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MASTERING THE GREAT WAR: A COMPREHENSIVE
GUIDE TO THE AXIS AND ALLIES 1914 RULEBOOK

Few board games capture the sweeping scale, strategic
complexity, and historical gravity of World War | as effectively as
Axis And Allies 1914. As a standalone entry in the celebrated
Axis & Allies franchise, this game transports players to the
trenches, naval blockades, and diplomatic maneuverings of the
early 20th century. However, for newcomers and even seasoned
veterans of the series, the Axis And Allies 1914 Rulebook can
initially appear as dense as a field manual from the era.
Understanding this rulebook is not merely about learning how to
move pieces; it is about unlocking a deeply rewarding strategic
experience that mirrors the difficult choices faced by the Central
Powers and the Entente. This guide will walk you through the
essential components of the rulebook, breaking down its core
systems, combat mechanics, economic strategies, and unique
historical nuances. Whether you are setting up your first game or
looking to refine your tactical approach, mastering the Axis And
Allies 1914 Rulebook is your first step toward commanding the
armies of a bygone age.

THE FOUNDATION: WHAT THE AXIS AND ALLIES 1914
RULEBOOK COVERS

The official Axis And Allies 1914 Rulebook is designed to
provide players with everything needed to simulate the global
conflict of 1914 to 1918. Unlike later entries in the series that
focus on World War Il, this rulebook emphasizes the technological
limitations and strategic realities of the First World War. It covers
turn structure, unit types, national advantages, naval warfare,
and the critical concept of attrition. The rulebook is divided into
clear sections, each building upon the last, to guide players from
initial setup to final victory conditions. A thorough reading reveals
that the game prioritizes positional warfare, production
management, and the careful timing of offensives over rapid,
blitzkrieg-style maneuvers.

Understanding the Game's
Objective and Victory
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Conditions

Before diving into the minutiae of combat, the Axis And Allies
1914 Rulebook clearly outlines how a winner is determined. The
game is played over a fixed number of turns, typically
representing the historical timeline of the war. Victory is achieved
by accumulating Victory Cities or by capturing the capital of a
major opposing power. The rulebook specifies that the Central
Powers (Germany, Austria-Hungary, and the Ottoman Empire)
and the Entente Powers (Russia, France, Britain, and later the
United States) each have distinct victory thresholds.
Understanding these conditions is paramount because they
dictate your long-term strategy. Do you launch a bold offensive to
take Paris and knock France out early, or do you adopt a
defensive posture, hoping to outlast the enemy and win on
points? The rulebook provides the framework for these critical
decisions.

CORE COMPONENTS AND SETUP ACCORDING TO THE
RULEBOOK

Setting up the game correctly is essential, and the Axis And
Allies 1914 Rulebook provides meticulous instructions. The
game board covers Europe, parts of Africa, and the Middle East,
with sea zones critical for naval operations. The rulebook details
the starting positions for every unit, from infantry divisions to
dreadnoughts. It also explains the National Production Charts,
which show how each power generates Industrial Production
Certificates (IPCs) used to purchase new units. The setup phase is

not merely procedural; it establishes the historical starting point.
The rulebook emphasizes that certain powers begin the game
mobilized and on the front lines, reflecting the outbreak of war in
August 1914.

Unit Profiles and Their
Specific Rules

One of the most valuable sections of the Axis And Allies 1914
Rulebook is the unit profile. Each unit type is given unique
statistics for attack, defense, movement, and cost. The rulebook
introduces units that are specific to the era, such as:

¢ Infantry: The backbone of any army. Inexpensive but with
limited offensive power, infantry are essential for holding
trench lines and absorbing casualties. The rulebook
emphasizes their role in attrition warfare.

e Artillery: A crucial support unit. The rulebook explains that
artillery can support infantry in combat, giving them a
crucial boost to their attack or defense value. This
simulates the devastating effect of bombardment.

e Tanks: Early, cumbersome armored vehicles. Unlike later
wars, tanks in this game are slow and unreliable, reflecting
their experimental nature. The rulebook provides specific
rules for tank breakthroughs.

¢ Aircraft: Fighters and bombers represent the dawn of air
power. The rulebook covers air combat, ground support,
and strategic bombing missions, all of which are limited
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compared to later conflicts.

e Naval Units: From destroyers to massive dreadnoughts,
the rulebook details the hierarchy of naval power.
Submarines are a particularly dangerous threat, with
special rules for underwater attacks and convoy raiding.

Each unit profile includes specific combat values and movement
allowances, making this section of the rulebook an indispensable
reference during gameplay.

DECIPHERING THE TURN SEQUENCE

The Axis And Allies 1914 Rulebook structures the game
around a clear and logical turn sequence. Each turn is divided
into phases that all players follow in a specific order.
Understanding this sequence is vital for planning your moves and
anticipating your opponent's actions.

The Purchase Phase

At the start of your turn, you collect IPCs based on the territories
you control. The rulebook explains how to spend these resources
on new units, which are placed in designated industrial
complexes on the map. This phase forces you to balance
immediate military needs with long-term economic growth. The
rulebook includes a detailed chart showing the cost of each unit,
allowing for precise budget planning.

The Combat Movement
Phase

This is where strategy comes to life. The rulebook outlines how
you move your units into territories or sea zones containing
enemy forces. Combat is not automatic; specific rules govern how
to initiate attacks and which units can participate. The Axis And
Allies 1914 Rulebook emphasizes that you must plan your
movements carefully, as units that enter combat cannot move
further that turn.

