Paths of Glory Advanced Rules:

Mark III Additional Russia (& Romania) Rules:

1. Petrograd (St. Petersburg) and Smolensk are now Victory locales, but the CP player is limited to holding 7 locales in Russia proper (outside the Near East) for VP credit. Additional locales above 7 do not add to the CP victory total, but the CP does take a -1 if the Russians retake them. Additional victory locales held do count to make the 33 total to allow the Fall of the Tsar. Holding 7 or more Victory locales in Russia proper allows immediate play of Bolshevik Rev. Event, if the Fall of the Tsar event has been played.

2. Petrograd may be entered/attacked by the CP only from Pskov and Velikye Luki. Petrograd is a Level 2 Fortress with a Trench Marker 1 and a permanent one corps garrison. The Petrograd Garrison Corps is a 1-1-0 that flips to a (0-1-0). CP units may move from "To Reval" into a CP controlled Petrograd. The CP can also enter/attack the "To Reval" locale from Riga, but cannot attack Petrograd from there. Both Petrograd and Reval can be used as CP ports if CP controlled.

3. Russians can move/attack from the Moscow locale to Petrograd. For normal and SR Russian movement purposes, Petrograd is adjacent to Moscow, and Moscow is adjacent to Kharkov. Kharkov and "To the Caucasus" are also adjacent to each other.

3A. If Petrograd is under CP control, the Allies deduct 1 from available Russian RPs before they can make use of them to replace Russian units, or bring them up to strength in the Replacement Phase.

3B. CP units may never enter/attack Moscow and "To Kharkov". German units only may enter/attack "To Caucasus" after Bolshevik Rev., but then cannot use the dotted lines to move from that locale to the Near East Map. Neither side may entrench in the "To Caucasus” locale.

4. Fall of Tsar Additional: (note: as many as 2 million Russians deserted after the Tsar's fall)

a) First the CP Player gets to flip any one full strength Russian Army to understrength side. The Allied Player then has to pick two full strength Russian Armies to flip in addition.

b) All Russian RPs reduced to zero at end of turn and not used (Fall of Tsar turn only).

c) +1 drm on all future German attacks (with a German army, or at least one half the corps German, if on the corps fire table) on unentrenched Russians.

5. Bolshevik Rev. Additional: ("Peace and Bread")

a) +1 drm on all CP attacks on Russians even if entrenched, RU units in trenches cannot cancel a retreat by taking an additional step loss (this +1 drm replaces modifier in 4c above).

b) All remaining Romanians removed from map if the CP controls Bucharest, otherwise Romania remains in the war until their capital falls.

c) CP player permanently removes any two Russian corps from the map or Reserve box (can't be adjacent to each other, or in the same locale on the map), only one of these corps can be on the Near East map. Also the RU CAU Army if on map is reduced by 1 Step. If understrength replace by corps from the Reserve Box. RU units on the Near East map may now trace supply to Baku.

d) Once Bolshevik Revolution played the Allied Player can force a Brest Peace. As an action he can offer Brest Peace to the CP player. If the CP player has the Brest card in hand he can then discard it and the peace is implemented. If not in CP hand no Brest Peace. The CP can refuse this Allied action, then roll die: 4-6 peace implemented anyway. The Allied Player may only offer Brest Peace once per turn in this manner. The CP discard of the card to implement the Brest Peace does not count as a CP Action if the Allies offer the Brest Peace.

6. Dardanelles & Black Sea: If the Allies control Gallopoli and Constantinople for the entire turn the Russians get 1 RP extra at turn end to spend. This extra RP is no longer available after Bolshevik Rev. If the Allies control these two key locales, then Varna, Odessa and Constantinople are all treated as Allied Ports for SR and Supply.

