Alternate History Great War: The Draka Variant

"Out of Africa"

This scenario is based on S.M. Stirling's fine novel "Marching Through Georgia" and its sequels. It presents his alternate history "Great War" between the "Triple Alliance" (i.e. CP) of Germany, A-H, Turkey & Italy against the “Double Entente” (i.e. Allies) of France, Britain & Russia (and latecomer the USA) - plus the Draka uberstate that has taken over virtually all of Africa. The British sowed the seeds of the Draka; in this alternate past they settled the exiled Tories from the American Revolution in South Africa (or "Drakia" – after Sir Francis Drake) during the 1780s. It is only now apparent to the rest of the world that these exiles have succeeded in creating a "Prussia in the Antipodes".

The Draka are nominally part of the Entente (Allied) Powers as the British Empire’s Dominion of Draka, but are actually pursuing their own savage imperial interests in the Near East, the Balkans and Central Asia. This variant scenario for the GMT Games wargame “Paths of Glory” features special rules to model the mass Zeppelin raids that took place, including the mainly Draka "1,000 Dirigible" raid on Constantinople. Other technologies have also progressed somewhat more quickly than in our own history, so that the mass use of some weapons like tanks takes place somewhat earlier and by both sides.

Map Changes:

1. Add off-map Upper Egypt space connected to Cairo. Add off-map Tripoli port space connected to Libya. CP units may not enter these spaces, but may attack into them. Both of these spaces are places where Draka Reinforcements can be placed and Draka Supply traced.

2. Add this locale to the map in Italy: Reggio a mountain Allied Port space connected to Naples and Tarento.

3. Add two new locales to the map in France: Vichy is a clear space connected to Lyon, St. Amand, Massif Centrale and Poiters. Massif Centrale is a mountain space connected to Avignon and Vichy.

4. The following spaces are no longer Victory spaces: Trent and Bologna. The following spaces become Victory spaces: Lyon, Sarajevo, Marselles, Libya, Athens and Kiel. (The Draka developed the Libyan oilfields in the late 19th century.)

Initial Setup:

Central Powers/Triple Alliance: (includes Italy as an "Associated" Power)

A-H: Like regular game, except remove the 3 Trench 1s on the Italian border and place a Trench 1 in Tarnopol. The corps that starts the game in Villach is instead in the Reserve Box. A-H Fleet marker starts in Trieste. Note that Albania starts under CP control; it is an A-H/IT protectorate.

GE: (7th Army) Frankfurt, 6th Army Strasbourg, 1st & 2nd Armies Aachen, 3rd & 4th Armies Koblenz, 5th Army & 1 corps at Trench 1 Metz, 8th Army at Trench 1 Intersburg, 1 corps at Trench 1 Konigsberg, (1 corps) each in Oppeln and Bremen, 7 corps in the Reserve Box. Germany may attack Holland on first action using the "Guns of August" Event as outlined in the neutral module, or just Belgium with their 1st-4th Armies (1st & 2nd go on Liege then all four activated).

Italy (IT): In this history, Bismarck managed to attach Italy to the Triple Alliance through a "Reinsurance Pact". Italy joins the CP when war begins, honoring its association to the Triple Alliance. Rome is considered to be the sole capital of Italy, Milan is just another Victory Space. Italy gets 1 RP whenever CP RP Card play calls for A-H RP.

Italian Initial Setup: 1st Army at Trench 1 Mulhouse, 2nd & 3rd Armies at Trench 1 Turin, (4th Army) Rome; Rome is also a Level 2 Fortress. 1 corps at Trench 1 each Genoa and Naples, 1 corps Tarento, Trench 1 Verona, 4 corps in the Reserve Box.

Turkey (TU): Turkey joins the CP once Limited War is reached just like the regular game. Turkey is considered to have two capitals, Constantinople and Ankara. As long as one of the two is under CP control, Turkey may still receive RPs and use up to 3 RPs per Replacement Phase. If both capitals are under CP control, Turkey gets 1 additional RP per turn. But this free RP is not received until the first full turn at LW. Turkey doesn't have to wait until TW to create its "4th-6th Army" Det.”, it can do so at LW.

Turkish Supply addition: Turkish units that can trace to Ankara, Baghdad, Medina or Mosul are in supply. Turkish units that can trace to both Ezerum and Kharput are also in supply.

Turkish Initial Setup: Turkey starts with 3 new units: 1st, 2nd & 3rd Armies; all are 2-2-3 that flips to 1-2-3. 1st Army and Level 1 fortress and Trench 1 Constantinople, 1 corps at Trench 1 each Gallopoli and Balikesir, 1 corps at Trench 1 and a Level 2 fortress Ankara, 1 corps at Trench 1 Adana. 1 corps each at Damascus, Medina, Mosul, Rize, Erzerum and Van. 1 corps at Trench 1 Beersheba, 2nd Army at Trench 1 Gaza, (3rd Army) at Trench 1 Baghdad. Trench 1 at Samsun. 3 Turkish corps start in the Reserve Box. Note: Philippoli is part of Turkey (not Bulgaria)!

Also Turkey has a minor ally: Persia (PR) with a Persian 1-1-2 (0-1-2 flipped) corps in Hamadan and a 1 step 0-1-2 corps in Kermanshah. Tabriz and Dilman in Persia also start under CP control. Khorramabad and Ahwaz in Persia start under Allied (Draka) control. Persia enters the war with Turkey.

Bulgaria (BU): Bulgaria enters the war through the normal card play. Bulgar setup is 1st Army with 1 corps at Trench 1 and a Level 1 fortress in Sofia, 1 corps each in Strumitsa, Monastir, Plevna and Varna, 1 corps in the Reserve box. The Bulgar 1st Army may be rebuilt in Sofia if destroyed. Note that Monastir is considered part of Bulgaria (not Serbia) at the start of the game, and Philippoli is part of Turkey (not Bulgaria).