The Combat Phase

Resolving combat is the most intricate part of the game, and the
rulebook dedicates significant space to it. Combat is resolved
through a series of rounds, with attacking and defending units
firing simultaneously. The rulebook explains how to roll dice
based on a unit's attack or defense value, how to remove
casualties, and when a combat must end. Key rules include:

e Artillery Support: How artillery units enhance the combat
effectiveness of adjacent infantry.

e Trench Warfare: Special rules for attacking entrenched
positions, which heavily favor the defender. This reflects
the bloody stalemate of the Western Front.

e Naval Bombardment: Battleships can bombard coastal
territories, providing additional firepower during



ampbhibious assaults.

e Submarine Attacks: Submarines can initiate combat
independently and have special abilities to evade enemy
ships.

The rulebook makes it clear that combat is often costly and
unpredictable, mirroring the fortunes of war.

The Non-Combat
Movement and Unit
Placement Phases

After combat is resolved, remaining units can move into
unoccupied territories or reposition for future offensives. The
rulebook explains the restrictions on non-combat moves and how
to finally place newly purchased units onto the board. This phase
is critical for reinforcing front lines and building up reserves for
the next turn's operations.

STRATEGIC DEPTH IN THE RULEBOOK: ECONOMY AND
ATTRITION

What sets the Axis And Allies 1914 Rulebook apart from other
war games is its deep emphasis on economic strategy and
attrition. Players are not just generals; they are also managing
the industrial capacity of their nations.

Managing Your War
Economy

The rulebook explains that IPCs are the lifeblood of your war
effort. Controlling valuable industrial territories, such as the Ruhr
for Germany or the factories in Northern France, is essential for
maintaining a steady flow of new units. The rulebook also
addresses the concept of "National Objectives," which can grant
bonus IPCs. For example, the Ottoman Empire might receive
additional income for holding the Suez Canal. These objectives
encourage players to pursue historically significant strategies.

The Attrition System

A hallmark of World War | was the grinding nature of attrition,
and the Axis And Allies 1914 Rulebook integrates this concept
effectively. There are no easy victories. The rulebook ensures
that attacking heavily defended positions is costly, often resulting
in massive casualties for both sides. This encourages players to
think twice before launching a reckless assault and to value each
infantry unit. The attrition system, as defined by the rulebook,
means that the player who manages their replacements and
production most efficiently often gains the upper hand in the long
run.
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NATIONACOMMON QUESTIONS AND CLARIFICATIONS FROM

Each major power in the game has unique national advantages,
detailed in the Axis And Allies 1914 Rulebook. These rules
add flavor and depth, forcing players to adapt their strategies to
the strengths and weaknesses of their chosen nation.

e Germany: Possesses a powerful army and a strong initial
economy. The rulebook gives Germany the ability to launch
powerful offensives early in the game, but it also faces a
two-front war.

* France: Has a large standing army but a limited economy.
The rulebook emphasizes France's defensive capabilities,
particularly in fortified positions.

e Russia: Possesses massive infantry reserves but a weak
economy and poor infrastructure. Russian units are cheap
but less effective, reflecting the nation's manpower
advantage.

e Britain: The dominant naval power. The rulebook provides
Britain with a powerful fleet and the ability to project force
globally through amphibious assaults.

e Austria-Hungary: A multi-ethnic empire with a diverse
but less coherent army. The rulebook addresses the
challenges of holding together a fragile coalition.

e Ottoman Empire: Plays a defensive game, holding key
strategic chokepoints like the Dardanelles.

These national rules, as defined by the Axis And Allies 1914
Rulebook, ensure that each game feels historically grounded
and strategically varied.

THE RULEBOOK

Many players find certain sections of the Axis And Allies 1914
Rulebook challenging. Here are some common areas that
require careful attention:

Understanding Trench
Lines

Trench warfare is central to the game. The rulebook explains that
when two opposing armies face each other in adjacent territories
without attacking for a turn, they automatically entrench. This
provides a significant defensive bonus. Attacking an entrenched
position is extremely difficult. The rulebook encourages players to
consider flanking maneuvers, naval landings, or the use of
artillery to dislodge defenders.

The Role of Neutral Nations

The rulebook includes rules for neutral nations and territories.
Invading a neutral country comes with political consequences,
often bringing the United States closer to entering the war. This
simulates the diplomatic tightrope that all major powers walked
during the conflict.



Victory and Capital Cities

Capturing an enemy capital is a decisive victory condition.
However, the rulebook notes that capitals are heavily defended
and often located in fortified zones. A direct assault is nearly
impossible without overwhelming force and careful planning.

Technology and Research

Unlike later Axis & Allies games, the Axis And Allies 1914
Rulebook has a limited technology research system. Technology
advances slowly, reflecting the incremental nature of innovation
during World War I. Players can invest IPCs in research, but the
results are uncertain and rarely game-changing in a single turn.

TIPS FOR NEW PLAYERS READING THE RULEBOOK

If you are approaching the Axis And Allies 1914 Rulebook for
the first time, here is some practical advice to make your
experience smoother:

1. Read the Rulebook in Order: Skip nothing. The rulebook
is structured logically, and each section builds on previous
knowledge.

2. Set Up a Sample Game: Physically placing the units on
the board while reading the rulebook helps visualize the
rules in action.

3. Play the First Few Turns Slowly: Focus on movement
and combat resolution. The rulebook provides examples of
combat that you can simulate.

4. Use Reference Sheets: Many players create or use
existing reference sheets for unit stats and combat flow.
The rulebook encourages
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