ADDITIONAL OPTIONAL RULES FOR "OUT OF AFRICA" AND "REACHING FOR EMPIRE"

1. Falkenberg's Legion: A pro-CP unit that arrives in a German port during the Replacement Phase 2 turns after the Fall of the Tsar. This is an irreplaceable 2-1-4 corps that flips to 1-1-4. The Fall of the Tsar and graphic images of Draka atrocities created public pressure that forced the Swedish government to grant "all aid short of war" to the Central Powers. The chief component of that aid was the so-called "Falkenberg Legion" (official name was the "Nordic Corps"), after its commander and chief organizer. General/Count J.C. Falkenberg resigned his commission in the Swedish army (and took German citizenship & army rank as well) to command this multi-national corps that included volunteers from Sweden, Finland, Denmark, Norway and the Baltic provinces of the Russian Empire. This unit is GE for nationality considerations, and may operate anywhere a German unit could normally go. Can't go into CP Reserve Box.

2. Serb unit availability after fall of Serbia: Once all of Serbia falls to the CP, remove one Serb army and 1 Serb corps from the replaceable units box and place in the permanently eliminated pile. (Remember that Serbia does not include Monastir in this timeline). In the 1916 Scenario the Serb 2nd Army and 1 Serb corps are permanently eliminated due to this rule.

3. German Air Fleets: The CP Player may split the German BAF into two separate air fleets (each with a value of 2) and have them conduct separate missions in a Game Turn. He does not have to split the air fleet until he announces the first mission of one of the smaller fleets. "Historical" designations on the fleets are "Circus" & "LuftFlotte II". The smaller air fleets may fly in interception of Allied ZAFs bombing RPs in BU or TU (but not both in the same Replacement Phase). German BAF air fleets may only fly interception in this manner in TU or BU if there is a German unit that can trace supply to Germany in or adjacent to the respective capitals of Constantinople or Sofia. In the case of the A-H BAF intercepting Allied ZAFs bombing BU or TU RPs, there must similarly be an A-H unit (that can trace to A-H) adjacent to the correct capital. The CP Player may also use the smaller GE Air Fleets to intercept Allied ZAFs bombing IT or A-H RPs (but not both in the same Replacement Phase). To defend IT RPs the CP Player must have an in-supply German unit (tracing back to GE) in Milan, or in or adjacent to Rome. To defend A-H RPs there is no specific requirement for GE unit placement (the industrial areas of A-H adjoin the Fatherland). The large (value 4) unsplit German BAF can't be used to defend German-allied nations against Allied ZAFs on Strategic Bombing missions, but it can be used to defend Germany.

4. South American Expeditionary Corps: In the months following the US declaration of war on Germany in early 1917, the four nations of South America (Empire of Brazil, Republic of Grand Columbia, Argentina and Chile) followed the lead of the Western Hemisphere's superpower in their own declarations against the CP. To ensure a place at any postwar peace conference table, a joint decision was taken by these nations to send their own Expeditionary Corps of several divisions to France. Two turns after Allied Play of the first US Reinforcement card (#s 38, 43 or 47), place the South American (SA) Exped. Corps in any Allied Controlled Port in France during the Replacement Phase. Example: Card # 38 played Winter 1918 (turn 16), the SA corps would arrive in the Replacement Phase of Summer 1918 (Turn 18). This unit is a 1-1-3 that flips to 0-1-3. It is considered a USA unit for nationality purposes, and may only operate in France, Belgium, Germany, Italy, or Switzerland. Up to one step of this unit may be replaced per turn using US RPs. If brought back into play after being destroyed it appears in a French port, not the reserve box.

5. Billy Mitchell Air Wing (MAW): This is a unique unit of USA heavy bombers. The MAW unit may be brought into play in the Replacement Phase after the second US Reinforcement card is played. As a prerequisite, the USA BAF counter must also already be in play. The cost of the unit is 1 US RP. The value of the unit is 1 for all missions, and it can conduct the following missions: Strategic Bombing, Carpet Bombing and Air Superiority; but it may not intercept enemy ZAFs. It conducts Strategic & Carpet Bombing just like ZAFs with the following exceptions:

a) It does not receive the +1 die roll modifier for being at TW.

b) It cannot be intercepted ("the bombers will always get through!").

c) It may only be used to strategically bomb Germany or Italy, but does not count against the limit of two ZAFs that can strategically bomb a nation in one Replacement Phase.

It conducts an Air Superiority mission like a BAF, but with a +1 die roll modifier. The USA can use the MAW in an Air Superiority mission instead of the Allied Card #19 to enable the Billy Mitchell Parachute rule in 1919.

"Air Force Politics" Optional Rule for MAW:

Once the MAW is in play, during the Mandated Offensive Phase the Allied Player rolls a die to see if the MAW is available for that turn, and what mission it may undertake:

die roll

1-2
The MAW may only be used for Strategic Bombing. Mitchell's wacky opinions on the use of air power have prevailed.

3-5
The Allied player may use the MAW for any one mission of the three listed above that he prefers.

6
Re-roll the die:
1-3: the MAW is grounded for the turn due to too many operational accidents by green hotshot pilots in their overloaded aircraft. No mission can be flown.