Allied Powers/Double Entente:

BE: Normal setup.

SB: Normal setup, but add to force pool 1 Serb Corps which sets up in Nis. Monastir is part of Bulgaria, not Serbia, at the start of the game.

BR: BEF and 1 corps in Brussels, 1 corps in London, 1 corps and BEF corps in Reserve Box. No British setup in the Near East, and no British Empire units other than the Draka may enter the Near East area of the map. Britain can't use Fisher Plan. The MEF, NE Army, 4th Army, MEF conv. Corps, BR/IT 10th Army, CND corps, BR South Persian Rifles (SPR) and Dunsterforce units are not used in this scenario.

RU: Normal setup, but add 1 Trench 1 each in Lublin, Dubno and Kovno. Draka and Russian units are the only Allied units that may operate on the Near East map.

FR: (9th Army) at Trench 1 Nice, 8th Army Det. at Trench 1 Grenoble, 2 corps at Trench 1 Belfort, 4th & 5th Armies at Trench 1 Nancy, 2nd & 3rd Armies at Trench 1 Verdun, 1st Army and 1 corps at Trench 1 Sedan, (6th Army) at Trench 1 Cambrai, Trench 1 Paris. 7 corps start in the Reserve Box. The North African Corps is not used in this scenario (Draka has held North Africa since the 1820s). The FR/IT 12th Army is not used in this scenario.

RO & GR: Both nations enter the war through normal card play setup as in the 1916 scenario. Neither of these nations may enter through the optional Sept. 1914 rules in the POG Advanced Rules.

Change the Romanian setup as follows: add the Gds Corps, a 2-1-3 (flip to a 0-1-3). This takes the place of a corps in Bucharest in the initial setup. The removed corps starts in the Allied Reserve Box.

When the Greek Entry Card is Played the Allied Player may place the Draka supported “Pan-Hellenic Volunteer Corps”(HVC) in Athens, a 2-1-3 that flips to a 1-1-3 and is irreplaceable. If the CP invade Greece, thereby bringing Greece into the war, this corps appears in Athens on the Replacement Phase of the turn after the invasion. Considered as both Greek and Draka (British) nationality. Does not create a Draka control situation in the spaces it enters. It may only operate in the same areas that Greek units could.

(This corps was made up mainly of Draka serfs and lower-class Citizens of ethnic Greek background from the Draka-ruled islands of Crete and Cyprus with a leavening of other foreign volunteers and mercenaries. The Draka Security Directorate calculated that the dispatch of this corps to the mainland would remove many potential troublemakers from the islands while also serving the imperial interests of the Draka. In a sense they were right; about 60% of the corps became casualties in the final stages of the Balkan campaign.)

USA: Normal entry rules, however two USA corps on play of "Over There" as an Event, instead of one (as shown in POG cards file). One of these is the US Marine Corps, a 2-2-4 that flips to a 2-1-4. Drop the optional “Devil Dogs” Chit rule for the USA.

IT: Ignore IT RPs on Allied Cards, as Italy is CP.

CND: Not used, as Canada is part of the USA in this history.

AUS: Enters on card #20 with 2 BR corps (instead of CND).

PT: no change.

ANA: Will enter game later but as a Turkish Minor Ally (see below).

JP: no change (see POG notes file).

Dominion of Draka (DR) Forces & Setup:

Nominally part of the Allies (British Empire), but practically nearly independent.

Draka Counter List: The Draka armed forces consist of two entirely separate service organizations:

a) The Citizen Force (CF) is elite units made up of the serf- (slave) owning Citizens of the Dominion of the Draka.

b) The Janissaries (J) are the serf soldiers for the Draka, officered by the Citizens, and used as cannon fodder if necessary to break the enemy's defenses.

Citizen Force (CF) Counter List: Total 11 units

x3 Citizen Force Armies (CFA): I, II & III CFA are all 5-3-4 that flip to (4-2-4)

x6 Citizen Force Corps (CF): all 2-2-4 that flip to a (2-1-4)

x1 Citizen Mobile Corps (CMC): 3-2-5 that flips to a (2-2-5)

x1 Security Directorate (Sec. Dir.) Corps (SD): 2-1-4 that flips to (1-1-4)

Janissary (J) Counter List: Total 17 units

x5 Janissary Armies (J): Simba, Tantor, Cheetah, Rhino and Tull’s V are all 3‑2‑3 that flip to (2-2-3)

x1 Janissary Army Det. (J) "Army Det. Kempf": 2-2-3 that flips to a (1-2-2)

x11 Janissary Corps (J): all 1-1-4 that flip to a (0-1-4)

Draka Initial Setup:

Both armies start flipped, but all corps are at full strength.

Basra: 1 J Corps, Trench 1

Port Said: 1 J Corps, Trench 1

Cairo: (Simba J Army), Trench 1

Alexandria: (I CF Army)

Reserve Box: 1 CF Corps, SD Corps, 2 J Corps

Draka start in control of all normally British areas on the Near East map. Draka also start initially in control of Libya, Sinai, Ahwaz and Khorramabad.

Draka Reinforcement and Replaced Armies arrive in Alexandria or Cairo, unless otherwise stated in the special rules below. Whenever the Allied Player uses a card for RPs for the first time in a game turn, he also gets 1 Draka CF RP and 2 Draka J RPs. One type of Draka RP cannot be used to Replace units of the other type. A maximum of 1 Draka CF RP and 2 J RPs can be utilized in a Replacement Phase. No Draka RPs are received on Turns 1 and 2 (August/Sept. 1914). Draka may trace supply to Cairo or any Allied Port. Draka II and III CF Armies as well as the Tantor and Rhino J Armies enter the game at their understrength level.

Special Scenario Rules (other than Card Event changes)

1) Units attacking from the Sinai space are -1 drm. It only costs 1 MP for any unit to enter the Sinai space. Draka units attacking into Libya, Medina and Arabia suffer a -2 drm.

