team has held for 1 complete Game Round. Since all accumulated tokens are consumed
following the successful Research of a new Technology, it becomes obvious that having more R.C. can potentially allow
your team to potentially receive a new advancement every turn.

Diplomacy Fhase

T.W.W. incorporates a relatively new aspect into game-play. All Major Belligerents may now attempt to persuade the
Neutral countries of: € Sweden, @ Turkey, & Spain and & Brazil, to join the war on their side. This is done via a
5 P.U. expenditure per attempt at influencing each Neutral Nation. Each of the Major Belligerents has different odds

of success with each of the Neutral Nations, so it is important that you examine the political landscape in order to
determine which Neutral you feel offers the best combination of risk versus reward when making maneuvers.

combat Movement Fhase

The Combat Movement Phase of the game operates similarly to most other games. Combat movement encompasses all unit
movement that results in a battle. The process is fairly self explanitory with several kgy exceptions...

Transports in Combat
Transports may not be moved into combat unless they are loaded and are being used as part of an Amphibious Assualt
being launched from the seazone in guestion during the course of the current player turn. Furthermore any Transports

involved in any such circumstance are only to be taken as casualties if all attacking combat vessels have been destroyed
during the course of the naval engagement.

Blitz Units

The second relates to units that have the ability to "Blitz" muliple enemy territories in a single turn. Tanks, Hvy.
Tanks and Mech. Inf. (after R&D) have the ability to attack up to 2 enemy territories in a single combat movement phase.
The only limitations to this ability are the presence o0f enemy units and certain terrain effects. The following
Terrains nullify the Blitz'feature; Forest, Jungle, Mountains and Urban. It 1s important to note that the terrain

does not inhibit 2 move units during the non-combat movement phase. 2 move units may move through all terrain
provjided it is already controlled by a member of the team.

Fghter Escorts Puring S.B.K)
Fighter Alrcraft may be sent into a territory that is being Strategically Bombed in an effort to protect the bomber
units. Fighter units may accompany Bombers provided they can return to a friendly territory with thelr movement. Any

fighter escorts will only participate in the air battle (if the opponent chooses to intercept with any fighter aircraft
they have in the target territory) and will not participate in any other combat during that turn.

Al InTercept Punng S.B.K)

Flayers now have the ability tc intercept S.B.R. sent against them with fighter aircraft in addition to A.A. Guns. When

an enemy has launched an 3.B.R.(with or without escorts) into a terr. of yours, you will automatically have to decide whether

or not you want to send any or all of your aircraft to attempt to incercept the S.B.R. in an effort to destroy the
attacking units. It is important to note that yon may be asked to scramle from, intercept and defend the same terr. in

a given turn. Therefore you must be sure to evaluate the entire battlefield prior to making some of these decisions and
ensure that you are allocating your resources in an effective manner. IMFORTANT: Intercepting S.B.R. runs does not

S S S N N

require an Alr Field. Intercepting incoming S5.B.R. attacks may be done with any fighter aircraft present within the

B .k K _E _E __E _E__E _E __E __E __E __E_ _§E_ ]

target territory.

Scrambling (ve. combat in adjacent Terr./Sea Zone)

Fighter aircraft now also have the ability to scramble in defense of any aljacent friendly controlled territory or sea
zone (from a coastal terr.) that is subject to an enemy attack, providing there is a functioning Airfield present. The
number of fighters that can scramble from one Airfield may be increased through Research & Development. "Improved
Logisties" will allow 3 aircraft to scramble per A.F. and "Advanced Logistics" will allow 4 aircraft to scramble per A.F.
It is important t0 note that there 1is a real liklihood during the combat phase that a defender may have the option to
scramble/intercept against multiple attacks from a single terr. It is therefore critical that you examine the moves

being made by your enemy as they occur since the game engine does not allow you to go back «t0 view the map once it
begins prompting you for defensive scrambles/intercepts. Currently you have to make those choices from memory.

combat Resolution Fhase
All combat resclution related functions of T.W.W. are identical to more conventional games. Teams are prompted to select

and complete all engagements that are the result of the Combat Movement Phase, onne at a time until all have been
resclved. IMPORTANT NOTE! T.W.W. uses a 12 sided die for all combat resolution. e through @
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Non-Combat Movement

This aspect of the game remains unchanged to any other avallable game. Any units that have not moved into combat and
have remaining movement are able to make moves during this phase of the turn. The only unique feature in T.W.W. is That
Trucks may only move during the Non-Combat Phase of a players turn.

Furchase Fhase
This phase of game-play also remains unchanged t0 standerd games. Players need only to be aware of the placement

limitations they may have due to the Production Facilities they currently have and the P.U. values of the Territories
they are located in.

H.:EIL cniel 1T Fh asc

The Placement Phase for T.W.W. is slightly more complex than that of a standard game. Within T.W.W. there are a number
0f different production facilities that each build specific groups of unit types as well as other constructions that may
be built without any production facility. Flease refer to the "Unit Description & Special Abilities" section immediately
below, as well as the "Unit Chart" (page 5) for further explainations of how game-play is affected.

Technology Activation Phase

Although players conduct Research & Development at the start of their turn any successful R&D advancements only
activate at the end of the players current turn. Therefore the timely achievement of certain advancements can have

a significant effect on both offensive and defensive strategies. Examining the Research and Development Chart (page 11)
will provide the necessary information to formulating a game plan that compliments your intended strategy for the game.

UniT DesripTion & Special AbiliTies

TMPORTANT NOTE! T.W.W. uses a 12 sided die for all combat resolution.

R B R k. k. E Kk __E __E__E ]
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Infantry (Inf.): Basic land unit. Cost effective. [ f§ Advanced Tactical Bomber (Adv.Tact. Bmbr): Air unit,
Supportable. %ﬁ scrambles, intercepts. Gains full movement from A.F.
& Supports Tanks on Att. & Def. Bombs Truck & Material.

5 |

Alpine Infantry (Alp. Inf.): Land unit bonuses for .itr:.ate,gic Bomber (Strat. Bmbr.): Air unit, Gains full
Iu:l.*‘s ¥ Mountain terrain. Supportable. movement from A.F. Strat Bombing unit. L?: 5 Dam.
Iwi:.ag_.- only bomb production facilities.

Heavy Strategic Bomber (Hvy. Stat. Bmbr.): Air unit,
gains full movement from A.F. Strat. Bombing unit
(6-15 Dam.) May only bomb production facilities.

& Combat Engineer (C.E.): Land unit. Constructs all
Production Facilities and Defensive Structures. %

= =

Marine (Mar.): Land unit, bonuses for coast & n.): Naval unit, may move other units

_.-"
Transport (Tran.)
& Island terrain. Suppeortable. Can Amph. Assault % during Combat & Non-Combat movement phase.
from start of game. Does not stop enemy naval movement.

Submarine (Sub.): Waval unit, receives "first strike"
roll duing all combat. Does not stop enemy naval
moves & may pass all enemy units. "F.3.'def. vs. DD(@3)

B Faratrooper (Para.): Land unit, bonuses for Air-
2 drop. Supportable. Can Air-drop into combat from
& start of game.

(6= | &

Artillery (Art.):
& types on Attack.

= & |

& roll duing all combat. Does not stop enemy naval
movement & may pass all enemy units)'F.5."'def. vs. DD(@6)

Land unit, sapports all inf. A l :[i Submarine (Sub.): Naval unit, receives "first strike"

Heavy Artillery (Hvy. Art.): Land unit, supports & Destroyer (D.D.): Naval unit, stops enemy sub. movement.

all inf. types on Attack. %& Stops "Submerge" ability of sub. Enables all naval &
& aircraft to Att. sub.

Anti Tank “}u.. (A Fun): Land unit, receives ‘A @ Heavy Destroyer (H.D.D.): Naval unit, stops enemy sub.
"first strike"” roll vs. Tank & Mech. Inf. while A movement. Stops "Submerge"” ability of sub. Enables
derending. & all naval & aircraft to Att. sub.
Anti Aircraft Gun (A.A. Gun): Land unit, receives A Cruiser (C.Y.): Naval unit, conducts "Bombard” Att.

