More Card & Rule Changes for POG:

Pro-Allied Changes:

Moltke: The Allied Player may also pick any one German Army in a space in or adjacent to France and displace it one space into an adjacent CP controlled space within stacking limits. The Allied player may not conduct a special corps move when playing this event. (This card play now also represents the German “staff panic” that was partly responsible for the retreat from the Marne).

French Set-up & Reinforcements: Add FR North Africa Corps, a 2-1-4 that flips to 2-1-4, to the 1914 setup. Starts in Melun in all 1914 scenarios including Free Setup. Add 1 FR corps, a 1-1-4 that flips to 1-1-4, that appears in the Reserve Box when the FR 10th Army event is played.

Scenarios: FR North Africa corps is irreplaceable (exception see below: Army of the Orient Event) so does not appear in the 1915-17 scenarios. Add 1 FR corps to the deadpile in the FR setup in each of the 1915-18 scenarios.

Army of the Orient: Upon Play of the Army of the Orient Event, the FR North African Corps can return to the game at full strength if eliminated. It can return in Paris or the Reserve Box. In the 1918 scenario this corps starts at full strength in Paris. This is the only time this otherwise irreplaceable unit can return to play. The Army of the Orient may also arrive in Athens if Greece is in the war and Athens is still Allied controlled. Orient Army may also withdraw from Athens.

USA Corps SR: USA corps may SR from the Reserve Box to any of the following locales: London, Paris, any French port or Nevers. The presence of a USA unit in any of these locales is not required for the corps to SR there.

Royal Tank Corps: Can also be used for a BR attack into a clear space in Germany.

“Devil Dogs”: Allied player gets this chit upon play of the “Over There” Event. He can use it on a future turn once per game in a situation where a USA corps (not army) attacks or defends. Played like a combat card this chit grants a +1 drm to the attacking or defending USA corps for that one combat only. Scenarios: This chit is available in the 1918 scenario.

Romanian 1st Army: At Allied TW can be created by removing permanently a full strength RO Corps on or adjacent to Bucharest, and expending 1 Allied RP during the Replacement Phase. Replace the removed RO Corps with the Romanian 1st Army, a 1-2-3 that flips to 1-1-2. Cannot be created if the CP are in any locale on or adjacent to Bucharest. The Romanian 1st Army cannot be replaced if totally eliminated, but may be returned to full strength with the expenditure of 1 Allied RP if understrength. The Romanian 1st Army is available for creation in all scenarios, and can only be placed on the map if Romania is in the war as an Allied Minor Power.
Rathenau: When the CP are at TW and H-L have taken Command this card may only be Played as an event. It may be played once and then removed for OPS or SRs only if “Independent Air Force” is in effect.

Italian Mobilization Rule: During the Replacement Phase of the turn the Italian Entry is played the Allied Player receives one extra IT RP for use during that Replacement Phase.

Free USA Corps: Upon Play of “Over There” place 1 USA Corps in the Reserve Box. This corps may not be SRed on to the map until the following turn.

Scenarios: In the 1918 Scenario the Allied Player starts with one USA Corps in the Reserve Box.

CP MW Stacking: No more than 2 CP Armies can stack together while the CP is at MW. Therefore the maximum legal CP stack is 2 armies and 1 corps, or 1 army and 2 corps, or 3 corps, until the CP is at LW. (This avoids the killer GE stacks described in the Paper Wars article.)

Pro-CP Changes:

Von Francis: When attacking a RU unit in a locale in Germany with Von Francis as a CC, roll die: on a 3-6 is +2 drm, otherwise +1 drm.

Chlorine Gas: Roll die when used: 4-6 +2 drm, otherwise +1.

Liman von Sanders: Roll die after used as a CC the first time: 1-3 out of game permanently, 4-6 put into discard pile where it can be drawn and used a second time as a CC.

11th Army: As part of the play of this event one non-GE CP corps may be SRed to the current location of the 11th Army, or if the 11th Army is not yet on map, to Breslau or Berlin. This may even be done as a result of the 11th Army Event occurring due to a roll on the random events chart in the POG notes.

Mustard Gas: Can also be used by the GE for defense. Roll die when used for either attack or defense: 5-6 +2 drm, otherwise +1. 

14th Army: The 14th Army and any one A-H corps it is stacked with can be considered a single nationality for OPS point purposes.