2) Players always draw 8 card hands once at LW or TW and always play seven (not six) actions on every turn. Once per turn, up to Winter 1917, a player may elect to roll a die and take the total on it for OPS or SRs, rather than playing a card for an action. Starting Spring 1918, both sides may start rolling 2 dice and using half (rounded down) on any action phase for OPS or SRs as described in the POG notes, rather than playing a card.

3) Draka forces are considered to be part of the British Empire for nationality considerations. Draka forces are considered to be those of a "Great Power" for all purposes.

4) Political Restrictions are modified as follows:

Italians: may freely enter France just like A-H & Switzerland.

Bulgars: may send up to 2 corps to fight in Near East Turkey.

The only Allied units that may operate on the Near East map are Draka and Russian.

Draka Janissary units may only operate in the Near East map, the Balkans, in A-H within 3 spaces of Belgrade or Ploesti, and inside Russia and A-H within 5 spaces of Odessa. This area is referred to in these rules as the “Janissary Zone.” Draka Janissary units may never enter Italy, London, France, Belgium, Holland, Switzerland, Germany or Denmark. (It wouldn't be "politically correct", and the serf-soldiers might get bad ideas like "freedom" and "liberty". Even if they didn’t, the rape and pillage in the “civilized” part of Europe would still be rather bad publicity.) Up to 1 Draka CF Army and 3 CF corps (or just 4 CF corps) may operate outside the Janissary Zone, but the Draka SD Corps is restricted to the Janissary Zone. (While the SD is a CF unit, it’s even worse than the usual Draka Citizen forces for committing atrocities in the field.) See below if USA units are forced to retreat through Draka units or vice versa.

USA: Units may freely enter Holland, Italy, and Switzerland. However, they can never stack with Draka. See below if American units are forced to retreat through Draka units or vice versa.

5) LW Reinforcements:
At the instant the CP go to LW they may place the German Asia Korps - an irreplaceable 1-1-4 corps (flips to a 1-1-4) - on the map in Turkey in any Victory space or fortress. This unit may trace supply just like a TU corps and is considered a GE or TU unit for nationality purposes.

A-H gets the Grenadier Gd. Corps (GG Corps) on the Replacement Phase immediately after CP entry into LW status. This unit is an irreplaceable 1‑2‑3 unit that flips to a 1-1-3. This unit is placed in a capital or intact fortress in A-H. This unit may entrench just like an army.

3 Turns after Germany goes to LW status they get their tank corps during the Replacement Phase, a 2-1-2 Tank (Panzer) Corps unit (flip to a 1-1-2). Place this Pz Korps in Essen or Metz. German attacks with this unit are all Trench shifts canceled, but still can't flank attack. The Pz Korps must absorb at least one loss from enemy fire in each attack it takes part in. A German stack with the Pz Korps can never be the subject of a flank attack. The Pz Korps may be replaced or take RPs to return to full strength. The GE Pz Korps can never go into the Reserve Box. Example: LW on Turn 2, so receive Pz Korps on Replacement Phase of Turn 5.

6) The Allies may SR up to one Army by sea per turn. This Army may be any of the following nationalities: Draka, BR, FR and USA. This type of Army SR starts Turn 2 (Sept. 1914).

7) The Allied Player is no longer restricted by 9.2.7 in the POG rules to activating only one space per action for attack on the Near East map. The Draka are not restricted in their SRs to or from the Near East. Draka forces may freely use the dotted lines Arabia/Medina and Aqaba/Medina. CP Armies and Draka Armies may freely operate in the Near East.

8) The Draka create their J Army Det. Kempf by expending 1 J RP during a Replacement Phase, allowing the removal of a J corps to the replaceable units box and its replacement with the full strength Army Det. Kempf. This unit may only be created in the Near East, and is restricted to that map. This unit may not be created until the Allies play the "Draka Mobilization" card (replaces the Italy entry event LW card #17) as an event.

9) The Draka Citizen Mobile Corps (CMC) - 3-2-5 that flips to (2-2-5) - pays 2 MP to enter Mountain, Alps or Swamp spaces. Attacks by this unit into clear or desert spaces are at +1 drm and ignore all Trench shifts. The CMC never goes into the Reserve Box.

10) The Draka Security Directorate (SD) Corps is +1 drm when attacking the ANA, SN, PR forces, the Commune, Hung. Commies (HC), Kurds and unentrenched lone TU corps.

11) Persian units are considered to be of TU nationality for all purposes including RPs, and up to one step of PR forces can be brought back per Replacement Phase. All eliminated Persian units can return in CP controlled Hamadan or Tabriz. Pro-CP Persian units use the house rules in the Poghouse file.

12) The ANA corps is considered to be of TU nationality for all purposes including RPs, and up to one step can be brought back per Replacement Phase. Eliminated ANA Corps may return in Arabia or Medina. Only the ANA can use the lines Arabia/Amman, Arabia/Jerusalem, and Arabia/Aqaba for move/attack. Otherwise the ANA operates just like in the original game, and may operate into Egypt.

13) Low Morale & Demoralization:

GE: Normal Rules

A-H: Normal Rules

IT: 3 Armies in Deadpile for Low Morale. This goes to Demoralization if Rome under Allied Control. Note there are no 10th & 12th Italian/Allied armies since Italy is CP.

BR: Always 2 armies to go to Low Morale.

Draka: If all three CF armies are in the deadpile, Draka go to Low Morale. But the Draka are never demoralized; it’s not in their vocabulary.

RU: Normal rules

FR: Normal rules for Low Morale. Go to demoralization if Low Morale, Marselles and Lyon under CP control, and the other two conditions given in the Poghouse file.

