POG RANDOM NOTES & Optional Rules

1. Disbanding Armies: Each Side may disband up to one (only) Great Power under-strength Army per turn during the Replacement Phase. The disbanded army is put in the replaceable units deadpile and the player receives 1 RP of the same nationality to be used immediately during that Replacement Phase. The Great Powers for purposes of this rule are: Germany, France, A-H, Italy, Russia and Britain. The BEF Army may not be disbanded. The 10th & 12th Allied/Italian Armies may only be disbanded at full strength according to the rules in their section. GE and FR Army Detachments may also be disbanded if under-strength. Irreplaceable Armies and all Army Dets. that are disbanded are removed from play permanently.

1A. Extra Trenches: Starting the Replacement Phase of Turn 3, each side may attempt to entrench any one Great Power's Army after replacements are taken. The chosen army must be outside the Near East, and does the attempt through the normal die roll procedure. Players may use this rule to entrench, or improve a Trench 1 even if the Entrench card has not been played.

2. 1914 SETUP: Italians start with a Trench 1 in Verona. Place 1 A-H Corps in Lemburg. Put CP Trench 1 in Giresun. Reduce the number of A-H Corps in the Reserve box to 4 and RU Corps to 5. Put 1 RU Corps in Brest Litovsk. BEF has no Trench 1 in Brussels with it.

3. Calais, Amiens, Chateau-Thierry, Cambrai, Ostend & Brussels: Allies may stack 4 high in these six locales starting in 1916 and must also be at TW, one unit of the four must be a corps.

4. USA RPs are not available until turn after play of "Over There".

5A. Turks in Medina: Defend this holy city +1 drm even if isolated. Ditto for BR in Jerusalem.

5B. Armenian Ethnic Cleansing: Turk units in Bitlis, Van and Elaskirt can have up to one corps in each locale avoid attrition during 1915-16. They are foraging off the Armenian villages.

5C. Levant Supply: Turkish units and spaces that can trace to both Jerusalem and Damascus are in supply. Turkish units and spaces that can trace to both Kharput and Ankara are always in supply.

5D. Turkish "Army Det": Turk "2nd-4th" "Army Det." a 1-2-3 that flips to 1‑1‑2. Can be created by combining any 2 TU corps in a stack during the Replacement Phase. Permanently remove 1 corps, place the other in the CP Replaceable units box. This Army Det. cannot be created until CP is at TW status. See below for Army Det. rules.

5E. French & German Army Detachments:

French: Alsace Army Det. and the 8th Army Det. are both 2-3-2 that flip to (1-2-2).

German: Army Det. "A" and Army Det. "C" are both 3-3-2 that flip to (2-2-2).

These detachments are available to be placed on the map starting on the Aug. 1914 Replacement Phase. No more than one per Player can be brought on the map during a single Replacement Phase. The Army detachments are created by taking a supplied corps at full strength in a fortress, expending one RP, permanently removing that corps from the game, and replacing it with the Army Detachment at full strength. Army Detachments defend on the army fire table, but if attacking without another army attack on the corps fire table. They may entrench just like an army would. If completely eliminated the army detachments are not replaced by corps, and cannot be brought back into play by expending RPs. Reduced Army detachments may be rebuilt in the normal way by expending 1 RP. The fortress used as the site for the creation of the army detachment must be the same nationality as the detachment being created. Army Dets SR at a cost of 3 when full strength and 2 when understrength.

6. FR and GE Army Dets: These units may only operate in France and Germany. They may be disbanded (see above), but cannot return to play afterwards.

7. Arrival of A-H Reinforcement Armies: They may enter play in any intact A-H Fortress that can trace a normal line of supply.

8. Arrival of Italian 5th Army and Italian RPs: IT 5th Army and replacement IT Armies may enter in Milan or Rome. No Italian RPs can be received if Milan or Rome is held by the CP.

9. Russian Entrenching: After the Great Retreat, but before the Fall of the Tsar, Russian Armies entrenching in Russia outside the Near East map deduct 1 from the entrench die roll as long as the space they are entrenching in is not adjacent to a space in Germany, A-H or Romania. This bonus may only be used if the Russian unit is attempting to build a Trench 1 after turn of Great Retreat, and before the Fall of the Tsar.