. = 7 . i) -
"first strike"” roll vs. Aircraft. Has no movement, S during Amph. Assault.
must be moved by truck.
Truck: Land unit, may move other units during Hull: Naval unit, preliminary unit for constructing
Non-Combat movement phase. é Battleship & Aircraft Carrier. Cannot move.
CAPTURABLE! BOMEBABLE! (1 H.P.) No combat StTE“Etu.

Mechanized Infantry (Mech. Inf.): Land unit,
supportable. May non-=combat move Inf., Art., A.A.
and Material.

Battleship (B.B.): Naval unit, conducts "Bombard" Att.
during Amph. Assault. (2 H.P. unit)

t Carrier (A.C.):
ig

rhters.

Mobile Artillery (Mob. Art.): Land unit, supports
Inf. & Mech. Inf. on Att.

Naval unit, carries upto 2

Tank: Land unit, "Blitz" ability through Plains
& Hills terr. Supportable.

Entrenchment (Trench): Land unit, defensive structure
supports Inf. 1:2 (+1 Def.) Can be built in any terr.
held for 1 turn. Max. 1 construction/terr./turn.

T 1 T I s B I v 2 = !
Heavy Tank (Hvy. Tank): Land unit, "Blitz" ability X Fortification (Fort.): Land unit, defensive structure
through Flains & 111;;5 terr. Supportable. % support Inf. 1:3 (+2 Def.) Can be built in any terr.
r s L " i
containing Trench. Max. 1 construction/terr./turn.

Material (Mat.): Land unit, used by C.E. to build
all Prod. Facilities & Def. struct. Has no move,
moved by truck. CAPTURABLE! BOMBABLE! (1 H.P.)

Barracks (Brks.): Proiduction Facility, produces all
Inf. Produce to terr. F.U. minus other prod. Changes to
1l Mat. if captured. 2 P.'J. téerr. minimum.

Alr Transport (Air Tran.): Air unit, may carry a

-1

ory (F.): Production Facility, produces all non-Inf.

t
& variety of units (2 capacity). land units. Produce to terr. P.U. minus other prod.
Do Changes to 1 Mat. if captured. 2 P.U. terr. minimum.
V4 & Rocket (Rkt.): Air Unit, "suicide” Strat. Bombing [ Docks (D.): Production Facility, produces all naval
S unit. Must be lauched from Air Field. Has no %f:g ' units. Froduce to terr. P.U. minus other prod.
& ground movement, moved by Truck. Changes to 1 Mat. if captured.
Af Advanced Rocket (Adv. Rkt.): Adir unit, "suicide” Alrcraft Plant (A.P.): Production Facility, produces all
i Strat. Bombing unit. Launched from A.F. Has no ’ aircraft units. Prm_.u:e t0o terr. PuU. minus other prod.
& cround movement, moved by truck. < s Changes t0 1 Mat. if captured. 35 P.U. terr. minimum.
E ’ 4 £ E
3 Pighter (Fgt.): Air unit, scrambles, intercepts, [ Air Field (A.F.): Enables full movement for aircraft.
5 escorts. 3ains full movement from A.F. Q& Enables 2 aircraft to Defensive scramble. Up to 3 A.F.
& per terr. Destroyed if captured.
2 @ Advanced Fighter (Adv. Fgt.): Air unit, scrambles, | g Research Center (R.C.): Production Facility, produces 3
*‘w [i intercepts, escorts. Gains full movement from A.F. @ 'T'EH.u. Tokens per turn. Maximun 3 per team. 3 P.U. terr.

minimum. CAPTURABLE!

A Naval Fighter (N. Fgt.): Air unit, bonuses for
% & coast & sea terr. Scrambles, intercepts. Gains
full movement from A.F. & A.C.C. Indj;cﬂtfa‘changeg - _
fi Advanced Naval Fighter (Adv. N. Fgt.): Air unit, hE&n made E‘D“:'-:a:‘-._
@ bon L1S€S coast & sea terr. Scrambles, intercepts. P.‘re e :
& Gains full movement from A.F. & A.C.C. - - ..f_i“u_f Iﬁf’ﬂiﬂn!!u!
3 Tactical Bomber (Tact. Bmbr): Airanit, scrambles,
% Jy intercepts. Gains full movement from A.F.

Supports Tanks on Att. Bombs Truck & Material.

Indicates unit is new or operates differently @ Indicates unit is released after R&D & Tier 1 R&D improvements
A Tier 2 R4D improvements & Tier 3 R&D improvements

Tq--'lﬁlrt-'lﬁqu- 2._." Pﬂge E'




Unit Type

L Alreviation)

ATt

=

Def

F.L

Coot

Transport
CooT o Capaaty

b * - _iljl_tlg.a
"EEI-I-. Eﬂde Eing: R

Inf. unit, Lamd,

[.Ill.i-'I'i :}Llr.l.]

Anti=Aircraft Gun
{
(A.A.

A\

Land & Sea Transportable

"Pirst Strike" @ Aircraft (rolled @ 2 or

Fy *
f Ingan?ry 2 8 i S 2 Supported by Art., entrenchmernroes
Inf.] fortification.
IInf. unit, Land, Sea Transportable,
Alpine Infaniry 1/ = { Supported by Art., entrenchment & Fort.
(Alp. Inf.)
Inf. unit, Land, Sea Transportable.
{ Combat Engineer 2 3 i Supported by Art., entrenchment & Port.
i -
LE--."J-Il
Inf. unit, Land, Sea Transportable.
. Marine 2 8 i Supported by Art.; entrenchment & Fort.
(Mar. Can Amphibious Assault & game start!
Inf. unit, Land, Sea % Air Transportable.
Faratrooper 2 8 i Supported by Art., entrenchment & Fort.
(Para.) Can Airdrop into Combat @ game start!
Land & Sea Transportable.
g— Artillery @ 3 3 j Supports Inf. 1:1 (+1 Att.)%
(ATt.)
Hi]_:- Land & Sea Transportable.
Heavy Artillery & 4 1 = Supports Inf. unit 1:1 (Att. +2)%
(Hvy. Art.) E@ - &E-H Supports Inf. unit 1:1 (Def. +1)%
Land & Sea Transportable. "Pirst Strike"
._% Anti-Tank Gun 1 g 1 ® Tanks & Mech. Inf.(2 or less) on Def.

qun) less). Reguires Truck toc move,
Land Transport unit.
Truck - - Land & Sea Transportable. Non-combat

moves only. CAPTURAELE! BOMBAEBLE!

Mechanized Inf.
(Mech. Inf.)

Mobile Artillery
(M. Art.)

Sea Transportable.
Supported by Tanks & Moblle Art.
May transport 1L unit in non-combat.

Tank

Heavy Tank
[H?Fl 'Ilﬂnk]

| O] | W

| =W | W

AT I AN T AN B L

Material
[:ETEI.EJ

Sea Tranportable. Supports Mech. Inf. 1:1
(+1 Att. & Def.)."Pirst Strike" @ Mech.Inf.
Tanks & Hvy. Tanks @ % or less on Def.

SJea Tranportable.
Supported by Tact. Bomber.
Can BELITZ through plains & hills.

Sea Transportable. 2 HIT UNIT.
Supported by Tact. Bomber.
Repaired @ Pactory. No Blitz ability!

Land, Air & Sea Transportable.
Requires Truck to move. Reguired to
bulld structures. CAPTURAELE!BOMEAELE!

Alir Transport

(Air Tran.) E@'

-+

-

NN OO RO RN I RN ITRN O N TN N R

Air Transport unit.
Must originate at A.F. for full range.

