Axis and Allies: Secret Wars

This cross-system allows the GM to use Axis and Allies ™ to track the course of the war for a Weird Wars: Blood on the Rhine ™ campaign.  It essentially forces the player characters to race against time to stop the Axis powers from conquering the world.

The player characters each wear two hats in this campaign.  They act as their own characters in the role-playing game, but, in the Axis and Allies game, they also act as Allied Supreme Command, and play the U.S.S.R., U.S.A. and U.K..  The GM plays the Axis powers.  The rules of Axis and Allies are modified such that the campaign becomes heavily weighted in favor of an Axis victory.  The player can thwart this by successful role-playing adventures.

Rules modifications:

Weird Wars: Blood on the Rhine ™: The starting date for the campaign is January, 1942, rather than 1944.  Essentially, the role-playing campaign begins when the Axis and Allies ™ game begins.

Axis and Allies ™: At the beginning of each turn (i.e., before the Russian player starts his turn) the GM rolls on the table below:

Axis Magic, Mad Science, and Other Weirdness Table (1d20)

1 Gremlins: In one round of combat this turn, whenever the Axis player chooses, the Axis gets a first free round of attacks, which the Allies do not get to return, as their weapons are malfunctioning.

2 Doppleganger:  An Allied general or adminral is replaced with an Axis-controlled replica.  The Axis player gets to control the movement of all allied units in one territory this turn only.
3 Wehrwolves: All German units get a -1 bonus to their attack or defense rolls in all rounds of combat in any single battle this turn.

4 Vampires: All Allied infantry in any single battle this turn are immediately converted into German infantry.

5 Reanimants: The Germans can ignore the losses of any infantry (only) lost during one round of combat this turn.

6 Lightning Gods: All allied aircraft in one combat with the Japanese are immediately destroyed.

7 Secret Fortress: The Axis can immediately place a factory and two infantry in any single one point territory that contains no Allied troops.  The territory immediately comes under the control of the Germans or Japanese.  The factory can be used to build units during the same turn in which it is built.

8 Duergar: Evil dwarves immediately give the Germans 3d6 resource points.

9 Ninjas: During any single attack on the Japanese, an Allied general or admiral is killed by Japanese assassins.  All Allied units must immediately retreat.  Allied units that cannot retreat are destroyed.
10 Sea Monster: One Allied ship anywhere on the map is immediately destroyed.  If this is an aircraft carrier, any carried fighters are also lost.

11 The Fuhrer’s Secret Weapon: This has no direct effect on the Axis and Allies ™ portion of the game, but it increases the challenge rating of any adventure involving a plot to assassinate the Fuhrer (see below) by +1.  This is cumulative throughout the game.

12 V-7 Flying Saucers / Sanger Antipodal Bomber: Nazi spacecraft bomb one Allied factory.  The Allied player immediately loses 3d6 resource points.  The spaceship is not affected by anti-aircraft fire.

13 Things Man Was Not Meant To Know: The Axis player conjures up some horrible creature from Beyond.  This is bad even for the Nazis.  Roll on the sub-table (below) for the results.

14 Foo Fighters: Ghostly will-o-the-wisps harass Allied aircraft.  All allied planes attack at a +1 penalty this turn.

15 The Boys From Brazil: The Germans immediately place two infantry, one tank and one fighter in Brazil.  If there are Allied units present, a battle is immediately fought under standard rules, except that the Germans cannot retreat.  If no Allied units are present, Germany takes control of Brazil.

16 Nazi Death Ray Space Station: The Axis can attack all Allied units in any single territory or sea zone.  Each unit is attacked once and destroyed on a 1-2.  Note that battleships cannot be destroyed by the death ray.
17 Killer Robots: One Axis infantry is, for this turn only, designated as a nearly unstoppable unit of killer robots.  Any successful attacks allow the unit a saving throw of 1-5 on 1d6 to avoid destruction.  The Axis player can use this unit to absorb as many attacks as he wishes, until it is destroyed.

18 Mind Control Spell: SS sorcerers take control of the minds of Allied politicians.  For this turn only the Axis player makes purchases and places new units for a single Allied nation.

