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Axis and Allies is a game loosely based on World War II.  It is a multiplayer affair fought on a 20x26” area-style mapsheet best characterized as a liberal interpretation of the world’s geography.  Counters are bombers and fighter aircraft, infantry, armor, factories, anti-aircraft units, battleships, aircraft carriers, submarines, transports, and even an atomic bomb.  Also, “money” is circulating, representative of “Universal Certificates of Industrial Production.”

Movement of counters is from area to area, at a rate dependent on the type of unit (one area for infantry, two for armor, six for bombers, etc.).  To give you an idea of areas: Europe is divided into Norway, Sweden, Finland, Karelia, Germany, the Ukraine, Eastern Europe, Western Europe, Southern Europe, the United Kingdom, Spain, Gibraltar, and the Mediterranean islands of Sicily, Malta, and Cyprus.  The point is, some rather odd choices were made.

The Axis players (Germany and Japan) start the game sometime in 1941 in a strong position but lack the production capacity of the Allies.  So they must push hard to broaden their industrial base.  The Allies will try to slow this process down and then counterattack.  Most areas contribute production points, ranging from 1200 for the Eastern United States to 100 for places such as the Sudan.  These points are translated into “money,” with which various weapons may be purchased.  If you roll the right numbers (double six) on the Special Weapon Development Table, you may even “buy” an atomic bomb; it costs you a 1000, but destroys everything in a province against which it is used.  It may also be captured!  Other prices are 2400 for a battleship, 800 for a submarine, 500 for an armored unit, etc.

Combat is simultaneous, and the owning player can decide which nationality is to take losses first.  Also, air support can be given in land or sea attacks, and the Allies have a Marine Corps unit with special amphibious capabilities.  So there is a little more to combat than just rolling the right numbers-but not much.

There are very few “grand strategy, games on the market- Pearl Harbor (GDW) and Third Reich (AH) come to mind-and only Global War, a complex disaster from the old days of SPI, covers both the European and Pacific theaters of World War II.  So Axis and Allies has no real rival in scope.  But the game is nothing more than a grown-up version of Risk.  As history it is a joke.  Possibly, Nova Designs is attempting to break into the general-interest game market.  It is here that the game will have its greatest appeal.  For a late night with your Frat brothers (and the TV on the blink), it is good for a lot of laughs and fun, but the serious wargamer interested in history should look elsewhere.  It is a game Milton Bradley should have put out.

Nova Game Designs is an odd group.  They have produced a high quality game, Ace of Aces, realistic and with beautiful graphics.  Axis and Allies, primitive and with clear but ugly graphics, is on the other end of the spectrum.  Possibly, these extremes reflect the diversity in the pool of talent they draw upon.  They stiff have to develop their own distinctive style, one not typical of Axis and Allies we may hope.
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