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Winning: Allies – sudden death: Taking any of the victory objectives before they were historically: all of North Africa, Sicily, Salerno, Napoli, Rome.  Axis: Preventing that at the end of a turn after.
Setup:  Force H always based in Gibraltar and the Med Fleet in Alexandria (but they can sortie into the other Med seas), 1. Regia Marina and Axis convoys in Italian ports. French squadron in Oran (2 supplies for defensive combat), 8th Army (2) El Alamein, Malta (2), 10. Army (4) Tobruk,  Aircraft and convoys anywhere on own towns/bases/ports. No Americans yet.
Cities and unit markers: Blue circle cities are ports, brown are land-bound but are near enough to the shore to be landed upon. Convoy and army markers cannot themselves be eliminated – neither can air units. Neutral French African cities may not be used by Axis, unless their units are forced back to Mareth or 1st Army lands in Oran in Turn 8.
SECRET Enigma codebreaking: Allies deploy first, then Italians, but 66% Allied codebreaking chance lets Allies re-deploy.
French, 1st turn: 33% Allied, 33% neutral, 33% Axis – until November 1942. If the Allies allow this resolution, it is permanent. If instead attacked by Force H and Damaged it will remain neutral, unless a turn wherein the Axis push 8th Army back in North Africa, at which time the French have a 17% chance of joining the Axis. If the British attack it and it is UnDamaged, it may make the the original die roll with no chance of (joining) the Allies.  Unless it has joined the Allies, the French squadron scuttles – sinks itself – and is out of the game in Turn 8.
Malta and Crete: With supply can attack by air or sea starting Turn 3. Axis paradrop 1 supply per German air unit. Malta has surface gunfire against amphibious assault as well, if still British.
Turn Sequence:  Supplies produced and moved on land, From their starting ports deploy warships to either sea area along with convoys, Sub attack, Air attack, Surface ship combat, Night surface ship combat, Land units move maybe into battle, Unloading convoyed supplies in ports but not moving them until next turn, amphibious landings and air drops and land battles, and Malta eats 1 supply.
Axis warships which deploy from Western Med ports into the Eastern Med or vice versa must deploy before the British do. At the end of the turn, warships return to the ports they start the next turn from. Mediterranean Fleet must be based at Alexandria and Force H must be based at Gibraltar. More than 1 warship unit may be in a port, just as more than 1 land unit may be on a point. Heeresgruppe C is confined to Italy.
Allies get the first chance to choose to attack in the air, on the sea, and on land, with the exception being North Africa, if Afrika Korps is there.
Supplies&Convoying:  Egypt/Alex produces 2-2-3-3-4-4 supplies, increased by 1 each new year, accruable.  Axis in/from Italy 6, or 5 after Turn 4 if Crete not taken (and Allies shuttle-bomb Ploesti) - accruable.  From Britain (via Gibraltar) unlimited. Supplies more than land units’ capacities cannot be used in combat and can be captured if enemy takes their position. Afrika Korps may not have more than 1 supply more than Italian 10. Army. Convoys carry up to 4 each.  Only 1 convoy may start from Alex. Convoy markers cannot be destroyed and can restart next turn.  Supplies delivered to a port may not be moved further until next turn, but supplies already on land can be immediately moved on land any number of points. A convoy from Gibraltar can “drop off” supplies at Malta on its way to Alexandria and vice versa.
Land-based or Allied Air and Carrier Air attacks:  Daytime only, 1 attack.  Any port (blue) or land (brown) city can be a base. Sicily strikes either sea. In May-Aug turns and after 1943, there is only 1 German air unit.  15th Air Force can attack points in Italy but not Napoli or north until Sicily taken.  The Malta or Crete Swordfish can only attack warships or convoys in the Eastern Med.
Air units can attack one warship unit at 33% or one convoy at 0-0-1-1-2-2. They – including the Task Forces’ carrier air units – can instead intercept attacking enemy air units 50%.  They can instead be used to support ground attacks wherein they can either inflict or absorb a loss, each matching one friendly ground attack supply.
The Swordfish arrive on Turn 2 and if placed on Malta can attack convoys headed for Tripoli to Benghazi or if on Crete while under Allied control attack ports Benghazi and east.
15th Air Force: Is the only air unit which can strike at long range.  From North Africa it can strike Sicily, Malta or Crete (if under Axis control), or Taranto.  From Sicily It can strike all the way up to Toulon or Genoa.