14) Dominion of the Draka Control of Victory Spaces:
Draka Control: The Allied Player should make up some Draka control markers to indicate which locales the Draka start in control of, and the ones they will acquire. The Draka national flag contains a dragon with a bush knife held in one claw and a shackle in the other. (Drakophobes refer to this dragon as a snake, call the Draka Citizen ruling class "Snakes", and refer to the Domination as “the Snakefarm”.) Any enemy controlled space entered by Draka units via movement or combat in the Janissary Zone is marked with a Draka control marker, even if the Draka enter it with another other nationality Allied unit. If the Allied Player has the option to advance after combat and can choose between Draka and other units and then decides to advance, Draka units must be included in that advance. If the Allied Player acquires enemy controlled spaces by cutting them off from supply, and Draka units participated in cutting off any spaces which are in the Janissary Zone, then all of those spaces are marked with a Draka control marker. The Draka may never place Draka control markers outside the Janissary Zone even if their CF units enter those spaces. Draka control markers, once placed on the map, can only be removed via the actions of the CP and not Allied units. Allied units may enter Draka controlled spaces that they would normally be permitted to move through, but do not change the control status of these spaces.

Draka Control & VPs: The Allied Player only receives -1 VP for every two victory locales in originally CP territory controlled by the Draka. Original Allied locales retaken from the CP (or "liberated") by the Draka only result in the CP subtracting -1/2 VP per locale "liberated" and under Draka control. Original Draka locales liberated by the Draka score the normal -1 VP.

15) New Victory Conditions:

(See revised card #40 below for “TR Demands German Unconditional Surrender”)

No Treaty of Brest-Litovsk
& No TR Demand for unconditional surrender:

CP Victory: 12 VP or more

Draw: 10 or 11 VP

Allied Victory: 9 or fewer VP

No Treaty of Brest-Litovsk
& TR Demands unconditional surrender:

CP Victory: 10 VP or more

Draw: 9 VP

Allied Victory: 8 or fewer VP
Treaty of Brest-Litovsk
& No TR Demand for unconditional surrender:

CP Victory: 11 VP or more

Draw: 10 VP

Allied Victory: 9 or fewer VP

Treaty of Brest-Litovsk
& TR Demands unconditional surrender:

CP Victory: 9 VP or more

Draw: 8 or 7 VP

Allied Victory: 6 or fewer VP

16) Zeppelin Fleets, Biplane Fleets, and Alternate History War in the Air
Zeppelin Air Fleets and Biplane Fleets are used as chits and are held off the board until used.

Zeppelin Air Fleets (ZAF):

In the Replacement Phase immediately after a Player's entry into Limited War (LW) status, that player receives the Zeppelin Air Fleets (ZAF) for all his Great Powers. Each Great Power has only one ZAF. Starting the next turn, each ZAF is allowed to conduct one mission per turn. This is either Strategic Bombing during the Replacement Phase, or Carpet Bombing during one of the Action Phases. Each of the ZAFs in the game has a combat value determined by nationality: the number to the left of the slash is the Strategic Bombing Value, the number to the right is the Carpet Bombing Value.

 CP ZAFs



 Allied ZAFs
Germany 4/4



Draka   4/4

A-H     2/2



Britain 3/3

Italy   1/2



France  2/3






Russia  1/2

Description of ZAF missions & execution:

Strategic Bombing: The target of the mission is enemy RPs. This mission is conducted at the start of the Replacement Phase, before RPs are used. The Allies conduct Strategic Bombing first, then the CP. Strategic Bombing attempts to reduce the RPs received by the enemy. The Player nominates which ZAF will bomb which nation in the enemy alliance. Possible targets and limitations are:

Allies may bomb: Germany, Turkey, Bulgaria, A-H & Italy

CP may bomb: Britain, France & Russia

The RU ZAF cannot bomb IT

The FR ZAF cannot bomb BU or TU

The IT ZAF cannot bomb RU

Note: The Draka and USA may not be strategically bombed (their industry is too far away).

One nation can be the target of no more than 2 ZAFs. A player must announce all attacks before any can be executed. ZAFs that Carpet Bombed earlier that turn may not Strategic Bomb in the Replacement Phase of the same turn. Roll on the Air Warfare Chart, the result indicates the # of RPs to be subtracted from the accumulated total of the target nation. Note that each ZAF resolves its bombing individually. Since Strategic Bombing is done before Replacements are taken, this will reduce the amount of RPs available to the targeted power. The Play of Allied Event card # 36 & CP Event card # 27 as events do not effect ZAF Strategic Bombing; those are in addition to anything the ZAFs do.

Carpet Bombing: The target of the mission is an enemy stack that is a target of the same nation’s attack during an Action Phase. No more than one ZAF can carpet bomb to support a particular attack, even if the attackers are multinational. Flank Attacks, successful or not, cannot be supported by carpet bombing. A ZAF can carpet bomb only once per turn. Roll on the Air Warfare Chart, the result indicates the # of loss points added to the attacker’s die roll loss point result on the Fire Table. Carpet bombing may not be conducted against Alpine spaces. Carpet Bombing missions cannot be combined with Air Superiority Combat Cards (Allied Card #19 & CP card #40). Draka ZAF cannot support BR (only) attacking units by carpet bombing and vice versa.

Air Warfare Chart

ZAF:
Carpet or Strategic Bombing Value of ZAF

BAF:
Combat Value of BAF (while conducting an Air Superiority mission)

Die

Roll

1
2
3
4
2 or less
-
-
-
-

3

-
-
-
1

4

-
1
1
1

5

1
1
1
2

6

1
1
2
2

7 or more
1
2
2
2

Die Roll Modifications to the Air Warfare Chart:

+1 Strategic or Carpet Bombing at TW
+1 Carpet Bombing a Desert space

-1 IT ZAF Strategic Bombing BR
-1 Carpet Bombing a Swamp space

-1 FR ZAF Strategic Bombing A-H
-1 Carpet Bombing a Mountain space

-1 A-H ZAF Strategic Bombing FR
-1 Draka ZAF Strategic Bombing GE

-1 BR ZAF Strategic Bombing TU, A-H or BU

-1 Any Allied ZAF Strategic Bombing of TU when A-H Fleet is based at Constantinople

Biplane Air Fleets (BAF):
Once a Player reaches LW status he can purchase Biplane Air Fleets for each of his Great Powers, as well as TU for the CP and the USA for the Allies. Each of these nations may purchase one BAF only (exception: the Draka get their BAF through play of Allied Card # 17 as an event). Only same nationality RPs can be used to purchase a BAF. BAFs can be used for one of two missions: Interception and Air Superiority. An Interception Mission is directed at a ZAF conducting a Strategic or Carpet Bombing Mission against own nationality units or RPs. Air Superiority Missions are used to support own nationality units in an attack or defense during an Action Phase. Only one mission can be flown per BAF per Game Turn. Draka BAF may operate only in the Janissary Zone.