SIEN] ©

ﬁﬁrw@iwﬁ%w

Rocket 1 < rhd =S
(Rlkt.) £ 51
Advanced Rocket = - 'ﬁ > s
(Adv. Rkt.) +4 5T,
Fighter 5 6 » L
[F’gu-] T LB

Land transportable. Launches from A.F.
Kamikaze Bombing unit. (2-4 Damage)
Requires Truck to move,

Land transportable. Launches from A.P.
Kamikaze Bombing unit. (4-10 Damage)
Regquires Truck to move during N.C.

pacorts,
Must originate at A.F. for
Intercepts rockets with A.A. str

intercepts & scrambles.
full range.
1ke @ l.

Advanced Fighter

-+

k
I

VIS

-

Escorts, intercepts & scrambles.
Must originate at A.F. for full range.

g
(Adv. Fgt.) Intercepts Rkt & Adv. Rkt. A.A. stk. @ 2.
Intercepts % scrambles.
Naval Fighter 4 5 #2. . I Must originate at A.F. or A.C. for full
(N. Pgt.) TL AT range,
Advanced Naval 2 Intercepts & scrambles.
Fighter 7 k- I Must originate at A.F. or A.C. for full
(Adv. N. Fgt.) TR range.

Tactical Bomber

Rl erlalw|~vy|[lo|S8([ca|an|jo([NMN|[R]|R|[ON|[R]|R|B|[R]|R

Scrambles. Strat. bombing mat. & Trucks.

Supports Tanks 1:1 (+1 Att.).#%

&\0 35 o

| | =

(Tact. Bmbr.) 3 Air) +3 AT, Must originate at A.F. for full range.
AAdvanced Tactical 2 Scrambles. Strat. bombing mat. & Trucks.
Eomber gI;' H gy P 14- - I- ; Supports Tanks 1:2 (+1 Att.) & 1:1 (+1 Def.).
(Adv. Tact. Bmbr. E@fﬁ fir) 72 Tl:n “H_:u Must originate at A.F. for full range.
_ Strat. bombing unit. (3-8 Damage)
Strategic Bomber 8 1 2 IS - Targets structures only! 1
o [ D o — i« A Y s = l._ [l &= . : 5
\3trat, Smor. [ 1 fr) T T Must originate at A.F. for full range.
Hv':'r' strat' BGthIﬂ 5 2 HE—F_AQ.IIIH]-I Strat. bDD’.biﬂE 1nit. [5—12 DEEEEE]
_ i 8 3 s 15 ~ ASTEH RAD Targeta structures only!
@ (dvy. strat. Boor.) ( B fir) 6 AT ._,__,, J Must originate at A.F. for full range.
Sea Transport unit.Can only particlipate]
Sea Transport = i 2 7 5 in naval Att. if conducting Amph. Assault,
(Tran.) Does not stop enemy movement.
_ 1 "Pirst Strike" attack ability.
% Submarine 4 5 A4, 2 ? = Submerge ability.
(Sut.) e DL Does not stop enemy movement.
=T "Pirast Strike" attack ability.
%Advanced Submarine é 5%;# 2 ﬁf s |H"'1LA‘SHJ Ty Submerge ability, o
(Adv. Sub.) e Ll ..EE-”} REDJ Does not stop enemy movement.
Naval unit.
Destroyer 3 3 7 g =)
(D.D.)
A - e E_ﬁBl:ﬂ-I » sub=-Destroyer unilt. Must be present to
Heavy Destroyer = 5 ", 10 - FHE! = attack submarines & nullifies submerge
(H.D.D.) N'H:-!:J- H'EH_J : ability. Stops sub. movement.
= Shore Bombard unit. (Att. @ 3)
— -
wIAlael 3mrdf 6 2 12 i
(C.v.) @3
Freliminary unit for Battleship &
Hull e {9 ~ 12 ~ Alrcraft Carrier.
Is consumed for finished unit.
; 7 Shore Bombard unit. (Att. @ 6)
Battleship B g’ 2 m - 2 HIT UNIT. Repaired in 35.Z. adjacent to
(5. 5.] @ & Docks @ start of turn. 2 HIT UNIT.
= . - Carries Naval Flghter unitas.
Carrier - i N.P. with £ _—re
- i 3 2 2 Frovides N.F. with full range.
S
_. 3 mnt h " -‘ = Supports Inf. 1:2 (+1 Def.)#3/Terr. Max.
g = & o) = 1 iy Limit of 1 construction per Terr. per
R e (Trench) Turn. Repaired if C.E. present @ Start.
% -y ; Supports Inf. 1:3 (+2 Def.)#% 3/Terr. Max,
S Fortification . 10 = 1 = Limit of 1 construction per Terr. per
&& (Fort.) i @ Turn. Repaired if C.E. present (@ Start.
: Froduces Inf. units to Ter“ P.U. minus
Barracks - - - 1 = any other prod. BOMBABLE
Brks.) Becomes 1 Mat. if captu.re:L Max. Dam. 12
Produces units to Terr. P.U. minus
Factory - - - I - any other prod. BOMBARBLE' Repairs til8
(F.) Becomes 1 Mat. 1f captured. Max. Dam. 12
T
N Produces units to Terr. P.U. minus
% ,%;I Docks . = = I { = any other prod. BOMBABLE! Operates til8
' (D.) Fecomes 1 Mat. if captured. Max. Dam. 12

Aircraft FPlant?
(A.P.)

A2
F—q

Airfield
(4.F.)

Froduces units to Terr. P.U. minus
any other prod. BOMEBAELE!

Becomes 1 Mat. if captured. Max. Dam. 12

Enables full movement for aircraft.
BOMEABLE! Max. Dam. B, operates til §
Enables 2 aircraft scramble.

Research Center

i e
LR R

(e

Generates 5 Tech. Tokens per turn.
BEOMEBEARLE! Max Dam. 12, Qperates until
destroyed. CAPTURAERLE!

.

unit support T
provides support to on
T WeWe 2.7

e
i
| -

EUres
e 3

* II':TPGETAHT NOTE!
|

are provided
upported unit (revcelving).

a3 4

Therefore

TW.W. uses a 12 sided die for all combat
ratio. a support ratio of

1:2 would mean one supporting unit provides support to 2 units, etc.

resolution.

B Provides support.
means one

supporting unit (giving)

Page 6




UniT Support Effects

\

Indicates changes Zawe

T B B O I I

— o —

been made 8ince .=

e I O R

T.W.W. shares many “support features"” that players may be familiar with in more common turn baesed strategy games.

However there are several key differences that should be noted.

come into play during the course of a game.

within the game.

Due to the complexity of T.W.W. there are 2 factors that

The first involves the direct support that units receive from other units

As there are several new and altered units the support structure has changed somewhat.
more significant aspect, is the "support” that units receive from the Terrain in which any given unit(s) occupy.

The second, and
The

following section of this manual is dedicated to outlininng and explaining both types of support to better prepare you

for battle.

UniT: Support

The types of unit support within T.W.W. are designed in keeping with other turn based strategy games.

shall outline the specific relationships in detail...

BasIiC SUPFORT

IMFP. SUPFORT

ADV. SUPFORT

?"‘ Artillery
(Art.)

+1 &t 1 1 Batio %

+1 Def 1 1 Ratio {ﬂp-}

)

Heavy Artillery

+2 At 1 2 Ratio {Adv-}
- ] i Art-

-1 10 1 % -

q_Leﬁirt Ratio &

(Hvy. ATt.)
Entrenchment +1 Def. 11 2 Ratio +1 Def: 11 2 Ratio ‘S‘:F}
(Trench) (+2 LEP‘" Total) &
-:_..-' - al 'fr - ] -:__’. -~ ] _’. . ’ i
§== Portification td Lefi 113 Ratio H if#r 3 Tﬁsﬂﬁo ggr-}
- (For 5.) (+8 Lef Total) " g

Air Transport
{Air Tran.)

+1 At 1! 1 Ratio {Spec-} -

W.F

Mobile Artillery

+1 Att 1 1 Ratio
+1 Def 1! 1 Ratio

+1 a6 1 1 Ratio {Adu.'r

I"u’le_ﬁh,

VA

Hov. A75 (+2 4 Totd) "3
Tank Tank A

&

%Mﬂbile Artillery
(Mob. Art.)