Jacky Fisher's Wacky Ways: Once the CP Player has decided on his German setup (normal, or "full plan") the Brits can decide to implement Jacky Fisher's Baltic invasion. Roll die: 1-5: normal set-up, 6: place the BEF in Rostock, Germany. Rostock now becomes an Allied Port for all purposes. Roll die to see how many VPs the German Player gains: 1-2: +1 VP, 3-5: +2 VP, 6: +3 VP. After the BEF is placed in Rostock, the German Player may Redeploy any one unit "for free" to Berlin before taking his first action. Implementing the "Fisher Plan" moves the War status 2 to the right for the Allies and 1 for the CP. Russian corps may SR into the Fisher beach-head at the rate of one per turn starting in the Fall of 1914 from Riga or Petrograd. British Armies may also SR in from London only once per turn. The BEF cannot move or attack in the Allied 1st Action Phase of August 1914 (the chaps are busy landing on the "10 miles of hard sand").

CP/ Baltic Ports in the cases of a Denmark Invasion or Jacky Fisher Plan:

Denmark Invasion: If the British hold a port in Denmark, the CP can't use the following ports for SR or supply: Wilhelmshaven, Kiel and Rostock. If the Allies capture these ports they can be used as Allied ports for SR of corps and supply.

Jacky Fisher Plan: If implemented, and for as long as the Brits hold the "Fisher" beach-head at Rostock, no CP sea move or supply is allowed, and the Allies (Russians included) can move or SR into any ports they capture within the limits outlined in the above rules.

Denmark & the "Fisher" Plan: Germany may invade Denmark if the Fisher Plan is used, and the Allies may conduct a single corps invasion of Denmark from their Reserve Box, or use their "Grand Fleet" Event if at Limited War (or TW) as described below.

a) German Invasion: The Germans can invade by land from the Kiel space. They pay the usual -1 VP penalty and decrease the Zimmerman threshold by one. If a full strength German corps, or a full or understrength army takes complete control of Copenhagen (including reducing the fort), no more sea move is allowed to or from Baltic Ports by the Allies (Sea Supply is allowed). Any Allied units that are eliminated while tracing supply only to a Baltic Port are considered permanently eliminated.

b) A single British Corps from the Reserve Box may invade any Danish Port at –1 drm. If the invasion is successful, play continues under the normal Denmark invasion rules. If not, the Allies may try again later using their Grand Fleet Card. However, regardless of the success or failure of the one corps invasion, German forces may now enter Denmark. The Danes are now a full CP ally. The single corps invasion costs 2 OPS to conduct, and the normal rules regarding Combat Cards would apply. The corps may advance even if reduced.

Note that the above two invasions a) & b) can be done even if the invader is at Mobilization War (MW) Level only.

Denmark Nationality: If Germany invades, joint British/Danish stacks are considered to be one nationality for move/attack purposes.

Russian 7th Army: The planned Russian coup de main against Constantinople.

The Russian Imperial Government wanted to be in on any fall of Constantinople to the Western Allies, so they could have a postwar say over Russia's passageway to the Med. During the Gallopoli fighting, the Russians assembled elements of what later became the Russian 7th Army at Odessa, with the planned purpose of dropping in on the Golden Horn at the critical moment. When the Allied Player plays the Reinforcement card that includes the 7th Army, he may bring this army on the map in Odessa flipped over to the understrength (2-2-3) side. 1 Russian RP is also placed on the Allied Replacement track when 7th Army enters in this manner. The 7th Army may attempt to invade the Constantinople space when any Allied force is in supply in a space adjacent to Constantinople (for example, the Brit MEF in Gallopoli). To conduct the invasion, the Allied Player uses any card with an OPS value of 3 or greater to run the operation. First roll the die: on a 1-2 the Goeben intercepts the invasion force, and the 7th Army returns to Odessa; on a 3-6 the invasion is on. The understrength 7th Army counter conducts a normal battle against any Turks in Constantinople at –1 drm, Turks fire one column to the right.

If the 7th Army cleans out Constantinople, it (or its remaining corps after losses) can remain there, the Turks retreat normally. The 7th Army can attempt invasion once, and only if understrength.