10. Italian Entrenching: Italian units in or adjacent to Venice and Verona deduct one when making an entrenchment die roll as long as the space they are in is in Italy.

11. Rolling for SRs: Once per turn each player can do a card play and announce a "Super-SR". Roll 1 die, halve the result rounded up, and add the result to the SR number on the card. This total is the total number of SR points the player has for this action.

12. Withdrawing French Army of the Orient: May move from Salonika to Marselles at a cost of 4 SR points (3 if understrength) once per game. Must start SR in Salonika and end it in Marselles.

12A. Balkan Notes: The MN corps may cooperate with SB units as one nation.

13. Peace Terms: May only be offered once per turn by a player.

14. French Mutiny Event: The CP may also flip a full strength FR Army in France or Belgium to its understrength side.

15. Neither side’s units may SR into or out of Persia.

16. CP Player gets 1 GE RP for immediate use when Rathenau event is played; this is in addition to the additional GE RP that can be used during the Replacement Phase.

17. RANDOM RPS & (EVENTS)
Starting on the Mandated Offensive Phase of Turn 3, the players roll 2 dice on the Random RPs (and events) Table. This roll is made after Mandated Offensives are determined. The RPs can be used immediately, or saved for use at Turn's End in the Replacement Phase.

Die Roll
Event or RPs

2

SN Revolt (-)*/ Serb Partisans *++

3

Persian Tribes*/ Albanian Clans*++

4

1 Allied RP

5

1 BR or IT RP (Allied Player's choice)
   -1 to die roll if

6

1 FR RP





     14 VP or more

7  @

1 RU RP + CP Sud Army*/ GE 11th Army*++

8

1 GE RP + AUS/CND Corps*/ 2 RU Corps *++
   +1 to die roll if

9

1 A-H RP





     9 VP or less

10

1 TU or BU RP (CP Player's choice)

11

Easter Rising*/ Polish Declaration*++

12

Arab Revolt (-)*/ Serb Partisans *++

++ If the event to the left of the slash has occurred, the die roll on that line will default to the item on the right of the slash, even if it is the first roll of that # in the game.

* Event may only occur once per game

@ Read a Die roll 7 as no event after Fall of Tsar

Explanation of Events:

RPs: Free RPs for immediate use, or at end of turn. These events can occur any number of times.

"SN Revolt (-)*" and "Arab Revolt (ANA)(-)*": If these events have not taken place by card play they happen due to the roll on this table, regardless of whether or not Turkey is in the war. The corps unit in question (ANA or SN) is placed on the map in an understrength condition at the regular location. Any future play of the event card linked to this unit for OPS, SRs, or Replacements results in the card being discarded. If Turkey is not in the war when the ANA is placed on the map, the ANA remains in Arabia without attacking until it enters. These events can only happen once per game either by card play or roll on the table. If the event has already occurred then the event defaults to "Serb Partisans".

"Serb Partisans": Allied Player can choose to do one of three things:

a) Reduce any CP corps in Serbia by one step

b) Place an eliminated replaceable Serb corps at full strength on any vacant space in Serbia, regardless of control status.

c) Place the "Serb Partisan Corps" (1-1-3 flip to a 0-1-3) in any vacant space in Serbia.

"Persian Tribes*/ Albanian Clans*": The first roll of 3 allows the CP Player to pick any one Allied corps in Persia to reduce by one step. If there are no Allied corps in Persia, the CP gains immediate control of the Ahwaz and Khorramabad spaces in Persia. Ahwaz may now be used as a limited supply source for 1 Turkish corps in that space or adjacent. This corps may be activated.

The second roll of a 3 results in Albanian Bandit/Partisan activity in Albania. If only one side has corps in Albania, the other side picks one to be reduced. If both sides have corps in Albania roll die: 1-2 the Allies, or 3-6 the CP gets to pick which corps is reduced. If neither side has forces in Albania, both Albanian spaces become controlled by the CP, and Tirana becomes a limited supply source for one A-H Corps as in the Persian Tribe event. Note that armies in Albania never get reduced due to this event. If a 3 or 11 are rolled three times, the third and subsequent rolls result in a reroll on the above table.

