ADDITIONAL OPTIONAL RULES FOR “OUT OF AFRICA” SCENARIOS








10. Draka Special RP Bonus (Draka TW Option)


Once per game while at TW, the Allied Player may call for a Draka “RP Surge” during any Replacement Phase. On that Phase the Draka receive 1 extra CF RP and 3 extra J RP. The maximum the Draka can use in this Replacement Phase only is 2 CF and 5 J RP. The CP receives +1 VP if this option is invoked (“...there is a limit to how many serfs we can safely arm”). This option cannot be called for if the 1919 event “Serf Uprising” has occurred. In the 1916 scenario this option is still available to the Allied Player.








11. Janissary “Special” Mass Wave attacks (Draka TW option)


The Allied Player may conduct special Janissary mass wave attacks in those combats where only Janissary Armies and Corps (not CF or other Allied forces) are attacking on the Army Table (not allowed for flank attacks). At least one of the attacking “J” armies must be at full strength. A Janissary special mass wave attack doubles the combat value of the attacking J Armies and corps, but two (2) is added to any loss number the defender rolls to inflict on the attacking J units (a “zero” result would become 2, for example). Janissary special attacks may only be executed if the Allied Player is at TW and the 1919 event “Serf Uprising” has not occurred.








12. Citizen Force (CF) Infiltration attacks (Draka TW option)


The Allied Player may conduct special Draka CF infiltration attacks in those combats where only CF armies and corps (not Draka “J” or other Allied forces) are attacking on the Army Table. At least one of the attacking CF armies must be at full strength. The Allied player gets a +2 drm if attacking unentrenched troops; if attacking entrenched troops there is only a +1 drm, but the defending player does not get his shift one right on the column he uses for his die roll. Infiltration attacks may be declared in a flank attack situation. Downside of Infiltration: one (1) is added to any loss number the defender rolls, and regardless of the number obtained by the defender the attacking CF units must lose at least one strength level from the attacking CF armies or corps. Infiltration attacks may be executed only if the Allied Player is at TW and the 1919 “Serf Uprising” event has not occurred.








13. Draka Spoils of War & Atrocities


Draka forces were known for their proclivity to loot captured cities and commit random violence against the conquered inhabitants. At the instant Draka forces enter the following locales for the first time in the game, place an atrocity marker on the location:


Near Eastern Provincial Cities (3): Baghdad, Jerusalem and Medina


CP Capital Cities (4): Sofia, Ankara, Constantinople and Budapest


Allied Capital Cities (2): Belgrade and Bucharest (atrocity only if the Draka are “liberating” these spaces from enemy control)





After placing the marker, resolve the atrocity on the table below. Pick the column that corresponds with the type of city and roll 2 dice. This roll is done at the instant the Draka enter.


Note: In the 1916 scenario, mark Jerusalem with an atrocity marker during setup.





DRAKA ATROCITY & PLUNDER TABLE


Dice		Near East		CP Capital		Allied Capital


Roll		Prov. City		Cities		Cities	


2-3		+1 VP/+1 J		+1 VP/+1 J		+1 VP/+1 J





4		+1 J			+1 VP			+1 VP





5		+1 J			+1 J			+1 J	





6-8		NE			NE			NE





9		NE			+1 J			+1 J





10		NE			NE			INF





11-12		NE			+1 J			+1 VP/INF





Explanation of results:


For results that are double coded, implement both outcomes.


NE:	Minor atrocities (or no one in the West notices), No Effect.


+1 VP:	+1 VP to CP as notice is taken in the civilized world of the true nature of the Draka, thereby provoking a moral crisis on the Allied side and a propaganda victory for the CP.


+1 J:	Draka receive +1 J RP at the end of this turn during the Replacement Phase, and the maximum J RPs the Draka may use this turn only goes up one. (This represents not only looted enemy assets, but newly caught serfs, and an increase in morale and confidence within both serf and Citizen ranks.)


INF:	Infighting between the Allies and the Draka, or clashes between the newly “liberated” population and their “liberators.” Either way, the Draka “liberating” forces in the city must lose one strength step of any kind.





Draka use of “SD” units to protect economic & cultural sites:


The only way the Allied Player can prevent the placement of an atrocity marker and the required roll on the above table during Draka entry into one of the above cities is to have a Draka “SD” (Security Directorate) unit be among the first units to enter the locale. Roll one die if this is the case: on a 4-6 no atrocity occurs and no roll on the "Draka Atrocity & Plunder Table", on a 2-3 follow the normal procedure, and on a 1 roll twice on the table and the CP Player chooses which roll's result(s) to apply. Note that the presence of the SD cannot prevent a possible atrocity if a Janissary special Mass Wave attack was used, since the SD cannot advance to enter the city with the attacking Janissaries. (While the SD is even more prone to committing small-scale atrocities in the field than other Draka units, one thing they normally excel at is keeping other Draka forces nearby from looting "civilized" areas. On average, the presence of the SD reduces the occurrence of Draka atrocities by 1/2.)