CP BAFs



Allied BAFs
Combat



Combat

Values:
Cost:


Values:
Cost:

Germany: 4

2 RP

Draka:   3
(use Card #17)

A-H:     2

1 RP

Britain: 3

2 RP

Italy:   1

1 RP

France:  2

1 RP

Turkey:  1

1 RP

USA:     2

1 RP






Russia:  1

1 RP

Description of BAF missions & execution:

Air Superiority:
Played just like (CC) to support same nationality units as the BAF attacking or defending, but roll the die on the Air Warfare Chart. The # indicated as a result is the +drm the defending or attacking units gain on their combat die roll. Air Superiority missions may not be combined by the attacker with a Carpet Bombing mission. If the attacker is carpet bombing with a ZAF, the defender may only launch an Interception mission against it and cannot do Air Superiority. No more than one BAF can support an attack or defense with an Air Superiority Mission. Air Superiority Missions cannot be combined with Air Superiority Combat Cards (Allied Card #19 & CP card #40). USA can use its BAF instead of the Allied Card #19 to enable the Billy Mitchell Parachute rule in 1919. A given BAF Air Superiority mission may only be used in 1 combat. Draka BAF may only be used on an Air Superiority Mission in the Janissary Zone. BR BAF may only support BR and not Draka units and vice versa.

Interception:

Played to Intercept a ZAF that is executing a Carpet Bombing or Strategic Bombing Mission against same nationality units or RPs. Exceptions: the A-H BAF may intercept Allied ZAFs bombing TU or BU RPs, the TU BAF may intercept Allied ZAFs bombing BU RPs, and the USA BAF can intercept a CP ZAF bombing FR RPs. No more than one BAF may intercept a ZAF that is on a mission. Roll the die on the Air Interception Chart and implement the result (if any) against the ZAF, before the ZAF conducts its mission. Note that the ZAF could be aborted or eliminated before it can roll on the Air Warfare Chart. BR BAF may only intercept enemy ZAFs attacking BR and not Draka units and vice versa. Draka BAF may only intercept enemy carpet bombing ZAFs in the Janissary Zone.

Air Interception Chart:



Combat Value of BAF (when executing an Interception Mission)

Die

Roll

1
2
3
4
2 or less
-
-
-
-
-1 to die roll if intercepting Draka

3

-
-
-
A
ZAFs when the Allies are at TW

4

-
-
A
A
(Draka dirigible fleets included large

5

-
A
A
E
#s of fighters in the later war period)

6

A
E
E
E

Explanation of Results:

A: ZAF aborted, mission over; the ZAF's activity is over for that Game Turn.

E: ZAF Eliminated, can be brought back into Play at cost of 1 RP, can even be replaced during the same Replacement Phase it was eliminated in, but can't run another mission until next turn. (Exception: replacing an eliminated Draka ZAF costs 1 Draka CF RP.)

17) Allied Amphibious Invasions, the A-H Fleet:
The Allied Player can conduct the following amphibious invasions in the game:

a) Use the Grand Fleet Event to invade Holland or Denmark as described in the neutral rule module.

b) Conduct the invasion of a Channel Port from London as outlined in the advanced rule module.

c) Land the Draka 2nd CFA army at one of the five MEF locales (MEF #5 added in POG notes) using Allied LW card #31.

d) The Russian 7th Army invasion of Constantinople in the advanced rule module.

e) Once per year conduct a one or two Corps Draka/BR/FR/USA invasion of any of the five MEF* locales, Athens, Valona* (which is now also considered an Allied Port), Salonika, Reggio*, Tarento, Naples, Genoa and Marselles. Also the Draka only may invade at an enemy-held Alexandria, Basra or Port Said. Only the Draka may invade at MEF* #4 & # 5 since those locales are on the Near East map. These corps invasions cannot be made on consecutive turns and cost 2 OPS points to execute. The corps used in the invasions can start from any Allied port or the Reserve Box. These corps invasions follow the normal rules: -1 drm, 2 OPS cost, no combat cards or chits, and cannot be combined with a land attack. The corps invasions as well as the operations outlined in a), b) and c) above may however be supported by carpet bombing as outlined in the air module for that mission (see above). Flipped invading units may advance into the invasion space. Invasions may only be conducted against enemy controlled spaces.

Logistical Restrictions: Allied units tracing supply to one of the port locales with a star* listed above are activated just as if they were tracing to a MEF locale, at 1 OPS per corps and 2 OPS for an army. Corps invasions in the Mediterranean cannot be done in August 1914.

A-H Fleet: If the A-H Fleet is in Trieste, the Allied Player may not conduct invasions against Tarento or Valona. If the A-H Fleet is in Constantinople, no invasions are allowed against that locale or the MEF #1 & #2 locales. The A-H Fleet is permanently removed if the Allies take its base. The A-H Fleet can only switch base by play of CP LW card # 23.

18) Total War (Totaler Krieg): Expanded Gas Warfare.