% Tactical BEomber
(Pact. Bmbr.)

+1 &t 1! 1 Ratio

+1Def 1! 1 E’ﬁﬁb{lmp-}
Tact.
N

%ﬁ.d?aﬂced Tactical
Eomber
(Adv. Tact. Bmbr.) A

# All unit support figures are provided as

provides support to one supported unit (revceiving).

a ratio.

The following chart

Infantry

(Inf.)

Alpine Infantry
{Alp. Inf.}

Combat Engineer

i w
L Do

Marine
(Mar.)

Faratrooper
(Para.)

e 2 Tt 2

FParatrooper
(Para.)

&

Mechanized Inf.
(Mech. Inf.)

2

Tank

el

Heavy Tank
(Hvy. Tank)

Therefore a support ratio of 1:1 means one supporting unit (giving)
1:2 would mean one supporting unit provides support to 2 units, etc.

While the support functions'from unit to unit are fairly straight forward, the only detail that is important to you as the
player is that all support is given to the unit with the strongest Att. or Def. value first and then moves down through any

other units that are also present.

The game engine chooses the priority of unit support AFTER Terrain Modifiers have

added so while playing you need only be aware of which units are providing support (and improving other units) while
choosing casualties during battle.

Terrain "Support”

While strictly speaking Terrain does not actually provide support to any units, it does affect almost every unit during

battle.

Due to the vast number of units and terrain combinations it would be impossible to detail all of the effects here.

You will need to examine the Terrain Effects Chart located on page 8 in order to get a full understanding of the dramatic
role it plays during the course of a game.

Your success or failure will be directly linked to your ability to maneuver
units into territories that offer you the best advantage on both offense and defense.

)



A significant aspect of T.W.W. is the inclusion of different terrain types to the map.
( 8 plus "plains” ,
differing degrees of effect on Attack & Defense values of your units.

represented on the -map

Terrain Effects.

e

OP pPrIoRITY

I '

) &

which

=

is the

INTELLIGENCE

that

There are 9 different terrains
baseline for all other unit modifications ) each have

Every single territory on the map has one or more

terrain modifier attached to it and since these effects are CUMULATIVE, it is critical that you pay attention to them as

you plan your purchases and move units across the map.

S0 plan ahead

they suit the requirements of your current and future battle fronts.

when building and moving units to ensure that

The complete 1list of effects are as follows...

Unit Type

L Alreviation )

Lo dified
ALT Def

23

NERE

Y

EEINR

=

__Hills

N ount A

]

[orect

Junigle

Infantry

(Inf.)

2/8

0/0

-1 /41

0 /+1

-1 /4

Alpine Infantiry
(Alp. Inf.)

2/ 3

0/0

SR,

+ /H

+1 /42

Combat Engineer

i '_,1'|

Lorm Law

A

0/0

-1/+1

0 /+1

-1 /41

Marine
(Mar.)

2/3

0/0

+1 /+2

0/+!

-1 /41

Paratrooper
(Para.)

2/38

0/0

-1 /41

0 /+1

1 /4

Artillery
(AT t.)

a5

3/8

0 /+1

2/+2

0/+1

1 2

Heavy Artillery

(Hvy. Art.) f@'

6/ 4

0 /+1

-3 /8

0 /+1

1 /43

Anti-Tank Gun
[J!I.I'I'l :}Llr.l.]

a5

1/8

0/0

0/+1

-1/ 0

Anti=-Aircraft Gun
(A.A. Gun)

4

-/0

- /+1

=44

Truck

-/..

-/-

-/-

Mechanized Inf.
(Mech. Inf.)

3/8

0/+1

1/ 0

0/0

0/0

Mobile Artillery

(Mob. Art.) EE:'

Akl BNE A (g Tl 2l

5/8

0 /+!

4 /42

0 /+1

-1 /-1

2/

=
i
]
hy

o5

6/4

0 /+1

-2/#

-2/

12

Zaf w2

Heavy Tank
[H?Fl 'I'E.HRJ

£/6

0 /+1

-3/+1

-3/

-2/-2

3154

Material
[:ETEI.EJ

_Hf_

../..

_ff_

Air Transport
(Air Tran.)

1/0

0/0

-1/ 0

0/0

-1/ 0

70

Rocket

f i
\HET.)

iy

Ofas

ﬁ£/~.

Advanced Rocket
(4dv. Rkt.)

3/ -

O.f=

-3/+

o8 s

<

SR

-3/-

A ¢ L

5/6

1/ A

-z’_’/-z’_’ﬁ3

1/ 0

P g

-1/-1

-1/1

-1/-1

_' * Advanced Fighter
. - (Adv. Fgt.)

£/9

2/2 5

3/-34

g

B2

-Z/8

-2 Jrd

/2

Naval Fighter

f 4
I_T']l FE '-'l]

4/56

+1 /-Hf&

+2/+2&

1/0

-2 bl

T

=L /&

Advanced Naval

Fighter
(Adv. N. Pgt.)

7/ 8

0/0 A

2/-1

BN

R

g <

Tactical Bomber

(Tact. Bmbr.) @

6/5

0/0

L

=8 =

L

) v

Advanced Tactical
Fomber
(Adv. Tact. Bmbr.) E@'

1/6

0/0

2/2

4/-3

Ses

-8/-8

Strategic Bomber

e P i )
(3trat. Bmbr.)

3/1

0/0

0/0

-2 /-1

-1 /-1

-1 /-1

Hvy. Strat. Bomber
(Hvy. Strat. Bmbr.)

s

0/0

0/0

=i

S

T a4

R Entrenchment
(Trench)

o5

-/5

-/+2

§=7 rortification
U (Fort.)

-/10

.Y

- /+2

Unit Type

L Alreviation)

Lo dified
ALT Def

]

N ount A

Definitions for chart:

IMPORTANT NOTE'!' T.W.W. uses a 12 sided die for all combat resoclution. E@] Provides supporg:

R R R R R S S R SR S e .

Special Notes & Retninders

Once you have had the opportunity to closely examine the map in detail, it should become appafent_ihat certain areas of
the map have significant natural features that make them

ocbstacle to an attacking

against.

army.

( = ) indicates no value for unit,
value for defined unit, (= # ) indicates a terrain penalty to unmodified Attack or Defense value for the defing@iigit.

either an emmense

|
l

asset as a defensive position,
some of these areas will either force you to create armies specifically
overcome them, or force you to look for ways to circumvent your enemies position.

el

or

(+ #) indicates a terrain bonus to unmodified Attack or Defense

TOP PRIORITY

“NCi=

INTELLIGH

h'-.

a huge

designed 1o

The reality for you as a player is
that some terrain types and combinations of terrain types create a natural obstacle to, effectively wage an offensive

A player may try to produce units that are best suited to fighting in those given conditions, however under

most circumstances there should be the expectation of sustaining HEAVY CASUALTIES when attempting to dislodge an

entrenched enemy from any such position.

Ensure you take terrain into consideration when planning and be sure to

utilize the EBattle Calculator asitnow has the ability to account for the terrain effects within the game!

TeWeW. 2.7
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Lend & Lease Features
Allied-Russian Lend & Lease E¢e

During W.W. II the Allies relled extensively on the trade of resources and military equipment in an eff
well supplied armies in the different theatre's of the war. With this in mind, T.W.W. has included this
effort to both; enhance game-=play with a dynamic new feature, as well as t0 pay homage to historical accu

) is to provide a method where-by the United State
-
k)

function of Lend & Lease (referred to as L&L as an abreviation) y
Britain [rﬂinurq included) may "give" specific units to the Russians as they try to stem the advance of the
the West and Japanese in the East.

D At A "4 " " T W

t_.u_r-—lli

Lend & Lease territories are clearly marked on the map by a small star

=
encompassed by a red and green arrow with national flags imbedded, please

w
711

see attached photo (fig. 1). These territories are! Murmansk, Archangel, ® Verkhne Kolymsk
F:Jster Iran and the Soviet Far East. These territories represent the
ONLY locations where non-Russian units can be transferred to Russian
control. These territories also represent the ONLY Russian Territories
that Al ied forces may enter while they are still in Russlian control

Lo

(This is covered in further detail in "Special Territory"” Rules Section).