“1 RU RP + CP Sud Army*/ GE 11th Army*”: The first time a "7" is rolled, implement the Sud Army nationality rules along with 1 extra RU RP. Second time, implement the 11th Army nationality rules along with 1 extra RU RP. Any future play of the event cards linked to these events for OPS, SRs, or Replacements results in the card being discarded. Third "7" on, treat as 1 RU RP only.

“1 GE RP + AUS/CND Corps*/ 2 RU Corps”: First time an "8" is rolled, bring on the AUS/CND corps into the Allied Reserve box + 1 GE RP. Second time, 2 RU Corps + 1 GE RP. Any future play of the event cards linked to these units for OPS, SRs, or Replacements results in the card being discarded. Third "8" on, treat as 1 GE RP only. AUS/CND can still arrive if Allies at MW.

"Easter Rising*/ Polish Declaration*": The first roll of 11 results in the Easter Rising in Dublin. The British must, in the Replacement Phase of this turn, allocate 1 RP to put the rising down, or permanently remove one of their corps on the map or in the reserve box from the game.

The second roll of 11 results in the Polish declaration of an independent state. Whichever player controls Warsaw at the time must either remove a full strength corps from his forces in Russia, or reduce a full strength army in Russia to understrength immediately. Russian forces must be removed in the case of Allied Control, GE forces in case of CP control. The removed corps is placed in the replaceable units box.

18. Experimental Rule: when conducting OPS movement outside the Near East, the first enemy space entered in an Action costs +1 MP. This cost is paid by all units that enter a space that was enemy controlled at the start of the action, in the first such space entered.

19. Special Corps Move: Each side gets one special corps OPS or SR move per turn which can only be used when they play an action using an event. The event must be one that would normally not allow any move during the action. When using this special move the player making it conducts a normal OPS or SR move of a single corps unit. In the case of the CP player any corps can be selected. In the case of the Allies it must be a Great Power corps. When conducting this special corps move as OPS, the other units stacked with the corps selected for the move simply remain in place unactivated. Special corps moves may not end in the three "Race to the Sea" spaces if the CP was not able to enter those at the start of the Action.

20. Special Army Breakdown Move: Each side can detach a corps from a full strength Great Power Army once per turn. The Great Power Army must have been activated for an OPS move through normal play, and must have an available corps of its nationality in the replaceable eliminated units box or the Reserve box. Simply flip over the army to its understrength side and take the correct nationality corps (at full strength) from either the Reserve box or the replaceable eliminated units box into the army's space. After the breakdown both units can conduct their normal OPS move, complying with stacking restrictions at the end of their moves. Any entrenchment die rolls for the now reduced army are made after the breakdown. The BEF can be broken down by utilizing the BEF corps only. The MEF & army Dets. may not Breakdown.

21. Bulgar/German Cooperation Rule: Bulgar Corps and German units may cooperate with each other when stacked in locales in Serbia, Bulgaria, Greece or European Turkey. The CP player may select one space per action that can be activated at the cost of a single OPS point. The space can contain only German and Bulgar units. The CP player cannot take advantage of this rule during an OPS action in which he utilizes the Danube Army Rule outlined below.

22. Von Mackensen's Danube Army: Once Romania joins the Allies through play of the Romania event card, the CP are allowed to use the Danube Army rule: Any one CP stack that contains at least one Bulgar corps and NO A-H forces can be activated as a single nationality. The stack must be located in a space in or adjacent to Romania. This rule remains in effect for two full seasonal turns after the turn in which Romania enters the war.

Example: The Romania Event is played in Summer 1916, then the Danube Army rule would remain in effect to the end of Winter 1917.