Once an Alliance is at TW it receives Gas Chits as follows:

Allies: 3 Chits

x1 FR/BR Chit, x1 Draka Chit, x1 RU Chit

CP: 2 Chits

x1 GE Chit, x1 AH/IT Chit

Chits can be used once per turn to support the indicated nationality in an attack much like a Combat Card. The Draka Chit can only be used to support a Draka attack in the Janissary Zone. Roll die before attack: 2-6 +1 drm for the upcoming combat, on the roll of 1 re-roll the die: 1-3 no drm, 4-6 Gas attack backfires for -1 drm. Gas Chits may not be combined with play of a Gas Combat Card. FR/BR and AH/IT Chits can be used once per turn by one of these nations only. Only one gas chit may be used in a battle.

19) Changes to Mandated Offensives:

The roll of 4-5 for the Allies becomes Draka Mandated Offensive. The Draka Mandated Offensive must be executed in the Janissary Zone to count as a Mandated Offensive. This roll is read as no event if the CP are still at MW.

The roll of 5 for the CP becomes Italian Mandated Offensive.

The roll of 2 for the CP is A-H Offensive, but is read as no event after Fall of the Tsar.

20) Stacking in the Near East: No more than one army can stack in a space that is wholly in the Near East Map. Maximum stack in the Near East would be 1 Army & 2 corps, or 3 corps. Draka may stack up to 2 armies each in Cairo, Alexandria and the new Upper Egypt space.

21) 1919 Changes: Instead of the Players picking events from the table (in 1919 rules), choose them randomly (roll a die, roll again on 6 or event already occurred).

Allied Events change as follows:

a) Plan 1919: May also use this rule for attacks into clear spaces in Italy, Holland and Switzerland.

b) Naval Ops: Can only do the naval air attack on the Jade.

c) Additional US Forces: Unchanged but see special rules involving "TR" and "Over There".

d) Romanian Re-entry: can't use this event if Bucharest has been "liberated" by the Draka.

e) Crash of Empires: b) Prerequisite change to: "Current VP Total 10 or less", c) Prerequisite change to: "Draka control both TU capitals". Otherwise all the same.

CP Events change as follows:

a) This Pz Korps is Replaceable, event may occur regardless of Allied use of RTC card. Attacks by this Panzer Korps are at +1 drm and ignore all Trench effects.

b) British Colonial Problems: Prerequisites change to "Draka Central Asia Offensive" or "Over There".

c) Fatherland Rallies: No Change

d) British War-weariness: Roll of a "4" becomes required Offensive for both Draka and BR.

e) Substitute a new event:

“Draka Nightmare: Massive Serf Uprising. Can't be played on Turn 20. Has the following massive effects, in addition to +2 VP and CP War status up one:

1. CP Player can pick any two full-strength Janissary Armies to flip to under-strength side.

2. CP Player can pick any two J corps and 1 CF corps on the map or Reserve Box and remove them permanently.

3. The SN corps comes back at full strength and is placed in Libya. Ditto the ANA corps in Arabia and 1 TU corps in Medina. Place the Commune unit in Alexandria, a 3-2-0 corps that flips to a 2-2-0. The Commune unit may entrench. Place 1 TU corps each in Kharput and either Sivas space. Any Draka forces in these spaces are retreated out. The Commune unit does not control Alexandria for the CP, but other CP units may stack and attack with it. TU forces for these revolts come out of the Replaceable units box, and TU units may trace supply to Medina or Kharput after the revolt.

4. No Draka RPs of any type can be taken for the rest of the game.

5. If and when the Draka retake Alexandria, the Allies get -1 VP.

6. Ignore any future Draka Mandated Offensives.”

22) Separation Between Draka Services & Hatred of the "Yankees"

Although the CF units and Janissary forces are considered to be one nationality (Draka), corps from one service cannot come out of the Reserve Box to replace an eliminated army from the other service. If there is no corps of the proper service to come out of the Reserve Box, the eliminated army is permanently removed from play. Similarly if the Draka conduct an Army breakdown move (see POG notes) the corps from the correct service must be used for the breakdown.

Draka units may not voluntarily stack with USA units. If a USA unit retreats onto a Draka CF unit, roll the die: on a 5 or 6 the USA unit loses an additional step due to clashes with the anti-American Draka. If any Draka unit retreats onto a USA unit roll the die: on a 6 the Draka lose an additional step.

23) Last Ditch Reinforcements: (Limited War Only)

Italy may call for last reserves only if two of its Victory Spaces are under Allied Control, or if any Allied units are adjacent to Rome (see Poghouse file).

If Draka are adjacent to or have taken a Turkish capital, the CP if at LW may call for Turkish "last ditch" Replacements once per game in the Replacement Phase. Add 2 TU RP to the total RP available. Turks may take up to 5 RPs in this Replacement Phase only.

24) TW Reinforcements:

The CP get the Albanian Bashi-Bazouk Corps in Tirana the instant they go to TW. It is a 1-1-3 corps that flips to a 1-1-3. It is irreplaceable and may be considered a TU or A-H corps for nationality considerations. In the 1916 “Reaching for Empire” scenario it starts in Tirana. Can operate in Balkans and Main Map Turkey.

On the replacement phase immediately after the Allied entry into Total War Status, place the Draka Tull’s V Janissary Army in Cairo, Basra or Alexandria. At the same time place 1 J corps in the Reserve Box.

Italy receives their “Blackshirt Gd.” (BGD) in Rome on the Replacement Phase immediately after they enter Total War status. An irreplaceable corps unit, it is a 2-1-3 that flips to a 1-1-3. In the 1916 scenario it starts in Rome.

CP Player gets 3 Kurdish units on the Replacement Phase immediately after CP entry into TW. Place one 1-1-2 Kurdish corps unit (no flip) each in Kirkuk, Dilman and Diyarbakir. These units operate just like the ANA, are restricted to operating in the Near East, but are irreplaceable. Draka forces may trace supply through spaces solely occupied by Kurdish unit(s). Kurds are considered to be Turkish for nationality considerations. Any Allied units in the above three locales get retreated out.