For L&L purposes any Allied Team simply needs t0 move units into the
above mentioned territories during the course of their turn. While the
Allies may land any type of thelr units into the L&L Territories,"only
certain unit types will change t0 Russian comtrol. These units ane as
follows...

J J Artillery
(Art.)
other major component pertaining to L&L is the quantity of units

nh
th:.at Ruseia may gain control of each turn ' for every L&L territvory. The (ReTofl prioTo To Dewa tfatfia
Russian player (during the End Turn phase of the "giving" nations turn)

Lo

Anti=Tank Gun
(A.T. Gun)

Anti=Alircraft Gun
(AA. Gun)

Material
(Mat.)

i
1 — vV wuvwuws
shall automatically gain control of: A\ "E""’.""""

_E._E.:_:l_ ng each type from each Al!._ ed team, per territor .I’ per turn.

e —————— — -—--:) ® Verkhne Kolymsk
Therefore it 1s in the Allies beat inteffest to get a variety of L&L units
into L&l territories each turn rather than multiples of a single unit,

as it will take successive turns for Russia to absorb them into their

ranks.

As an example please refer to the attached photograph (fig.”2). In the
situation'pictured, the British have managed to land; 1 Artillery,

l A.A. Gun, 1 A.T. Gun, 1 Tank, 1 Truek and a Material. JDuring the same

b

_ turn the Americans have also managed to land 5 tanks. Therefore

at the end of each nations turn the Russians would have possession of}

d A.A. Gun, 1 A.T. Gan, 2 T:an}:s (1 British and 1 American),1l

ruck and a Material in the Soviet Far East. The remaining 2 American
h be absorbed by Russia one at a time over the next 2

S
merican turns, provided they wgre left there by The American player.

It is important to note that landing multiples 0of the same unit or non
L&L eligitle units may be of strategiec value to the Allied war effort
as those units could still be used by the original team toj sustain non-
Russian casualties during attacks on the Territory by the Axis, Liberate
other adjacent Axis controlled Russian territories, or used to attacl
other Axis controlled territories via tranports as Amphibous Assaults.

: g > (Beco
Atnerican-Pritish Lend & Lease &

A=A A "4 A A VA WL WL Wg Wg Wa Wa Wy W
The second part of the Allied Lend &% Lease program involves the Unlted —
States and Britian. The L&L program for these two teams is ldentical f"’
to the preceeding sectionjbut is a mueh simpler arrangement. The

United States may choose to provide Pl"ltiilu with any combat aircraft
throughout the course of the game. This is done via "the territuries of Genrgel?.iver
Labrador located in Eastern at is marked with another LiL

L
symbol, please refer to attached pho (fig. 3) and Queensland Australia. B

t
to
The United States has the ability to transfer only 1l aircraft per turn
PER L&L TERRITORY to Pr1t=1“ if it chooses. Similar to the Russian L&L,
the T.S5. simply lands the aircraft of its choosing in either territory.

-

At the end of the turn tue anit will tramsfer to British ownership, ready
to fight in the war against the Axis.

If the TU.5. lands more than one type of alrCraft in Labrador on any
given turn, the game will simply choose the unit of highest walue. ‘The
remainder of units will remain under American contrcl unless they are
left in the territory on subsequent turns.

G il
i

Alreraft available for L&L to Britain...

Alr Transport Tactical Bomber
(Alr Tran.) LY (ract. Bmbr.)
Fighter Strategic Bomber
(Pgt.) - (Strat. Embr.)
Naval Fighter
{Hi th-]

TW.Ws 2.7
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Allied-Chinese Lend & Lease  &¥e S
T.W.W. now allows the Allied powers to provide units to the Chinese. Similar
t0 the preceeding sections this 1s done by moving units into the terrigory
of Bastern Szechwan |refer to.Flig. 1) on their respective turns. Britaln and
the United States may glive.l of each nunit type to the Chinese per turn
excluding Trucks and materials which have no limit restrictions. Provided
telow is a-list of the units available for Lend & -Lease to the Chinese.

g J Artillery $ Truck
(Art.)

g’ ?. Anti-=Tank %un Tank

: (A.T. Gun)

5 5 Anti=Aircraft Gun Material
(A.A. Gun) (Mat.)

T |

In addition to these units the Allied Powers (Britain and the United States)
may also provide the Chinese with 1 air unit per turn. Both powers may
provide the Chinese with a Fighter or Tactlieal Bomber per turn through the
territory of Eastern Szechwan.

Fighter Tactical Bomber
(Fgt.) % (Tact. Bmbr.)

oince the addition o the Lend & Lease function for the Chinese represents
3 1l advantage to them, this does not come without a price. Please
refer to page 12 for the new rules governing Chimese territories.

Russian-Chinese Lend & Lease &%

Finally, the new version of T.W.W. also has a Russian-Chinese Lend & Lease
Fea 1

ature.~ Th nd and Lease territory for Russia is the territory of Altay

e L
\Refer to Fig. 2). This Lend and Lease,territory funections identically to

all others. Frovided below is the list of available units.

% Artillery g

(Art.)
,% Anti=-Tank Gun g Tank
' (A.T. Gun)

Truck

Anti=Aireraft Gun
(A.A. Gun)

Material
(Mat.)

hg ge 12 regarding the new rules for Chinese territories
as they also apply toc the the Russians.

FrVVVVVVVVVVVYVUVY VY

il

L]
Fort Hertz -

Lungling '
Myvitkyvina @ -/

T

(

Y e A A A A A T W |

1_.....-.--—.‘

“® “Buluntok

ALT AY
(@ Tahcheng
1 3

#;.

(F
Ne

] r;hiku rting




previous ¥ TE """

6 / ’
peclal Terrtory Kules

4 -
Within T.W.W. there are a number of special territory rules outside of the
ones mentioned 1in the preceding Lend & Lease section. During the game there
are a number of rules that govern the abilty of different teams to; enter
certain terr. of other nations, take possession of certain terr., earn income
from certain terr. already under a teams control. All of the permissions
and limitations are defined below. Since these rules ARE governed by the
game engine you therefore simply need to be aware of them as you plan your

strategy and execute your moves.

Mot her Russia & Allied Artnies

R 3
A

Due to the tenuous nature of the relationship between Stalin and the other & =% ® Yerevan
Allied forces of WW II there are some very specific rules regarding the P '_ \ gy
presence of Russian and Allled forces in any . given territory. With the ":‘i}l_ﬁ*..'_ J UR ‘{"
exception of the Lend & Lease Territories (please refer to the preceding "“h"ﬁ" ,_" \

section) and newly liberated Russian Territories, the Allies and Russian

forces may never occupy the same territory. HRussian forces
may not re—-enforce Allied territories and inversely Allied forces may not
re=enforce Russlan held territories. The only exceptions to this rule are;

1) Allied forces may move both Lend & Lease and non Lend & lease units

into L&L territories during their turn. L&L units will change to Russian 3 - { .;}
at the end of the turn while all other units will remain under the control ;:-'- Caz
of the original owner. . A _ i‘:t&!ﬁ'ﬂiumo R/

1

2) Allied units may enter original Russian territories if it is to liberate
them from Axis control. Any such territory shall return to Russian
control and the Allies will either need to move t0 any ajacent non RHussian
territory on its next turn or remain where they are. Allied units may
only move further into Russian territories if 1t is also to liberate them
from Axis control. If Allied units are moved into a territory and have no
adjacent territory that is available to them, then they will remain stranded
there until such time that a move is available to them.

e
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3) If Russia loses control of Moscow or has lost Stalingrad, Leningrad &
Novosibirsk to Axis aggression then Allied forces may move freely through
all Russian territories.