If Constantinople is successfully taken by the Russians, they can use that port for supply, and may SR in from Odessa an additional 1 corps per turn after the invasion. If the Turks are not eliminated or retreated out of Constantinople, the 7th Army or the remaining corps after losses return to Odessa. Players may not play or use any combat cards to hinder or help the invasion, and any combat cards that are already faceup for the turn are not affected by the loss of the invasion combat.

Sept. 1914: The Greek General Staff Plan to Attack Gallopoli

In August 1914 the Greek General Staff drafted a plan for a surprise attack on Gallopoli involving a projected force of 60,000. The Turks at the time had only 2 divisions in the area. The plan was never implemented due to two factors: the Greek King was brother-in-law to the Kaiser, and British desire to avoid a war with the still-neutral Turkey. At the start of the Sept. 1914 turn, during the Mandated Offensive Phase, roll 2 dice: on a roll of 2, 11 or 12 the above-described operation is "go." It is implemented as follows: The Allied Player can use any 3 or better OPS card to conduct the operation in any Action Phase in Sept. 1914 only. Place the Greek Corps in both Athens and Larisa on the "MEF 1" Port Space. This space now becomes an Allied Port for SR and Supply until retaken by the CP. Turkey is now in the war and the VP goes up +1. Both Greek corps are activated for attack, and must immediately, during this action phase, attack the Turk Corps in Gallopoli. The Allied War Status moves one right. Greece is now in the war as an Allied Country. Any future play of the Greek Entry event card as an OPS, SR or Replacements results in its immediate removal from the game after its play.

Players may not play or use any combat cards to hinder or help the invasion, and any combat cards that are already faceup for the turn are not affected by the loss of the invasion combat.

Note: There is no increase in the Zimmerman threshold due to this invasion, since this a case of the "plucky" Greeks (not Imperialist Britain, or Russia) taking on the decadent criminal Ottomans.

Sept. 1914: Romania opts for the Triple Alliance

Romania was tied to the Triple Alliance via a secret treaty. Her King, whose royal house had been imported from Germany, was all for honoring this commitment, however the pro-Allied feelings and interests of his people and ministers prevented the King from acting on his inclinations. At the start of the Sept. 1914 turn during the Mandated Offensive Phase roll 2 dice: on a roll of 11 or 12 Romania enters the war as a CP Ally. Set-up is as follows: 2 corps Bucharest, 1 corps Galatz, 1 corps Berlad and 2 corps in the CP replaceable deadpile. Romania receives 1 RP whenever the CP player plays a replacement Card that contains Bulgar RPs. The capture of Bucharest by the Allies causes an immediate Romanian surrender, remove all Romanian units from the game and no more CP Romanian RPs are generated.

The Allied player can still play the Romania Card as an event. The event now reads as follows:

"Romanian Internal Politics* (1): 2 full strength Romanian Corps are flipped to their reduced side (Allied choice), all Romanian RPs are reduced to zero and none can be taken at this turn's end. All Romanian units now cost 1 OPS per unit to activate for the rest of the game."

If the Fall of the Tsar occurs in a game with a CP RO Entry, CP player scores +2 VP at Fall of Tsar as long as he still holds both Romanian Victory Locales.

Russian Re-entry into the war after Brest Peace:

The Allied Player may try to bring Russia back in the war at the start of any turn that is two seasons or more after the Brest-Litovsk peace. During the Mandated Offensive Phase, if the number of CP armies in Russia outside the Near East Map is less than four, the Allied Player may roll 2 dice: on a 2, 11 or 12 Russia is back in the war. For purposes of this rule every three CP corps in Russia count as one army. Understrength Armies count as two corps. Allies may reroll every turn there are less than four armies.

Russian Limitations after Re-entry: Add Trotsky "Red Commissar" Marker. Russian units and RPs are subject to the same limitations that were in force before the Brest peace in the wake of the Bolshevik Revolution, with the exception of Trotsky. The Russians may use the Trotsky Marker once per turn to activate a single Russian stack at the cost of one OPS point.