23. Arrival of Reinforcement Russian Armies: The 9th to 12th Russian armies can arrive in an in-supply Level 1 intact Russian Fortress that is not adjacent to an enemy army (enemy corps OK). No more than one of the two armies on the reinforcement card (9th and 10th Armies) can arrive in a particular fortress, though the other one could arrive in a different fortress that meets the above criteria.

24. Arrival of Reinforcement German Armies: The 9th to 12th German armies can arrive in an in-supply Level 2 or 3 intact German Fortress that is not adjacent to an enemy army (enemy corps OK), and is located on the Eastern Front (East of Berlin).

25. Additional Card Play: At the end of the sixth action by the Allied Player, roll a die: 1-2 ends the Action Phase, 3-6 allows each player to draw from the deck another card and each play a 7th Action (CP first as usual).

26. Add SR Rules: ALL understrength armies SR for 3 points, as do full strength armies with a CF of 1. "Army Dets" SR for 3 points when at full strength and 2 points when understrength. Corps may SR to a same nationality fortress from the Reserve box, even if no friendly unit is there, as long as the locale is in supply and could be reached through a normal SR move.

27. Limitations on Minor CP Replacements: The maximum number of RPs the Turks can take per turn is 2. The maximum number the Bulgars or CP Romanians can take is 1 per turn. RPs received due to random events do not count against these limits.

28. BEF Riflemen: a locale defended by the BEF army or corps gets a +1 drm in defense.

29. Guns of August: If CP player doesn't open with this Event as first play, ‑1 VP on die roll of 5-6.

30. Map: Munich, Marselles, Athens and Kiel are Victory locales.

31. Additional VP: -1 VP for Allied Play of "Over There". The VP is scored when the first USA Army is placed on the map in France.

32. MEF Conversion: SR from MEF beach, or Salonika. Convert MEF to British 2‑1-4 "Con" Corps. Place in Reserve box, Alexandria or Salonika (if Salonika Event Played), counts as 1 SR point.

33. Channel Ports: British units moving from London directly into a German Controlled Channel Port in France must cease moving in that space, and move no further during that action.

34. Medina: One Turkish corps that would normally be out of supply here can "feed off" the city to remain on the map instead of being removed in the attrition phase. It still cannot activate unless it can trace a normal supply line. Turkish corps in excess of one out of supply in this space would be removed. ANA and Medina: If the ANA captures Medina, this space remains under Allied control if the ANA moves out.

35. Italy & Albania: No more than one IT corps per turn can move via the dotted line to Albania per turn, either by SR move or OPS move. No more than two can attack via this dotted line. Advance after combat via the dotted line, or returns to Italy from Albania, do not count against the one limit. IT Armies may not move or attack into Albania.

36. Stacking Limit: No more than two units (one of which must be a corps) can stack in Albania or Montenegro. (Bad roads in a relatively small area.)

37. Possible Japanese Participation in European War: Once Combined War status is 32+ roll die at start of each Winter Turn for arrival of JEF corps, a 2‑1‑4 with a (2-1-4) flip side. On a 5-6 the JEF arrives. Before Bolshevik Revolution it appears in Moscow. After Revolution it appears in Paris or any French port. Considered part of British Empire forces for Move/Combat. If Bolshevik Revolution occurs while in Russia, remove from map and may reappear using normal die roll in a future Winter Turn in France.

38. Rolling for OPS & SRs: Starting in the Spring of 1918 (Turn 17), and extending through the Fall of 1919 (Turn 23 as described in the expanded 1919 rules elsewhere) the players may roll for OPS or SR points only rather than obtaining them by playing a card. Roll 2 dice, halve the result, and round down; the result is the amount of points the player may take as OPS or SRs. Once the player commits to a die roll, and sees the result, he can't then change his mind and play a card instead to execute his action.

39. Add 1 to Fortress surrender die roll when a full strength German Army is besieging it.

40. Russian Gds Corps: After the play of the "Great Retreat" Event the Russian Player will receive the Guard Corps during the Replacement Phase at the end of that turn. Place it in the Reserve Box. The "Gds Corps" is a 2-2-3 corps unit that flips to a (1-1-3). It is irreplaceable and always is first to take a loss if possible. It may only leave the Reserve box in one of two ways:

a) by SR, and it can never be SRed to the Near East Map

b) after play of the "Brusilov Offensive" Event: Once all the battles and movement resulting from play of this event are resolved place the Gds Corps in any fortress or Victory space in Russia outside the Near East that is in supply. The Russian Gds Corps is removed permanently after the "Fall of the Tsar" Event.