Scorched Earth Policy

Daring WWII Stalin was s0 resclute in resisting Axis invaders that he ordered
all crops burned and infrastructure sabotaged when regions«were lost. Due to
this extreme policy T.W.W. has included special rules toc rgpresent the measures
taken by the Soviets. During the game any territories lost to the Axis
contalning Froduction Facilities shall yeild no materials T0 the enemy.

Exiled Allies Tervitories and Protectorates

T.W.W. now contains the new national power of the Exiled Allies. This power
is meant to reflect the European nations of; Norway, France, Netherlands,
Denmark, Poland and Belgium. Since the starting date of the game 1is 1941l
all of these powers had already capitulated to Nazi Germany. However since
all of these nations continued to paticpate in the war, they have been
included as the Exiled Allies. There are several significant rules that
govern the Exiled Allies territories. These are covered below.

Crown Ocaupation

All territories marked with a Crown Occupation icon (refer to Fig. 2)
remain as a Posession of the Exiled Allies. However the P.U. for these
territories shall go to Britain. The Exiled Allies may build
preduction facilities in these territories (where permitted by the
requirements) while they are Crown Occupied territories. If these —

territories are lost to Axis aggression and subsequently liberated | S e e
T0OP  PRIORI Y

they shall become the full possession of the Exiled Allies and the]‘

F.U. generated will now be paid to them directly. ’l\!la—' l K,ﬂ
i JGENCE
Military Frotectorate ——

acﬁﬁmhuuuhuuup
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All territories marked with a Military Protectorate icon (refer to
Pig. 3) remain as possessions of the Exiled Allies. However while 1 r RSching
these territories remain as Military Protectorates no P.U. shall be - \_’
Fained by any nation. Instead the Military FProtectorates provide a /
bonus to the Minor Belligerents of Australia, Tndia and South Africa.
The structure of these bonuses are as follows...

*"'1

Protectorate

6 Protectorates held = 1 Mat. for Australia, India and South Africa
5%=4 Protectorates held = 1 Mat. for Australia & India
J=1 Frotectorates held = 1 Mat. for Australis

It 18 important to note that once lost and liberated all of the former
Military Protectorates will tecome the full possession of the Exiled
Allies and they shall now receive the F.U. for each Terr.

Minor Belligerent Expansion

Due t0 the limited Political and Military power of the Minor Belligerents
the game 1s designed to appropriate certain territories to the Minors should
they be captured by the Major Belligerents of the same Team. The list of
appropriatable territories for .each Minor is as follows...

Finlangd =—====== Western Karelia, Murmansk and Kola Feninsula.

Vichy France === Syria, French Central Africa, French Equitroial Africa.
BEYIt S————— Al Kufrah.

frajiland ==== PBurma, Malay.

Manciiria ==——==-= Vladivostok, Yakut, Eastern Mongolia, Khabarovskly Kray.

Exiled Allies =—-- French Guyana, Norway, Central Norway, Northern Norway
Denmark, Copenhagen, Low Countries, Paris, Northern France; Eastern France
Western France, Yichy France, Corsica, Morrocco, Algeria, South Western Algeria

Southern Algeria, Tunisia, West Africa, French West Africa, Eastern French Africa,

Gold Coast, Madigascar and French Indo-China. |
‘3 G
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China & the Allied Fowers

The territorial rules for China are identical to those for Russia. Allied
forces (inluding Russian) may only enter L&L territories or Axis controlled
territories of China. Tn turn-China may also not enter any territories of the
other Allied powers.

Also similarly to the preceeding section, the exemptions to*these rules are
as followS...

1) Allied forces may move both Lend & Lease and non Lend & lease units
into L&L territories during their turn. L&L units will change to Chinese
at the end of the turn while all other units will remain under the control
of the original owner.

2) Allied units may enter original Chinese territories if it is to liberate
them from Axis control. Any such territory shall return to Chinese
control and the Allies will either need to move 10 any adjacent non Chinese
territory on its next turn or remain where they are. Allied units may
only move further into Chinese territories if it is also to liberate them
from Axis control. If Allied units are moved into a territory and have no
adjacent territory that is available to them, then they will remain stranded
there until such time that a move is available to them.

3) If China looses control of both Chungking and Northern China to Axis
aggression then Allied forces may move freely through all Chinese

territories. ————————————————

— —

Vichy French Indo-China

Due to the complex relationship that existed between the Axis nations of
Japan and Yichy France, the territory of French Indo=-China is setup as
an occupied territory of Japan (refer to figure 1l). Similar to the rules
governing the Exiled Allies territories French Indo=China remains as a
Vichy posession. However as long as this territory remains a QOccupled
Protectorate of Japan the P.U. shall be collected by Japan.

If French Indo=China 1is captured by the Allies and subsiquently liberated
by Japan the territory will become the full posession of the Japanese Empire
allowing them to both collect the income and build produgtion facilities
there should they choose to do so.

Canals & Straits

In T.W.W. there are two different types of controlable water ways.

of the different waterways and the controlling territorties is as follows...

R R R R

Strait of Gibraltar
The Danish Straits
Strait of Bosphorus
Strait of Malacca

Panama Canal
Suez Canal

Fanama
Cairo & Sinai

[control Territories are marked with @)

A N e

San Bernardino & Surigao Straits

® Fowling

[

KWEIC

(Recon Photo to be attached here)

F'VOUVVVVVYVVVVVYVVUUVY VS

EIacOpation

~RENMNCH |INEEOC]

Canals and Straits~effer teams the ability to limit
the movement of enemy naval vessels provided that they retain control of a predetermined Terr. or Territories.
represent artificial waterways that exert complete control over naval movement.
narrow natural waterways that may be passed only by an oppositions submarines even if you have control of them.

Canals
Straits on the other hand represent

The list
-== Gibraltar
Copenhagen
-== Istanbul & Western Turkey
Malay & Sumatra
----- Fhilipine Islands

It is important to note that in order to be in contrel of either type of waterway a team must have posession of the

controlling Terr.(s) for one complete turn.
it shall remain closed to both teams until full control is gained.

In the event that opposing teams control 1 of the 2 territories of a water way
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NaTional Capitals A S

L. p— :"s.]:l-PrdFFn l :

All nations in T.W.W. have either one or two Capitals that represent the

economic center(s) for each individual nation. All national Capitals are n‘l:ﬂ:ern .‘
identified by a roundel of the national flag and a unique icon specific to

each power. 3Secondary Capitals are identified by a roundel of the national
flag only (refer to fig. 1). Similar to many other games these Captial
Territories represent the financial and organizational centers for a nation
and as such enable a team to collect income (P.U.) from all the territories in
its possession. Should any team lose their Capital Territory(s) during the

5,
Newcastle ®

course of the game all accumulated P.U. are immediately destroyed. % mhz*
e ———— _:' ‘ ‘..".“@ :.
It is important to note that within T.W.W. all P.U. are destroyed and that I T...:I"Manchester
no team may capture enemy P.U. at any point.
“_-___ - R - -
. L -

Due to the complex nature of unit production within T.W.W. the game has been
designed with some unique features that relate to the liberation of a
National Capital Territory. The following section shall discuss the
situation and the impact it has on game-play.

Major- Belligerent s @a@%@@@@ @& ER

Since each nation in T.W.W. requires Production Facilities in order to produce . B

anits, a new feature has been added to the game to ensure that unit production ' , :-'
is possible even after a national capital has been lost. In the event that a :
nation has lost its Caplital Territory then it will reveive 1l Combat Engineer
and a Factory immediately following the liberation of the territory. This

- - - . . . .

liberated for any Major Belligerent as a means of ensuring that any such

nation still has the ability to build itself back up. It should be noted that S (WyuwvwvwvwuLvwVUVLVVVVIWVA
if a nation has multiple national capitals that both need to be lost in order :
for that nation to receive the free allotment. If both capitals have been lost
then the first Caplital Territory to be liberated shall recelve the allotment.
In the event both are liberated in the same turn the Primary Capital shall
receive the allotment. .

ahq:r'jﬂ

NOTE: All unit allotments occur at the start of the turn for the Nation who
has had its Capital Territory Liberated. If a nation is liberating its own
Capital Territory the unit Allotment shall happen at the start of :|.t5

o ‘-‘FQ’ Luca:.ﬂt:'.'

following turn. * |' iop PI:K)IQII y
ANTELLIGENC l-

—— e — T —

NOTE: If a nation has two Capital Territories then both must be lost

before that nation has its P.U. destroyed (refer to figure 2). In the event
that both have been captured then the first Capital Territory to be liberated
shall recieve the unit allotment (Refer to Iigure 3).