Victory after Re-Entry: Use the Victory Conditions listed in 5.5.2.2 No Treaty Event.

The British Invasion: Once the Allies are at TW they may, once per game, make an invasion directly from London to one of the Channel Ports (Cherbourg, Le Havre, Calais, Ostend) without attacking in conjunction with a unit attacking from a space other than London. (See 12.1.10).

The invasion is at -1 drm, and can only be conducted by a single corps or army. The defending Germans, in the case of this type of invasion, gain no advantage from their trench status in the space, and may not take an extra step loss to avoid retreat. The attacking unit, if it clears the space, may advance into it even if it is understrength. The invading unit is activated for the cross-Channel attack in the normal way, using a single OPS point. The invader could even attack an empty space (say Ostend!) thereby advancing into it automatically. Invaders may not advance beyond the invasion port in advance after combat. Players may not play or use any combat cards to hinder or help the invasion, and any combat cards that are already faceup for the turn are not affected by the loss of the invasion combat.

Political Restrictions: There are limitations, for most countries, on where their units can operate. European Turkey is defined as that portion of Turkey whose spaces lie outside the Near East, or in both the Near East and the main map. Units may always operate in their own lands without any restriction save those laid down in the rules (example: Russia on the Near East Map).

Allied Restrictions: Units may not attack into spaces they cannot enter.

AUS & British: anywhere

Portugal & Canada: anywhere but the Near East

ANA: Near East only, but not Russia or Libya.

RO: Only in adjacent countries including Serbia and European Turkey

SB: Only in adjacent countries including Montenegro, Romania and European Turkey

MN: Montenegro only, if retreated they are eliminated

GK: Albania, Montenegro, Serbia, Bulgaria, European Turkey and up to 1 corps in A-H

BE: Belgium, Germany, Calais, Cambrai, Amiens and Rouen in France only. May also enter the Sedan space only if Liege is Allied controlled. If Holland in war may enter The Hague and Arnhem locales.

USA: up to one army and one corps can operate outside of France, Belgium and Germany. US forces can also operate from London, but not on the Near East Map.

France: Anywhere, but only up to one corps on the Near East Map. (Exception to regular rules) uses up British SR Limit of one per turn to move to the Near East.

FR Army Dets: France and Germany only.

Italy: Switzerland and A-H freely. A maximum of 2 armies and 4 corps outside those areas. Not allowed in the Near East.

Japan: Anywhere outside the Near East. Can trace to Russian or other Allied Supply sources.

Russia: Anywhere they can get to and still trace back to Russia, or an Allied Port. Russian Gds corps may not operate in the Near East. Russian CAU Army cannot operate in Persia.

CP Restrictions: Units may not attack into spaces they cannot enter.

BU: Romania, Ismail space in Russia, Serbia, Albania, Greece, Montenegro and European Turkey.

TU: A maximum of 5 corps can operate on the main map outside of European Turkey, these five may not operate west of Sarajevo or Budapest. One Turkish army counts as 2 corps for these purposes.

SN unit: Libya and Egypt only.

AH: A maximum of one army and two corps can be deployed in Germany, Belgium, France or Holland. No entry allowed into Denmark. No more than one army and 2 corps can operate in Russia on or north of Grodno-Baranovichi-Minsk-Orsha-Smolensk.

GE: Anywhere they can possibly move to. They can even SR once per game an understrength corps from Odessa to Poli in the Near East after Bolshevik Rev. This move does not count against the CP limits for that turn’s move to the Near East. GE Army Dets in France and Germany only.

Armed Neutrals Restrictions:

Swiss: Any adjacent country up to 3 spaces from Switzerland.

Denmark: Denmark and up to 3 spaces into Germany

Holland: Belgium and up to 3 spaces into Germany

Placement of Corps that are replaced: Countries that do not have army units initially, i.e. Denmark, Greece, Switzerland, Romania, Holland, Bulgaria, Montenegro and Turkey, may place up to one corps each per turn directly on the map by expending the normal RP cost in the Replacement Phase.