41. Russian Corps in France: Anytime in 1916-17 the Allied Player may expend 1 RU or FR RP and place the Russian Expeditionary Force (a 1-1-3 corps that flips to a 0-1-3) in Paris during the Replacement Phase. This can only be done after the "Tsar takes Command", but before the "Fall of the Tsar". This REF Corps is considered to be a French unit for all purposes. The REF Corps is always the last unit to be taken as a loss when in a stack (if possible). This sad unit is removed from play in the event of "French Mutiny" or "Bolshevik Revolution".

42. Plan Alberich: Once at Total War the CP Player may turn any one clear locale in France or Belgium into a "Devastated Zone". The space must be CP Trench Level 1 or 2 and be occupied by a full strength German Army. The CP player simply spends 2 OPS on the space as one of his actions to create the Zone. The full strength German Army remains in place, and the "Devastated Zone" Marker is placed on the locale. Other units in the Zone can use the 2 OPS to move out of the locale via a normal OPS move. In addition the CP Player may take one GE corps from his Replaceable Units Box and place it in the CP Reserve Box at no cost of RPs. Attacks into or out of the "Devastated Zone" are at -1 drm for the rest of the game. A defender who loses a battle from an attack coming at least in part from the "Devastated Zone" may roll a die: on a 4-6 he does not have to retreat, and the retreat result is totally canceled for that combat. Any German Army in the newly created Zone may not attempt to entrench during the action that creates the Zone. The "Devastated Zone" may not be created if "H-L Take Command" has not been played.

43. Oberost Card: This card may only be played as an event in 1914-15. Any use of the card afterwards for OPS, SRs or RPs results in its permanent removal from the game.

44. Greek Entry Card: If played as an event after 1917, does not increase war status.

45. Hoffman Event Card: If played as an event after Fall of Tsar does not increase war status.

46. Great Retreat: The Allied Player may play this card just like a Combat Card after the CP announce an attack on a Russian unit. Follow the instructions on the card for the remainder of that game turn whenever a Russian unit is attacked. At the end of the Action Phase discard the card and advance the Allied war status by one.

47. Rape of Belgium Card: Once the CP is at Total War this card cannot be played as an event. Any future Play of this card for OPS, SRs or RPs results in its removal from play, once the CP is at Total War.

48. Putnik: If the Putnik card is used for any reason after 1915, remove it from play.

49. Von Francis: If the CP Von Francis card is used for any reason after 1915, remove from play. If used for the event (CC) after 1915, remove after turn of play.

50. Aussies: If the AUS Corps is available in the Reserve Box the Allied Player may use it to replace a destroyed British Army. The other British Empire Minor Corps (PT, ANA, CND and JP) cannot be used in this manner, nor can any of these minor corps use the BR combat cards if attacking or defending in the absence of BR units. (Lack of log support, old chap!)

51. Modification of Designer's New Rules on MEF: Units tracing supply to the MEF Beachhead must be activated individually, cost for MEF is 2 points (not 3). Individual corps cost 1 point each. The rules added above have helped Turkey enough so the rule does not have to be so restrictive such to preclude effective use of the MEF. Play of the MEF card as an event does not increase war status unless it is placed at one of the (now 5) MEF beach sites. The MEF may arrive in the following locales as well: Alexandria, Marselles or London, but such an arrival does not increase war status. (The MEF had a large FR component, and AUS troops trained near Cairo.) MEF may also arrive after Salonika Event at the 3 locales listed above as well as Salonika. With this rule, the MEF may now enter play even if the Salonika Event has occurred, though not on the (now) five MEF beachhead spaces.