Special Scenario Event Card Rules & Changes:

Allied Mobilization Cards: No Changes

Allied LW Cards: * means event can only happen once, then card is removed

Draka armies with the + sign after them enter play at understrength (flipped), may be built up later with RPs.

#15* Becomes "Draka Reinforcements: Bring on the Draka III CF Army+ along with 1 CF corps and 1 J corps.”

#17* Becomes "Draka Full Mobilization: Advance War Status by 2, Draka Tantor+ & Rhino+ J Armies arrive as Reinforcements along with 1 CF corps & 2 J corps. The Draka Biplane Air Fleet (BAF) also enters play and the Draka may create J "Army Det. Kempf".”

#20* Becomes AUS corps and 2 Brit. Corps (Canada was taken over by USA in 1812-14).

#22* Becomes "Draka Reinforcements: Bring on the Draka Cheetah J Army along with 1 CF corps & 1 J corps.”

#28 Landships can be used as a CC to cancel Trench shifts for a BR and/or FR attack into clear terrain in France/Belgium/Italy/Germany, can only be used in one combat per turn, it is not removed from game after being used as an event. Use of Landships is still a prerequisite for the Royal Tank Corps event outlined below (see card #48 under Allied TW Cards).

#30* Draka forces (J or CF) may make up all or part of the 3 corps being SRed.

#31* Becomes "Draka Reinforcements: Bring on Draka II CF Army+, it may be placed in any of the five MEF spaces, Alexandria or Cairo. If placed on one of the MEF spaces, war status goes up one and place MEF beach-head on the locale. May not be placed on MEF #1 or #2 if the A-H Fleet is based in Constantinople. Allied units tracing supply to the MEF beach-head are activated individually, cost 2 OPS for an Army size unit and 1 OPS for a corps. Additionally, when this event is played place 1 Draka CF corps in the Reserve Box. This event may be played as described above even if Card #30 (Salonika) has been played as an event.”

Allied TW Cards: * means event can only happen once, then card is removed

#36* Becomes "Draka/Brit Empire 1,000 Dirigible Raid on Constantinople: The CP must still control that space in order for this event to be played. Reduce TU RPs by 2, any CP Trench Level in the space is reduced by one, and the A-H Fleet if based in the space is eliminated.”

#38* Becomes 2 USA Corps.

#40* Becomes “TR Demands German Unconditional Surrender:


Prerequisite: A USA Reinforcements Card must have already been played (#38, # 43, or #47) and "U-boats Unleashed” cannot be in effect uncanceled by convoy.

Effects: Neither side may offer peace terms for the rest of the game. USA Republican Guard Army (5-3-3 that flips to a 4-3-3) is placed in any French port or London, and the Allies get -1 VP. The war cannot be ended by armistice before Game Turn 22 (Summer 1919), but can still be ended by one player conceding defeat. Also play of this event affects victory conditions.” [see above for changes to victory conditions]

Note: In this history, Woodrow Wilson remained in his ivory tower, never becoming the US President. Teddy Roosevelt and his Bull Moose Party defeated Taft and William Jennings Bryan in the 1912 presidential election. TR was reelected by a landslide in Nov. 1916, vowing to "Stand up for America" after several US ships were sunk by U-boats. A declaration of war swiftly followed the publication in early 1917 of the "Zimmermann Telegram" to the Republic of Grand Columbia. This although the US Navy had been in active service in the North Atlantic for six months prior to formal hostilities, per an Executive Order issued by President Roosevelt at Washington House in the capital New York City on Sept. 5, 1916. The Republican Guard was created during the US Civil War (1860-66), originally from units that withstood the advance of Draka-supplied CSA armor at the battle of Pittsburgh Landing in 1862. It contains a fairly large Mexican component since the newly annexed Mexican territories remained loyal to the Union government during that war, and were rewarded with statehood as it ended. Mexican conscripts played an essential role in the fall of Richmond in 1866. The best-known regiment in the Guard is named the "President Douglas", after the President assassinated in 1865 by a Confederate fanatic. This regiment took losses of over 70% during the capture of Bogota in 1897, the final act in the USA's short victorious war against the Republic of Grand Columbia that legitimized the annexation of the “Empire of Central America” originally seized by William Walker and other adventurers. The Columbian conflict also catapulted Theodore Roosevelt into national spotlight when he led his "Rough Rider" volunteer unit up a craggy knob at the edge of the enemy capital. A young cameraman named Stephen Crane captured this action in detail in moving pictures.

#41* The Allied Player cannot use the event on the card, however if this card is played for OPS, SRs or RPs the CP Player immediately receives the ANA in Arabia or Medina, and the card is then permanently removed from play. Draka units attacking into Arabia or Medina suffer a -2 drm.

#48 Royal Tank Corps can be used as a CC to cancel all Trench effects for a BR attack into clear in France/Belgium/Italy/Germany, can only be used in one combat per turn, it is not removed from game after being used as an event. +1 drm to attack in addition.

#49* Becomes "Draka Central Asia Offensive:

Prerequisite: capture one or both of the Turkish capitals.

Effects: Play of this card allows the Allied Player to score -2 VPs by exiting Draka units from the Hamadan locale. Exiting is done by moving into the Hamadan locale and expending 1 MP during an OPS move. In order to score the -2 VP the Allied Player must exit the following five Draka units, all at full strength, from Hamadan within the next 3 turns:


1 CF Army, 1 CF Corps, 1 J Army and 2 J Corps


A Supply line must be maintained to the Hamadan locale once all of the listed units have exited. These units never return to the map. Each attrition phase this supply line is not maintained the CP Player gains +1 VP. Once this event has been played, only one Allied stack per action can be activated for an attack in the Janissary Zone. A Roll of “5” on the Mandatory Offensive Chart for the Allies becomes No Offensive instead of Draka Offensive.”

#50* Becomes "Draka Reinforcements: This card has no prerequisite. The Draka CMC corps arrives in Basra, Cairo or Alexandria, and 1 CF Corps and 2 J Corps are placed in the Reserve Box. Increase War Status by one.”