Placement as follows:

Denmark, Switzerland and Holland: as noted in new neutral rules section, can still use RPs if capital falls

Bulgaria: Sofia only

Turkey: Constantinople and Ankara only

Romania: Bucharest, Ploesti, Galatz or Jassey (or if all four under CP control - Odessa). A Pro-Allied Romania may use Allied RPs even if Bucharest is enemy controlled.

Montenegro: Citje only

Greece: Athens and Salonika only

Special Serbia Rule: Reduced Serb Corps and Armies can take Allied Replacements if in supply.

British counter-invasions into Port Said, Alexandria, and Basra while in enemy hands: Conducted exactly like the Denmark single corps invasion outlined above. No more than one of these invasions can be conducted per turn, -1 drm, 2 OPS cost, no combat cards, and cannot be combined with a land attack. Can be used to relieve a besieged Basra. The invasion does not count against the limit the British have of one SR to the Near East per turn. If two of these corps invasions in a row fail, the Brits can't do invasions any more unless through play of the Grand Fleet card, or the TW British Invasion into a Channel Port as described above, or normal card play (Salonika and MEF).

North Baltic Ports: No SR move is allowed into or out of the ports of Riga, Reval and Petrograd during winter game turns, but supply could be traced to them.

Finland & North Russia Expeditions: Can only be sent after Bolshevik Rev.
German Finnish Expedition: SR one reduced German Corps to off-map Finland from a Baltic Port, the unit remains there until game end. Roll die at game end, on 4-6 +1 VP for CP. This Expedition cannot be sent on a Winter turn.

Allied Northern Landings: Deduct one US or British RP during Replacement Phase, and place the "Allied Northern Expedition Marker" next to Petrograd. This Expedition cannot be sent on a Winter turn. If this expedition is not sent by game end, roll die: 5-6 +1 VP to CP. If the Germans have sent their Finnish Expedition off, the die roll becomes 3-6 +1 VP to CP.

10th & 12th Anglo-Italian & Franco-Italian Armies:

These may be created under the following circumstances during any Replacement phase:

a) Starting Spring 1918 or upon play by the CP of the "Lloyd George" Event.

b) Anytime before Spring 1918, during 1916 to Winter 1918, if the CP control any victory locales inside Italy, or the Verona locale as long as the Allies are at TW status.

c) The two components required to make each of these armies must be in the same space.

Brit/Italian 10th Army: Combine a full stength British 2-1-4 Corps with an Italian understrength Army = full strength 3-3-3 10th Army that flips to 2‑2‑3. The British Corps is placed in the Allied Reserve box, the understrength Italian Army is placed in the Allied Replaceable Deadpile. If the 10th Army is eliminated it is replaced with a British Corps from the Reserve Box. If reduced, the 10th Army can be brought up to full strength with a British or Italian RP. Once eliminated or disbanded the 10th Army cannot be brought back into play.

FR/Italian 12th Army: Combine a full strength FR 1-1-4 Corps with a full strength Italian 1-1-3 Corps = full strength 2-2-3 12th Army that flips to 1‑2-3. The FR Corps is placed in the Allied Reserve box, the Italian 1-1-3 Corps is placed in the Allied Replaceable Deadpile. If the 12th Army is eliminated it is replaced with a FR Corps from the Reserve Box. If reduced, the 12th Army can be brought up to full strength with a FR or Italian RP. Once eliminated or disbanded the 12th Army cannot be brought back into play.

10th & 12th Armies can be treated as either nationality for move/attack purposes. These armies may only operate in Italy, A-H or Switzerland. These armies can be disbanded if at full strength, simply reverse the process outlined above, as long as normal stacking restrictions and unit availability are complied with. The 10th and 12th Armies may not conduct a breakdown move.