Carrier Strike on Taranto: The British may make one-only carrier strike on Taranto, and each TF’s air group involved can attack each warship unit in the port.
Sub and Italian MTB attacks:
Subs must choose between hitting one task force (TF) 33% or sinking supplies from each enemy convoy:   Each submarine (and the MTB for any convoy passing between Tunisia and (the Strait of) Sicily) can each attack all convoys at 0-0-0-1-1-2. German U-boats and Italian subs may have different missions.  MTBs can attack both convoys and warships – 17% chance at the latter.
Chariots and German Fritz X Glide Bomb: Turn 5 or thereafter until Allies take Salerno, at the very beginning of the turn the Italian Chariots unit may make a once-only attack on one Allied warship unit in one harbor with a 33%-33%-33% probability of no damage, Damaged, and Sunk (but salvageable after 3 turns being in harbor).
In Turn 11, the German Fritz X Glide Bomb can do the same damage at sea to either 1 warship task force or one (0-0-2-2-4-4) convoy.
Force K – the Malta Striking Force: Starting Turn 5, Force K may be based in Malta. It may not attack warship units, but if pursued by them, it gets that first shot. It may attack one Axis convoy in the Eastern Mediterranean without attack their escorting warships at night, using the 0-0-1-1-2-2.  If destroyed, it cannot be replaced. It cannot be used for shorebombardment.
Surface Ship Combat – Task Forces can fight more than one battle in the sea they are in or transiting: Allied task forces get carrier sir strike first – 33% chance of hit. TF surface simulataneous daytime gun combat 33% chance of hitting, even if Damaged. UnDamaged TF can pursue Damaged TF to sink it, but fleeing defenders shoot first and if getting Damaging hit on pursuers cannot be attacked.  A neutral result means the pursued escape the pursuit and safely return home.
Convoys can be screened from enemy TFs by friendly TF. If screening TF defeated/ routed, then enemy TFs use 0-0-1-1-2-2 against each convoy
Night: 50% Allies hit/win, 33% neither, 17% Axis win. Allies cannot pursue Damaged warship TFs.
British can carrier-raid Taranto once. 
Hit Results:  1 Hit Damages a warship or aircraft. Damage knocks a task force out 2 turns and reduces its firepower 17%.
2nd hit in same turn destroys it, although if in a harbor or Allied and replaceable it can (be salaged and) come back 3 turns later – but Italian at sea and smaller Force K wherever never. Armies eliminated if cannot retreat more than required, but if Allied.
Land Combat:  The maximum number of supplies an army unit can fight with is printed on it.  There is a 1 supply cost for moving on and/or attacking a point; then Attacker wages supplies: 33% 1:2 loss ratio, 33% 1:1, 33% 2:1. Armies retreated up to number of supplies attacker has left or chooses. Army destroyed, if it cannot retreat, but being only a cadre marker can return to game next turn, even if on another shore. Italian 10./6. Army may not advance  more than 1 position at a time, although it may retreat more than 1.
Air units may be included as attacking or defending strength for land combat and may be counted first for losses, even though they are not elminated.
Allied Amphibious Landings on Oran, Sicily, and Salerno or Taranto - only: There is no initial 1 supply cost, since the land forces are being sea-transported to the landing. Air units and (shore bombarding) warship units (plus their carrier strike air units) may be added to the attacking force, like for land combat. The landings can be made at ports or land positions adjacent to the shore like Salerno. Oran is the first point of a US landing in North Africa, and Salerno is that for Allies in Italy. Units may not move beyond their point of landing in that turn.
Italian Surrender: After the Allies take Salerno, Italian warships and convoys sail to Egypt and join the Allies (to be used the next turn, if wished) and Italian land and air units disappear.
O’Connor (8th Army), Cunningham (Mediterranean Fleet), and Rommel (Afrika Korps) Audacity when attacking: If invoked, 66% to shift combat combat results up 17% … or bad 33% shifts them down 17%. When Rommel arrives on the board, O’Connor disappears (captured, historically), and Afrika Korps exists only in North Afrika.
WW2: the Med is Dedicated to our Allied servicepeople who served in the Mediterranean theater in World War 2 and to my children Rebecca, Robert, Rohan, and Johanna, hoping they will never suffer another world war.
My mottos: “The more we learn from the Second World War, the better our chances it will be the LAST world war.” “War must be confined to history books, games, museums, and films.”  www.CoatneyHistory.com for 40+ free (but not public domain) games and paper model ship plans
