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DESIGNER’S NOTES

Why 19407 That was my first question
to Brian Hart, Avalon Hill® brand
manager, as he began to tell me about
this idea he had. [ had doubts and lots
of questions. 1940! What an interesting
time to begin an Axis & Allies® pgame,
Historically, the sides hadn’t even been
drawn up yet. When we think of the
“Allies” in the context of World War I1.
we think of the United States and the
Soviet Union as being at the top of the
list, If we do a game that starts in 1940, |
we'll have to start it with neither the |
Soviet Union nor the United States as
members of the alliance, or even at war
for that matter!

From a game design point of view, I'd
have to bridge some spans of history,
Spring 1940 through December 7, 1941,
represented a year and a half. I wanted
certain historic milestones to occur

in the game and they had to occur in
their proper order. I quickly decided
that the game would have to start with
the Battle of France. France had to fall,
and fast. The problem was, France was
no small, token nation, and its military
was first class. In June 1940, the British
and other remnants of the Allied armiey
had just evacuated Dunkirk, leaving
behind tons of equipment. 1 decided to
begin the game at that moment.

The French and British units that
didn’t evacuate and that still remained
between the German army and Paris
would have to be represented on

the board. Germany would have the
option of attacking this remaining
Allied force. 1 gave the German forces
something that historically made all the
difference to them and contributed to
their success. I gave them their Stuka
dive bombers! On turn one, Germany
will blitz into France! With the fall of
France, the possibility of Operation
Sea Lion—Germany’s plan to invade
England-—nhad to present itself. If

it’s going to happen, it has to start

on turn two. The Brits can’t be given
time to recover. Turn three was when
Pearl Harbor would have 1o occur, but
not before Operation Barbarossa—
Germany's invasion of the Soviet
Union. This would be especially true it
Sea Lion was called of .

When France falls, it will mark the
defeat of the Allied armies in all of
continental Europe. Still, this is not
the end of the game. but it's the end

of the beginning. The only remaining
democracy, Great Britain, will find
itself standing alone. The Japanese
attack on the United States at Pearl
Harbor will unite the two English-
speaking powers under a common
cause. The Regia Marina (Royal Italian
Navy) dominates the Mediterranean
and finds itself in a good position to
totally control that entire sea. Italy is

a powerhouse and plays a vital role in
the Axis efforts. North Africa becomes
a battlefield as British and Iralian

land, sea, and air units once again
struggle for control of strategically
important Egypt. In the East, the
Soviet Union, with its recent signing
of a nonaggression pact with Germany,
finds itself invading its neighbors in
Eastern Europe.

The stage 1s set, and the political
situations are confusing, as they often
are. It's up to you 1o guide your power
through this maze. If and when all
these historic events actually occur
during the game depends on you and
the other players. You have the chance
to rewrite history,

This is the biggest, most in-depth Axis
& Allies game ever designed and
published. This game and its sister
game, Axis & Allies Pacific 1940, arc
about to introduce you to some new
challenges and, [ hope, some great
times. This will be especially true if
you combine the two games. The first
time I saw these two games
together, with all the pieces
set up, T lost my breath for a
moment.

I'd like to thank my playtesters.
They are people like you—
they love the game and that's
why they volunteered their
many hours. All they asked in
exchange was that the game he
good. I hope you allow me to
pay them in that currency.

—Larry Harris






















































































