52. New MEF Space #5: Add new MEF space #5 connected to Beirut. The MEF may land there. The British may also conduct a separate corps landing there once per game once at TW. The corps must start its move in Alexandria or Port Said, expend 2 OPS and land on the MEF #5 space, thereby creating a new MEF Beachhead. Attacks from MEF #5 are at –1 drm. Use the MEF supply rules noted above.

53. Sinai Pipeline & Allenby: Sinai Pipeline can only be played if there are in-supply British Empire forces in the Sinai locale. If the BR NE Army is placed in London, war status will still advance by one, since it will mean the Empire is staking all on victory on the Western Front.

54. The CP "SN" Corps cannot retain control over a space it leaves (exactly like the ANA). It is always in supply. Cairo may be used as a limited supply source for a single TU corps in the locale or adjacent. This corps may be activated. Joint TU and SN stacks may activate for 1 OPS.

55. Bulgar 1st Army: At CP TW can be created by removing permanently a full strength Bulgar Corps on or adjacent to Sofia, and expending 1 BU RP during the Replacement Phase. Replace the removed Bulgar Corps with the Bulgar 1st Army, a 1-2-3 that flips to a (1-1-2). Cannot be created if the Allies are in any locale on or adjacent to Sofia. The Bulgar 1st Army cannot be replaced if totally eliminated, but may be returned to full strength with the expenditure of 1 RP if understrength. The Bulgar 1st Army is available for creation in 1914-1917 scenarios and is on map in the 1918 scenario.

56. Italian & Romanian Entry Cards: When the CP Player is at TW and the Allied Player is at LW, these cards may only be played as an Event. They may be discarded by the Allied Player at the end of a turn (like a CC) if not played. If both are at TW these cards can be played normally.

57. Armenian Partisans: At any time when both the Allies and CP are at LW or TW, the Allied Player may bring on in Van the Armenian Partisan corps, a 1-1-2 with no flip side, by expending 1 OPS. This unit may be brought on even if a CP unit (like the TU corps that starts in Van) is on the Van locale. The Partisan corps must then in this case attack the enemy force in Van, and can be assisted by any adjacent Russian unit that is activated for attack on the Van locale. The Partisan corps is eliminated if it does not clear Van of the CP. The Partisan corps is always in supply, may only operate within 2 spaces of Van, and cannot enter or attack into the Tabriz space in Persia. It is always the first Allied unit taken for a loss if possible in battle, and cannot be replaced. It is treated as Russian Empire forces for nationality considerations. The Partisan corps does not retain control over any space it leaves (exactly like the ANA and SN except for the Van locale).

Scenarios: The Partisan corps is available to be brought on in the 1915 scenario. It is considered eliminated in the 1916-18 scenarios.

58. Sinai Locale: Movement cost to enter the Sinai Locale in an OPS move is 2 MP until the Allies build their Sinai Pipeline, than it is reduced to normal 1 MP cost for both Players.

59. Landships: The Allied Player may play this card just like a Combat Card, +1 drm to any BR Attack into a clear space in France, Belgium or Germany. After its play as a Combat Card remove from play immediately, and Royal Tank Corps can now be used as a Combat Card starting next turn. (This type of card play represents the first use of tanks in the Somme battles of 1916.)

60. Extension of Sud Army Rule: Once Romania enters the war, a joint stack of one or two German corps combined with any other CP units can be activated for 1 OPS using the normal Sud Army rules, as long as this stack is located in A‑H, Romania or Russia outside the Near East. Only one stack per action phase can be designated using the Sud Army Marker.

61. Army of the Orient Command: The Army of the Orient and any Allied units stacked with it can be activated for the cost of a single OPS point, as long as this joint stack is located in A-H, Serbia, Greece, Bulgaria, European Turkey or Romania.

62. Salonika: The Allies may stack 4 units high in this space, however no more than two units (or three units if all are corps) can be activated to attack from this space. The other units simply remain in place, and the Allied Player does not have to pay points to activate the non-participating units. Similarly if the Allied Player wishes to activate units in this space for movement in an OPS action he only pays the OPS to activate the units that will be moving or entrenching, and does not have to pay the OPS point cost to activate the non-participating units.