Note: The Draka full strength 2-1-4 SD Corps that starts the 1914 scenario in the Reserve Box may split into two 1-1-4 one steppers at any time, and may recombine if in the same space. SD split units get the same +1 drm as the regular SD unit, but no more than one modifier per battle when attacking certain CP units. These split one step units may advance after combat. In the 1916 scenario, the SD Corps at Beersheba may split.








14. Turkish “Backs to the Wall” Fanatic Defense (CP TW, post 1st Draka atrocity option)


Once the CP is at TW and the Draka have placed the first atrocity marker on the map, the Turks may, in some of their defensive combat die rolls, declare “Fanatic Defense” when attacked by an Allied force that contains Draka units. Requirements to have the option to declare are:


There must be at least two loss points of TU units being attacked (they can be stacked with other CP units). This would be at least one full strength corps, or two understrength corps.


They must be entrenched and defending on the Army Table in a space within 3 spaces of Ankara or Constantinople. (Example: a TU corps at full-strength could be defending with an A-H army at Trench 1, and use Fanatic Defense).





Note: In the 1916 scenario, Turkey can use Fanatic Defense as Jerusalem has been the site of an atrocity.





Fanatic Defense Effects: Defender shifts one right on the Army Table (in addition to any Trench shifts), but one (1) is added to his loss in the battle. Also, even if the defender loses the battle there is no requirement to retreat or take a step loss to prevent a retreat.








15. German “Big Mo” on Turn 1 August 1914:


To simulate a somewhat more “high-tech” and better-executed German 1914 War Plan, the CP Player receives a special bonus combat drm for the first four action phases of Turn 1. This bonus can only be applied to GE attacks into Holland, Belgium and France. Up to one GE attack in each of the CP action phases 1 to 4 in August 1914 can be supported by this bonus, and the application or withholding of the bonus must be announced before the roll. The bonus is +2 drm for action phases 1 and 2 and +1 drm for action phases 3 and 4. (The bonus represents superior pre-war staff work and the extensive use of “steam drags” to support the fast moving German right wing in Belgium. Of course, few war plans long survive contact with the enemy...)








16. German PaK (antitank gun) fronts:


Once the CP go to TW, GE receives the PaK front chit. The PaK chit can be used twice per game, but not on consecutive turns. It is played like a combat card (CC), but only in defense against any of the following Allied attacks with CC and adders that involve armored attack:


Landships (CC) by the FR or BR.


Royal Tank Corps (CC) by the BR.


Draka use of the CMC corps in an attack on clear or desert locales.


Allied use of “Plan 1919” in an attack.





The PaK chit may only be used by an all-German defending force consisting of at least two GE full strength corps or a GE army. Roll one die to determine the effect of the anti-tank front before the battle; this bestows a + drm for GE, and possibly a reduction in the effectiveness of the Allied CC or adder. The PaK chit may be used in only one battle per turn, and twice per game.





die roll:	PaK Front Effect:


+1 drm to the defender die roll.


+1 drm to the defender die roll. Entrenched defender gets one right shift on defender combat die roll.


+1 drm to the defender die roll. Entrenched defender gets one right shift on defender combat die roll, does not have to retreat if battle is lost, and does not have to lose a step to avoid retreat.


+2 drm to the defender die roll. Entrenched defender gets one right shift on defender combat die roll, does not have to retreat if battle is lost, and does not have to lose a step to avoid retreat.


+2 drm to the defender die roll. Entrenched defender gets all normal trench shifts, does not have to retreat if battle is lost, and does not have to lose a step to avoid retreat.


+2 drm to the defender die roll. Entrenched defender gets all normal trench shifts. The defender, entrenched or not, does not have to retreat if battle is lost, and does not have to lose a step to avoid retreat.





Note: In the 1916 scenario the CP Player has the chit available for two uses.








17. Bulgar “Backs to the Wall” Fanatic Defense (CP TW option)


Once the CP is at TW, the Bulgars may, when defending Sofia or an adjacent space, opt for Fanatic Defense using the exact same rules as the Turks (instead of TU in those rules read BU). The only other difference is that the placement of a Draka atrocity is not required in order to enable Bulgar “Fanatic Defense”.





Note: In the 1916 scenario BU may do “Fanatic Defense”.








18. A-H “Backs to the Wall” Fanatic Defense (TW CP option post 1st European atrocity):


If the CP is at TW and an atrocity has been committed by the Draka in Europe (any of Sofia, Belgrade, Bucharest or Constantinople), the A-H may conduct “Fanatic Defense” when defending within 2 spaces of Drebecen using the exact same rules as BU and TU above. However, this capability is lost if a Draka atrocity marker is placed at Budapest.





Note: In the 1916 scenario A-H cannot do “Fanatic Defense”, since there been no Draka atrocity in Europe as yet.








19. Special TW A-H GG option:


A-H armies at TW stacked with the A-H GG corps get a -1 to their entrenchment die roll attempt. If the GG corps tries to entrench without the presence of an A-H army their entrenchment attempt does not get the -1 drm.