NOTE: A National Capital Territory may be liberated by either the nations own

units or those of any Allied Hatlﬂn.
Mitor Belligerent s @@ IO @@@;@

Due to the fact that Minor Belligerents are controlled by the assoclated
Major Belligerent, they do not recieve any free units following the
liberation of their National Capital Territory. The controlling Major
Belligerent must use its resources to re-establish any and all Production
Facilities.

NeuTral Nations é ‘ & @ —

Neutral are NOW INCLUDED in the automatic allotment of free units in the event

- N N N N N N = =

that its national capital has been lost and subsiquently liberated. As with

its capital liberated. The unit allotment will be identical to that of the
Major Belligerents, 1 Combat Engineer and 1 Factory.

Units Britain
recelives following
the liveration of
the kapital

ff _..;@ “F‘ I =




Research & Development R e i g

It is important to note that all individual research advancements beyond the first tier are accessable only if the
prerequisite(s) has been acheived. Any technology that has multiple arrows pointing to it require those preceding techs
to already have been achelived prior to it being an available tech for research. S0 plan all your advancements carefully
toc ensure you gain tactical advantages as you move up the chart to your desired goal.

Please refer to the Turn Sequence section on page 5 for a full description of the R&D process.

é Tier 1 3 Tler 2 & Tier 3
GROUND WARFARE TECHNOLOGY TREE

Specigl narfare
-Enables Amphibious Assault for
all non-Marine infantry units.

+1 Att. Marine on Amph. Ass.

+71 Aft. Faratrooper on Air-drop

+1 Att. Alpine in Hills & Mtn.

+1 Att. C.E.in Urban

loproved Taines
+71 Def for Tanks.
-Tanks support Mech. Inf. +1 Att. 1:1

Improved Artillery
-Atillery support all Inf. +1 on Def.
1:1.

'lij-'l“ﬂr‘-'E-" Special Warfare

-Enables all national Minor Belligerents
to construct all Inf. unit types.
+1 Aft. for Marines

+1 Def. for Paratroopers

+1 Aft. for Alpine

1 Att. for Combat Engineer

Improved Mechanization
+1 Def. for Mech. Inf.
-izan Blitz with Tanks

Self FPropelled Artillery
-Enables Mobile Arillery construction.

Gt

pAdvanced Artillery
-Enables Heavy Artillery construction.
-Hvy. Art. support Inf. 1:2 on Att. +1

-Hvy. Art. support Inf. 1:1 on Def. +1

' Advanced Specilal '.'.'a'.-*:"a.:‘e‘

-Enables Amph. Ass. for A, AT. Gun,
Hwy. Art., Mobile Art. Mech. Inf. & Tanks.
+1 Def. for Marine on Coast & Island
+71 Aft. far Paratrooper an Air-drop

+1 Def. for Alpine on Hill & Ktn.

+1 Def for C.E. an Urban

pdvanced Mechanilzation
-Mech. Inf. May Blitz alone.

+1 Att. for Mech. Inf.

-Mab. At support Mech. Inf. & Tanks
+1 Att. 1:1.

i
- F

rdvanced Tanks
-Enables Heavy Tank construction.
-Tanks support Mech. Inf. +1 Def. 1.

d Tier 1l

A Tier 2

ROCkets
-Enables Rocket construction.

"l.h‘-

ST P e
+1 Aft. & Def. for Fighters & Maval
Fighters (Air battles included)

=

roved strat. tombers
for Strat. Bombers
0 damage for Bombing.

mp

AR WARFARE TECKH

from Airfield.

Increased Pilghter Rang
+1 movement for all Fighter a|r|::raﬂ

Improved Tact. Bombers
+1 Alt. for Tact. Bombers (Air battles
included)

-Tact. support Tanks 1:1 on Def. +

Increased Tact. Bmb. Range
+1 mavement for all Tactical Bomber
aircraft.

Improved=fockets
+71 Att. for Rockets (Damage 3-6)
+1 movement for Rockets originating

increased Str. Bmb. Range
+1 movement for all Strategic Bomber
aircraft. (Air Tranports included)

INOLOGY TREE

idvanced Flgnters
-Enables Adv. Fighter construction.
-Enables Adv. Maval Fighter

tdvanced ﬁms
-Enables Advanced Rocket
construction. :

construction.

dvanced Tach. SOMOErS ‘
Enahles Ady. Tact. construction. —

rAvaNCE St TRt ROmoeTs
-Enables Heavy Strat. Bomber paa g
construction. (Damage 6-15) l@""

& Tier 1 3 Tigrs2 g Tier3 yAa 1
PRODUCTION & DEFENSIVE DEVELOPMENT TECHNOLOGY TREE
-

-Enables Def. rolls for ground i
combat @ a roll of 1.
+1 Att. for AA. Gun vs Aircraft &5

jpmproveqd gAnci=Tank
+1 Def. for AT. Gun
+7 for AT. Gun First strike vs.
Mech. Inf. & Tanks.

{@ 1 free Material per turn placed in
Capital.

T

DorIstiTs
I -Enables Carrier to function as
%E AF (2 secmb.to adj. S.Z., Terr)

+ _,--- y
1 moverment for Truck. |

Advanced Anti=Air

+1 Att. for A A Gun vs. Alrcraft.
+1 Def for A A Gunin ground combat.

Ftrs. may intercept Adv. Rockets @1.

Advanced Anti-Tank
+1 Def. for AT. Gun.

+71 for A.T. Gun First Strike vs. Mech.
Inf. & Tanks & may now strike @ Hvy.

Improved Productlion
+3 P.U. perturn.
Minors may purchase Air Transpaor.

Improved Def. Structure
-Entrenchments & Forifications =%

become 2 hit units. o
+3 H.P. to all Production Facilities (15)

+7 Mat. cost for new Production Fac. (3)

TI;.'TS"-'Ef _TJ.J-.IJ.-\_-S
-Air Fields allow 3 Aircraft to scramble.
-Allows non-combat transport of C.E.
with Air Transpaort.

Advanced Frodu
1 Free Material per turn plac
Capital (2 total). A
+3 P.U. perturn (G total).

III |:_.
|_-|:| LS B
L e
=

AlV: DEIENOLIVE ourucLure
+71 Def. for units supported by 'Lf-"
Entrenchment & Fortifications.

+3 H.P. for all Froduction Facilities (18}
- Operational damge for Factories &
Docks now up to 12,

AaTaCed LU IS vICS
+2 carrying capacity for Transport &
Alr Transport.

-AirFields allow 4 aircraft to scramble.

& Tier 1

A Tier 2

& Tier 3

mproved SUbmATrines
ﬂ to FLA Def vs. Destroyers.

= e

MPTOVED DESLTUYELS
-Destroyer gains ability to stnp Sub
maves, submerge & First strike.

roved Sun Laving

+1 Aft. for Cruisers & Battleships
when Bombarding.

LJLJL.J

JEproved HUllS

+1 Atlt. for Cruisers & Battleships.
uiser gains AA@1.(no fly-over

NAVAL TECHN

&

Advanced Submarines
-Enables Advanced Submarine

construction. {3‘#

Advanced Destroyers
-Enables Heavy Destroyer construction.

E'rl.ﬂ'
-

Advanced Gun Laying
+1 Aft. for Cruiser & Battleship when
Bombarding.

\

- i e -~

R T = -~ (] PR 1
IMDITOYeqa A.w. AT 128IS8

-Aircraft Carriers become 2 Hit unit.

