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Extended Victory Point system

· End of game:

‘Required number’ of Victory Cities (the number of VCs that the allied are expected to control by jul/aug ‘45):

Tyskland: 10

Italien: 0

Japan: 5

(The two red cities of France count as VCs for the US and not France, if US has given them to France at liberation.) 

The game is not automatically ended bu jul/aug ’45. Instead it is ended, when all Axis powers in a Victory Step has been reducet to the ‘required number’ of VCs or less (Germany: 10 VC’s or less and Japan: 5 or less and Italy: 0)

Rationale: The game now doesn’t end at a fixed time and production etc. thus can’t be planned after this. 

In addition, the following modifications are applied to the total number of Victory Points (VPs):

For each of US, CW and USSR (individually):

-1 per turn the game keeps going after jul/aug ‘45

For each of Germany, Italy and Japan (individually):

+1 for each turn after jul/aug ’45 in which the number of controlled VCs are larger than the ‘required number’ (i.e. Germany 11+, Japan 6+ and Italy 1+)

-1 per turn after having been completely conquered (Germany and Japan only)

-2 if at any time during the game incompletely conquered (Germany and Japan only)

· Additional ’expansion’-bonus-VP for the Axis:

‘High-water mark’: At the one Victory Step time during the game where a specific Axis power gets the highest number of VPs from controlled VCs (may be at different times for different Axis powers), these VPs are counted (all controlled VCs included (so no VP from neutral VCs) from which an unlimited supply line can be traced to that MP’s capital – Vichy-controlled VCs count for the MP which installed Vichy). From this value is subtracted ‘expected value’ (see below). This modified value is added to the total VP score for that axis power at the end of the game.

In addition to the regular red VCs, some cities provides extra VPs (which are included in the calculations above – i.e. some cities are worth 2 VP):

Germany: 
+1 for each of London; Stalingrad; Olso; Baku; Delhi

Italy: 
+1 for each of Gibratar; Malta

Japan: 
+1 for each of [both Delhi and Calcutta]; Melbourne; Honolulu; Kumning

‘Expected value’ (number of red cities controlled + extra pts as per above)

Germany: 16

Italy: 8

Japan: 14

Rationale: this provides an incentive for the Axis to be played as offensive powers, not just as ultimately defensive powers who aims at survive as long as possible.
· Miscellaneous Victory Point modifications:

In addition, each MP’s total VP is adjusted as follows– all applicaple bonuses added (cumulative) and ‘expeced value’ subtracted:

US: 

+1 
For each of the following cities controlled when the game ends: Rome, any city in Japanese home islands (except Tokyo), Tokyo, Berlin

+1 
Build 8+ Battleships (BB, 8+ surface combat factors, first cost 2)

+1 
Build 10+ SCS (CA, first cost 1, second cost 3+)

+1
For each 15 productionpoint/oil/gas lost by Germany/Italy by strategic bombing with more than half the participating strat.factors being US

+1
If 10+ productionpoint/oil/gas lost by Japan by strategic bombing with more than half the participating strat.factors being US

+1 
For each 30 US BP/resources/oil/gas LLs and transported to the USSR

+1
At least one A-bomb dropped over Japan

Expected: 7

CW:

+1
For each 15 productionpoint/oil/gas lost by Germany/Italy by strategic bombing with more than half the participating strat.factors being CW

+1 
For each 20 CW BP/resources/oil/gas LLs and transported to the USSR

+1
Keep control of Malta+Suez+Gibraltar during entire game

+1
Keep control of Calcutta+Singapore during entire game

Expected: 6

USSR:

+1 
For each of the following cities controlled when the game ends: Berlin, Port Arthur, Sofia

+1
Keep control of Leningrad+Moskva+Stalingrad during entire game

+1
Before Germany and USSR in war: wins war against Japan or conquers Persia

+1
Before Germany and USSR in war: conquers Finnish Borderlands

+1
Prevents Germany from DoW before 1942 by having greater USSR garrison value

+1
Prevents Germany from DoW before 1943 by having greater USSR garrison value

Expected: 5

France:

+2
Keep control of Paris during entire game

+1
France liberated

Expected: 1

China:

 – communist:

+1
For each 7 Japanese productionpoints lost by chinese PARTs’ (only partisans’, no regular units) ZoC on railroads, resources or factories before end of 1942

+1
All nationalist-Chinese cities conquered by Japan

Expected: 0

 – nationalist:

+1
Nationalist Chinese factories has spent 20+ productionspoints arrived at Kunming from Burma via Burma Road before end of 1943.

+1
All communist-Chinese cities conquered by Japan

+1
During the game Japan conquers no more than 1 city from the S/O 1939 nationalist Chinese controlled area

Expected: 1

Germany:

+1
For each 20 allied CONV sunk by SUB-combat in which more than half of the participating axis SUB-combat-factors are German

+1
For each 10 allied CONV sunk in North Sea or north of that sea area by naval air-combat in which more than half of the participating axis naval air combat-factors are German

+1
10+ productionpoints/oil/gas lost by CW in Great Britain by strategic bombing with more than half the participating strat.factors being German

+1
At least 1 productionpoint lost by CW in London due to german V-weapons

+1
Refuse to let USSR claim (just one of) Besserabia or Finnish Borderlands

Expected: 5

Italy:

+1
Rome Italian controlled by end of 1943

+1
Rome Italian controlled by end of 1944

+1
25+ oil-resources transported from Italian controlled oilfields in Middle East to Italy

+1
For each 10 allied CONV sunk by SUB-combat in which more than half of the participating axis SUB-combat-factors are Italian

+1
For each 2 CVs build (from scratch, incl. CVPs)

Expected: 4

Japan:

+1
75+ Indonesian oil-resources transported to Japan

+1
Wins war against USSR before Germany and USSR at war

+1
Conquers all Nationalist Chinese cities

+1
Conquers all Communist Chinese cities

+1
For each 25 allied CONV sunk in battles in which more than half of the participating axis combat-factors are Japanese

Expected: 3

House rules:

· First loss must be a corps (unless specified otherwise by CRT-result, e.g. ENG DIV) (no more always just taking DIV losses)

· -1 pr. attacking/+1 pr. defending MIL outside home country (to avoid cheap MIL-recycling as losses – MILs are now primarily used at home or for garrison duty)

· self propelled AT +1 attack vs. ARM/MECH (make those expensive units worthwhile)
· No PiF / pilots (reduce counter density, avoid ‘great fighter race’, etc.)
· No building ahead (necessary if playing without PiF – also: avoids early builds of the special units)
· Food in Flames: +2 BP pr. resource instead of the usual 1 BP (to even out the Axis house ruled SUB-advantages. Also: incentive to maintain convoy lines and thus more SUB-combat etc. )
· German SUBs i Norwegian Atlantic Minor Ports in non-clear hexes get +1 range/move and can not be port attacked (incentive to attack Norway)
· Alle SUBs and CXs can be moved by spending only 1 naval move (incentive to more Battle of the Atlantic)

· At DoW on Minor country: attacker can choose among the Minor’s units 1 INF-type unit and set it up in the Minor’s capital. Defender set up remaining units (avoid unrealistic setups, where homeland is unguarded to save units)

· Naval combat: if own or allied BB included: spend 2 surprise points (instead of the usual 4): can choose surface combat instead of naval air combat (test rule only (somewhat ahistorical) – would like to make BBs a little more worthwhile)