#51* Allied Forces in Switzerland, Serbia, Bulgaria, Albania and Greece are treated as one nationality as well.

#53* French Orient Army may be placed in Allied Controlled Naples as well as Marselles, Salonika, Athens or Paris/Orleans. French also get 1 RP as well for immediate use, but not the FR North Africa Corps (the Draka have owned all of North Africa since the early 19th Century).

CP Mobilization Cards: No Changes

CP LW Cards: * means event can only happen once, then card is removed

#20* In addition to A-H 10th Army, CP gets IT 5th Army in Rome.

#22* In addition to GE 12th Army and 1 corps, CP get 1 TU corps (new unit) in the Reserve Box.

#23* In addition to A-H 11th Army, CP get 1 IT corps (new unit) in the Reserve Box. The CP may also move the A-H Fleet marker to Constantinople if he wishes.

#24* Any Draka units in Libya are retreated out and the SN unit placed. Draka units attacking into Libya suffer a -2 drm.

#27* Can be used to subtract 3 FR RPs rather than 4 BR RPs.

#32* Becomes "Revolt in Draka Police Zone: Allies must remove 1 Draka CF Corps and 2 J Corps for a number of turns equal to a die roll. Example: card played Turn 5 and a "3" is rolled; the above units return to the Allied Reserve Box during the Replacement Phase of Turn 8. Optionally the Allies could accept the loss of +2 VP rather than send the 3 corps units.”

CP TW Cards: * means event can only happen once, then card is removed

#36* In addition the Draka lose 1 J RP per turn. Their maximum replacement is now 1 CF and 1 J RP per turn until this event is canceled by convoy. Also CP can flip one full Draka CF Army on the map to its understrength side.

#41* 14th Army can be activated with a lone Italian Corps or Army as a single nationality if in the locale.

#43* Cancels all trench effects for 1 attack against Russian, Serb, Romanian, Belgian or French units/fortresses only.

#54* H-L Take Command: Germany gets an extra 2-1-4 Corps in the Reserve Box (new unit) when this card is played as an Event.

#55* Lloyd George: In addition Draka lose 1 J RP this turn and next turn. For the rest of this turn and the next turn, Draka and other British Empire troops are considered to be separate nationalities for OPS activation.

Errata

Add-ons and stuff that hasn’t been integrated into the above rules yet.

1. A “5” result on Random RPs & (Events) chart (see Pognotes file) results in the CP getting one IT RP. BR RPs cannot be received on this chart.

2. FR and BR Mandated Offensives can be launched into spaces in Italy, Holland and Switzerland as well as France, Germany and Belgium.

3. British can create the "Res. Army Det." (RAD) in London or Calais, by permanently removing a corps in that locale and paying 1 RP during the Replacement Phase. This may only be done at LW or TW. This "Army Det." is a 3‑3-2 that flips to a 2-2-2. It is restricted to operating in France, Germany, Belgium and Holland.

4. 1st-4th GE Armies can attack on "Guns of August" event even if Holland is not invaded. If Holland is invaded, the GE can ignore their move restrictions on the West Front with regard to Ostend, Calais and Amiens.

5. Optional Rule: The Draka and German ZAFs can do a separate mission that is not available to the other ZAFs in the game:

Air Supply: This is flown in the Attrition Phase. The mission is directed to any space on the map that contains own nationality unsupplied units. If successful, the mission keeps them from being removed from the map during that phase. Up to one Army (or “Army Det.”) or two corps stacked in the same space can be “saved” in this manner. Being in air supply does not allow unsupplied units to execute an action during the upcoming action phase of the next turn (except for the one space move allowed in the advanced rules options). A ZAF cannot both fly an Air Supply mission and do Strategic Bombing or Carpet Bombing in the same turn.

The Air Supply mission may be intercepted by an opposing BAF, as long as it is of the same nationality as an enemy in-supply unit that is in an adjacent space to the cut off units that are being “saved”. An “A” or “E” result against the ZAF ends the mission, and prevents the units from being “saved”. The Draka ZAF can be used to “save” other British Empire troops but not vice versa.

6. Russian Political Restrictions in the Near East:
Russian units in wholly Near East spaces may not move or attack into spaces that are adjacent to spaces under Draka control on the Near East map. Russian units may never enter Draka controlled wholly Near East spaces. The Russians may always freely enter and attack into Bursa and Constantinople since these spaces are on both maps. (The Russians were terrified of the Draka from a prior war, the Anglo-Russian conflict of 1879-82 when the Draka destroyed the city of Odessa using their early dirigible air fleet.)

Russian units activated for movement in spaces in the Near East that are adjacent to Draka control may only move away so they end their turn not adjacent to Draka control. Draka forces in the Near East may never enter Allied Controlled Russian spaces in wholly Near East spaces.

7. Russian Army Det. Biscoff

“Army Det. Biscoff” (a 2-2-2 that flips to a 1-2-2) may be created in any intact Russian Fortress in 1916 and after, once at TW. Remove a 1-1-3 RU Corps, place it in the replaceable Allied units box and expend 1 RP during the Replacement Phase. The removed Corps is replaced by the Army Det. Use the normal FR/GE Army Det. rules, except this unit may only operate in Russia, Germany, A-H and Romania. This unit is available to be created in the 1916 “Out of Africa” scenario. It cannot be created after the “Fall of the Tsar”. Eliminated “Army Dets” cannot be replaced from the deadpile and never count against the total needed to reach a nation’s low morale point. (Biscoff was a Russian nobleman distantly related to the Tsar)

8. Ukraine Nationalist Corps: The CP get this corps in Kiev on the Bolshevik Revolution event. It is a 1-1-3 corps that flips to a 1-1-3. It is irreplaceable and may be considered a GE corps for nationality considerations. It is always in supply. Any RU units in Kiev get retreated out. May only operate in Russia.
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