19 Roll twice more.  Any roll of 19+ has no effect and is not re-rolled.

20 Roll three times more.  Any roll of 19+ has no effect and is not re-rolled.

Things Man Was Not Meant To Know Sub-table (1d6)

1 All units in Germany are immediately attacked and destroyed on a roll of 1-3 on 1d6.

2 All units in Japan are immediately attacked and destroyed on a roll of 1-3 on 1d6.

3 All nations (Axis and Allied) lose a minimum of 3d6 RPs in troops.  The troops can be taken from anywhere the controlling player desires.

4 One Allied nation loses all accumulated RPs.

5 One Allied nation loses all accumulated RPs.

6 All units in one Allied controlled territory are destroyed.  Axis player’s choice as to which territory or sea zone.

Where there is any question about any of the results on the above tables, the results are interpreted in the light most favorable to the Axis player.

The Player Characters
Of course, our heroes are there to halt the evil Axis powers, and bring truth, jutice and the American way, etc.  This works as follows:

After all players have completed their turns in the Axis and Allies ™ game, Allied Supreme Command decides on what missions the Office of Supernatural Investigation is to undertake.  Basically, this allows them to modify the Axis and Allies ™ game in just about any way, provided that the PCs are successful in an adventure.

The challenge rating of any adventure undertaken is based on the extent to which the rules are broken.  A list of challenge ratings for sample adventures is given below:

CR

Adventure

1 

Add +1 to any single Allied unit’s combat value for one attack or defense 



roll , this turn only.

2

Move one Allied unit through a neutral territory this turn.

3

Prevent a single Axis unit from attacking a single Allied territory this turn.

3

Move any number of Allied units through a neutral territory this turn.

3

Get double movement for one Allied unit this turn only.

4

Subtract 5 RPs from one Axis nation.

5

All Allied units in a single territory get a +1 to combat value for one attack 



or defense roll only.
5

Add +1 to one Allied technology die rolled this turn.

6

Add 5 RPs to one Allied nation.

7

Destroy one Axis unit worth up to 12 RPs.

7

Add +1 to all Allied technology dice rolled this turn.

8

Get double movement for all Allied units moving from one territory or sea 



zone to any other single territory or sea zone this turn only.

8

All Allied units in a single territory get a +1 to combat value for all attack 



or defense rolls made this turn only.

9

Add 10 RPs to one Allied nation.

9

Prevent all Axis units from attacking a single territory this turn only.

10

Destroy one Axis unit worth up to 24 RPs.

12

Assassinate the Fuhrer and win the war.

How the adventure comes about is totally up to the GM.

Sample adventure: The Nazis are rolling through Russia.  The panzers have swept through Karelia and Archangel, and are poised to take Moscow.  Allied Supreme Command decides that the Soviets must be reinforced or they will be knocked out of the war.  The only way to do this is to double-move four American bombers from the Western United States to Russia.  The assignment is given to the OSI.

Now, how the adventure works out is up to the GM.  Maybe the Allies are working on some experimental trans-dimensional engine (The Philadelphia Experiment?) and the PCs must guard the scientists.  Of course, the Nazi’s have sent their top agent, SS Sturmbanfuhrer Todeshandler, a blood mage, along with two Wehrwolves and a regenerating killer android to assassinate the Allied scientists or destroy the prototypes.  In any case, from the table above, this is a CR 8 adventure, and should be built accordingly.
Obviously, beginning player characters will have a rather feeble effect on the game, and, for awhile, the Axis will roll.  This is intentional.  However, if the PCs persevere, eventually they will be able to perform high level adventures that will more than compensate for the weird Axis powers.
Should the players wish to modify the rules in some way not covered by the table above, simply determine based on the nearest result on the table what the challenge rating of the adventure should be, and assign it.

Ending the Campaign

The campaign only ends with the death of Hitler.  Even if the Axis player loses, but the Fuhrer lives, the game continues, and the Axis player rolls on the Axis Magic, Mad Science, and Other Weirdness Table each turn.  It is possible for the Axis to regain a foothold in this way.