Advanced Hulls
+1 Def. for Cruisers & Battleships.
+2 to Cruiser AA. ability.(3 til)

(no fly-over) &

OLOGY TREE

-Enables Bombardment with Destroyver

& Hwy. Destroyer (Dest. Bombard Att. 1)
(Hvy. Dest. Bombard Att. 3).

+1 Alt. & Def for Aircraft Carners
+71 capacity. (capacity 3 til.).

I = r - - - ol = = = = L]
‘i;j Indicates National Tech. Advantage (optional). @t Indicates new unit is released with Tech. achievement.
Indicates limited Chinese Research field.
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Automatic unit placements

A new feature to the game has been included in T.W.W. 2.5. As a method to
ensure that some of the changes made to other parts of the game do not cause
imbalances, we have added the new feature of Automatic unit placements in
specific territories around the map. These placements are marked on the

map in the territories where they shall happen (refer to figure 1l). The
automatic unit placements are meant to reflect the presence of partisan
forces for the original owner. All units are placed into the terr. following

- S e N

following the first liberation of a marked territory. ?
The quantities of unit placements are as follows...

Exiled Allies: NS JORDAMN

Automatic

j .1, gl Artillery F! 5 | |
I (EE :nm _ i{ﬂff'l,ﬁflﬁfffe.'ﬂ E”f-
Low Eﬂuntriea;gi THE.

FParis;

E_Ii
=i
B
H:

oz |
LG ) (corg
Norway; g—l Inf. 1[?3 '
FPoland; é LTnt,
Algeria; él 1 Inf.
Italy:
.“ i

b
SAS | |
M Italian Somaliland; 1l Jnfe

Abbysinnia; r Inf.
Irag; gz Inf. “ e
S onengs =

Germany:

ﬁ i — 'l‘
}.ﬂ-' -~ p8d€ Ao iﬂﬂ':?'ﬂ
4 'hgﬁ-n‘ - 1:'.!5
Yichy France: - L LR g o
prel~ =
- i

:AK: Syriaj f Inf.

Rules Clarifications A\

In order to reduce confusion the following rules have been provided to clearly outline any gray areas within the game.

Alrcratt Movement A\

All fighters being launched for attacks must have a viable landing spot prior to the commencemnt of battle. This means
that no fighter may be moved into combat if its landing spot is dependent on a seperate battle during the same combat
phase of a players turn (regardless of whether Low Luck guarantees a victory in the second bvattle or not).

Combat Engineer & Constructions A\

Combat Engineers may build structures in any territory held for one turn even 1f they have participated in combat and
have been withdrawn via a retreat. As long as the Combat Engineer ends its turn in a territory that has been held for
one turn (and where the requirements have been met) he may build any structure available to the player.

Flayer Defined Rules A\

It should be noted that if players want to change any 0f the defined rules pf the game they should feel free to do so as
long as all parties agreed on them prior to t:c:mmencling a game,




Appendix | -

This gsecond Apendix page has been added to the game manual to help new players become acclimatized to some of the
different and new features included in Total World War: December 194..

OtTarting a Canme

At the start of a game the player who is controlling Germany will be prompted to choose from a number of "pvid" placements

that shall determine which game features/options will be used for the remainder of the game. These game features are as

follows...
A AL “A“A“ LA “A“A“A“A“A"“" 4L AL “A"
Hational Each Major Belligerent shall start the game with one F 1 5% Froduce ——
Tech. 4d7v.. i 3 i ‘|
Technology. @ Improved Anti-Tank Guns Logiatics
A 1 - S P (O] » ’_@_ & ﬁ’ AttackDefenseMovement. (Total Resources: 5 PUs)
'| v/: ®S Improved Destroyers, & Improved Anti-Aircraft Guns,
@ Improved Hulls and & Production. l/_q“ Land
war wa, A .
yestral only ~ Teams may only Declare War against the 4 Neutral Nations. LT ok DE':'E‘J
W2 No alliances with Neutrals are possible except as a result N - .7.3_;"-_."11_1:-};'_”3%, e
— of a Declaration of War. (Politics must still be enabled) r7.. x 1PUs r:/—'-. x 1PUs r;';
-|--|--|--|--|--|--|--|--|-. ﬂﬂﬂﬂﬂﬂﬂ .-l- ﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂ : -—--—:--l--l--l-. ﬂﬂﬂﬂﬂﬂ h l h l E
ra The game will not display any of the 60 notifications that
¥oiificationa k 7 - : .
T have been included within the game to mark the major 0/nio 0/0/0
'I v events of W.W. II. (If you have not tried the game at least e e
once you should check them out at least once) L L i
¥o There will be no R&D within the game. (Technology BonusTechnology NoTechnology
Technalagy . atinn: q
i Development must be deselected prior to launch) The Lielis o Testaatey
I\/" Game shall automatically release certain Techs at... r;';.- ¥ 1PUs F:/"'? ¥ 1PUs
| ] ]
=Round 2 Amphibious Assualt for all Inf., Carriers el M
will allow scrambling of aircraft.
=Round 4 All Inf. are Air Tranportable in N.C., all e o
Tanks, Mech. Inf., Artillery and Mobile Art. may =] ; rey

participate in Amphibious Assualts.
-Round & All Fortifications, Entrenchments and Aircraft
carriers become 2-hit units.

e . Kk Kk K K _E _E _E _E __E _E _E _E _E E E _E _E _E E _E __E __E _E _E __E __E _E _E E _E __E __E _E _E __E _E _E __E _E__§E _E_ _E_ ]

0 total units purchased. You have 5 PUs left

Done

Shared
Technology

Allows Germany and the United States t0 gain Technology
Advancements from Italy and Britain (respectively).

The Techs are gained during the Tech. activation phase
of the recieving nation (with any of their own R&D) on
their next turn.

N

g

The player for Germany simply needs to select one of each of the game features/options that all players agree they
want to play with and then select done. The game features/option that have been selected are then placed into the
box located on Greenland on the map. It is important to note that not all opWions work in conjunction with one
another, so be sure to familiarize yourself with what each one.does prior to making any selections.

Basic Cate Verslion Kules

To better prepare you for the game experience the following section shall outline some of the basic rule sets that you
may already be familiar with from other game versions within Triple A.

Rale Editable Rale Editable
S0 oL g L b

All I.nfalj*,try can A:npl"fibir.:'us Assualt from ,g.a:ne start SALSE  EALSE Air Attack Sub Restricted [15:¥ 5 ALSE
(Special Warfare regquired to allow all, Marines only

at start of game) Ignore Transports in Movement THU: FALSE
Low Luck THU: THUC Unescorted Tran-spurt Dies FALSE IFALSE
Low Luck for AntiAircraft TRz ait = Ignore Sub In Movement TR FALLSEE
Tech Development TIRU= TR Defending Subs Sneak Attack TR ALSE
Low Luck for Technology 120 RU:= Sub Retreat Before RBattle THU:= FALSE
Use Politics TRU: iPl): | Submersible Subs TRUE FALSE
Shore Bombard FPer Ground Unit Restricted T1RLN= FALLSIE |Sub Control Sea Zone Restricted TRUA: =ALSE
Paratroopers can Attack Deep into Enemy Territory TRU= FALSE | Two Hit Battleship el B =ALSIz
A.A. always on TRU= AL | Attacker Retreat FPlanes TR FALSE
Battleships repair at beginning of round 1 TR IFALSIE | Unit Placement In Enemy Seas [120. 3 ~ALSIEE
Two Hitpoint Units Require Repair Facilities TR FALSE | Limit SBR Bombing Per Turn FALSE  FEALSE
Scramble Rules In effect TRUE FALSE | Neutrals are Impassible TRLs: FALSIE
Serambled Units Return to Base TRUZ FALSEE | Neutrals are Blitzable TRUE: FALSE
Unplaced Units Live when not placed 11RL= FALSEE | Neutral Flyover Allowed FALSE  FALSE
Choose A.A. Casualties TR -ALSEZ

Multiple A.A. per territory TRU: FALSE

Fartial Amphibious Retreat TR FALSE
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