4-6: Mitchell is removed for insubordination, the MAW is disbanded and the counter leaves play permanently.

6. Imperial Japanese Navy (IJN) ZAF: Banzai!

When rolling for the arrival of the Japanese Exped. Corps (see PoG notes), a result of "4" means the Japanese Naval ZAF becomes available, on a 5 or 6 the Allies get both the Japanese (JP) Corps and the Japanese (JP) IJN ZAF. The JP ZAF has values of 1/-. It may not do Carpet Bombing, only Strategic Bombing. It is allowed to bomb any of the five CP countries that are the normal targets for the Allied Player just like an Allied ZAF, with the following exceptions:

a) It does not receive the +1 die roll modifier for being at TW.

b) It cannot be replaced if eliminated by CP interception.

c) Roll a die just before it bombs, and after any interception. On a "6" abort mission due to logistical problems (it's a long supply line back to Nippon).

Note: This ZAF sank Russian Battleships at Port Arthur in 1905.

7. German Zeppelin Fleets: Once at TW the CP Player may split the German ZAF into two separate air fleets (each with a value of 2/2) and have them conduct separate missions in a Game Turn. He does not have to split the ZAF until he announces the first mission of one of the smaller fleets. "Historical" designations on the fleets are "LuftFlotte I" and "LuftFlotte IV". These two fleets cannot both do Strategic Bombing of the same nation in the same Replacement Phase. If one of the smaller fleets is eliminated, it may be replaced for 1/2 a GE RP (the other 1/2 RP could be used to flip a GE corps, or bring on a reduced corps from the deadpile), but until it is replaced only the other small fleet is available to the CP Player.

8. CP ZAF Raids on the Draka: Although the main industrial area of the Draka was far away in South Africa, the CP did have the capability to raid the Draka North African cities of Alexandria, Cairo, Tripoli, Nova Cartago (our timeline's Bizerte), Algiers, Tangier, and Apollonaris (our timeline's Dakar). This rule allows pinprick raids by the CP ZAFs on the Draka territory in North Africa, to disrupt Janissary RPs and possibly generate chaos within the “delicate” Draka social structure. The Players should make up a CP North African ZAF raiding display with the names of the seven cities mentioned above in boxes. Any CP ZAF may conduct a Strategic Bombing mission against one of those cities during the Replacement Phase just like a normal ZAF Strategic Bombing mission. Only one CP ZAF per turn can be used for this purpose. The Draka BAF may intercept it if available. Each city may only be raided once. If all seven cities have been raided, no more ZAF raid missions against the Draka may occur. A CP-controlled Cairo or Alexandria may not be raided. Instead of using the Air Warfare Chart, the CP should roll on the table below after any interception to find out the effect of the raid. The city should then be marked on the raiding display with a "bombed" marker regardless of the result of the raid, even if the attacking ZAF was aborted or eliminated.


North African CP ZAF Raid Chart


CP ZAF Value:
1
2
4

die roll


0-2


-
-
-


3


-
-
*


4


-
*
*


5-6


*
*
*


7


*
X
X


+1 to die roll if CP at TW


+1 to die roll for IT ZAF raiding Nova Cartago


-1 to die roll for any CP ZAF raiding Apollonaris


Explanation of Results:

- No effect

* Reduce Draka Janissary RPs by one in this Repl. Phase

X Reduce Draka Janissary RPs by one in this Repl. Phase, and a localized serf revolt. Withdraw one CF or J corps from the Reserve box for a number of turns equal to a die roll. If no corps is available in the Reserve box, +1 VP for the CP.

Note: In the 1916 scenario the CP have already raided Nova Cartago and Tripoli.

9. Draka Second-Line Forces (optional units):

Once at TW the Allied Player may call for these units to arrive during any Replacement Phase. They may arrive in Alexandria, Tripoli or Basra. The CP Player gets +1 VP if the Allied Player decides to bring on these forces. These forces consist of 2 units:

“Kelly’s Janissary Army Det.” is a 2-2-3 corps that flips to 1-1-3.

Police Zone Reserve Security Directorate (PZRSD) CF Corps is a 1-1-4 that flips to 0-1-4. The PZRSD gets the SD +1 modifier when attacking certain CP units.

“Historical” Note: These second-line Draka forces, mainly made up of older men, were used during 1916-19 to conquer the parts of the Arabian Peninsula not shown on the “Paths of Glory” map. Kelly’s Army Detachment fought Emir Hussein’s Arab Southern Army through the streets of Mecca, destroying both the Emir’s forces and the town itself. Several of the ethnic Greek Janissaries who participated in this action were raised to Citizen status by order of Archon Gunnarson in 1919, in recognition of their rescue of their unit’s Citizen cadre that had become surrounded by Arab infiltrators. This unprecedented honor was conferred at the recommendation of the army detachment commander, Strategos Thomas Kelly. These former Janissaries became known in the Draka press as “Kelly’s Heroes”, and a popular Draka movie of the same name was made about the incident in 1919. After the movie’s first run on the silver screen, all known print copies of it were confiscated and destroyed by the Security Directorate, since the film's subject questioned the social arrangements of the Draka state.