Lloyd George: In addition -1 BR RP at turn's end, and no units can be moved from London to France this turn. Both of these effects are also canceled by play of any of the three events outlined on the original card. (Makes this more of a true “Boy George” event, read the chap’s memoirs.)

Hoffmann: This card allows the CP to possibly collect an extra RP that can be used by Germany or A-H depending on a die roll. If at the start of the Replacement Phase the CP hold three of these four Victory Locales: Bucharest, Ploesti, Odessa and Kiev, roll one die: 1-2: nothing extra, 3: 1 extra A-H RP, 4-6: 1 extra GE RP. The Hoffman Event must have been played on this or a prior turn to allow the die roll.

Landships: once the Allies are at TW this card may only be played for the event or as a combat card (see POG notes for playing as a CC). It cannot be played for OPS, SRs or Replacements.

“Over There”: Once the Zimmerman Telegram has been played the “Over There” card may only be played as an event by the Allied Player. He cannot play this card for OPS, SRs or RPs.

Prussian Guard: One German Corps in the game is designated the “Prussian Guard”. It is a replaceable 2-1-4 corps that flips to 2-1-4. In the 1914 scenario it always starts in the Reserve Box. For the 1915-18 scenarios it may start in the Reserve box or on the Western Front. In either case it takes the place of one of the listed corps in the setup at the same strength level.

CP Play of Entrench Card: If the CP Play the Entrench Card as an event they can also attempt to entrench a GE Army with the normal entrenchment die roll (to trench 1 only), in addition to the entrenchment detailed on the card.

CP Play of Air Superiority: If a GE unit is attacked and the Allies Play their Air Superiority card as a CC, the CP Player may choose to cancel the Allied CC through play of his own Air Superiority Card. After Spring 1918 this option is no longer available to the CP Player. This option can also be used to cancel the Allied CC if face up from a prior successful combat earlier in the turn.

CP Play of H-L Take Command: CP also receives 1 GE RP for immediate use if this card is played as an event.

CP Super-SR after Brest Peace: In the game-turn after the Brest Peace Event is played the CP Player has an enhanced Super-SR option. Do not halve the result on the die roll when calculating Super-SR points while playing a card for Super SR.

Scenarios: In the 1918 Scenario the CP Player has this option on the very first turn, since the Brest Peace was imposed on the prior Turn 16 (Winter 1918).

Changes that affect both Players:

National Morale: The Great Powers in the game can suffer from low morale if they have too many armies in the deadpile, either permanently eliminated or replaceable. Great Powers that hit this limit suffer a -2 drm when attacking. If a mixed force is attacking, use the lowest morale level of the attacking units. Great Powers can also be demoralized if they are at the low morale level and another event or condition is in place. Great Powers can recover Morale if they bring back eliminated armies from the deadpile with RPs. Great Powers that are demoralized are -2 drm when attacking and shift one left. Only the Great Powers of Europe are affected by morale. Low morale or demoralized units attacking into an enemy-held capital space (Milan is considered to be a capital space) suffer only a -1 drm and no leftward shift.
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# Russian units activated for an attack by use of the “Trotsky Red Commissar” Marker are always considered to have “good” (normal) morale, no –1 drm.
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Scenarios: Russia is at low morale at the start of the 1918 scenario.

Delaying Total War Status: A Player that reaches Total War status (11+ war status) may delay entry into that status and the shuffling into the deck of the new cards for one complete turn.

Example: Allied Player reaches War Status 11 on Turn 6 with Play of Italian Entry Event. During the war status phase of Turn 6 he announces he is delaying Total War until the end of Turn 7. In this case the Allied Player would enter Total War status in the war status phase of Turn 7.

Experimental Rule: If a player is at TW, but before Winter 1918 (Turn 16), that player may roll the die before filling his hand: on a 4-6, he can have up to 8 cards in his hand instead of seven. Starting the Winter 1918 Draw Strategy Cards Phase this option is no longer available.

Die roll Deduction for Prior Entrenching Attempt: Make up some Allied and CP “pick & shovel” markers. When an Army misses an entrenchment die roll, mark the space with that side’s marker. Any future entrenchment attempt in the marked space by that player is –1 on the entrenchment die roll. The entrenchment attempt marker is removed if the space falls under enemy control, or a future entrenchment attempt is successful.

