Attacking Neutrals & Additional Neutral Participation: Denmark, Holland, and Switzerland

Neutrals can be attacked via invasion. The Allied Player gives up +1 VP per neutral he invades and adds one to the war status threshold to allow the Zimmermann Telegram. The CP player suffers a -1 or -2 VP penalty for attacking Holland, and a -1 VP penalty for invading Switzerland. Each neutral the CP Player attacks reduces the threshold for Zimmerman by one. The German player cannot attack Denmark unless the Allied Player does his Fisher Plan.

The Allied Player may also invade Bulgaria and Turkey before they enter the war. As long as he is at Limited or Total War Status, he pays the same penalty for these preemptive invasions. The CP Player may invade Italy, Rumania and Greece if he is at LW or TW status; he pays the same penalty as for Switzerland for these preemptive invasions. Preemptive invasions immediately bring up war status just like the countries' normal entry. Any future card play (whether for OPS, SRs or Replacements) of a preemptively invaded neutral's event card causes that card to be discarded after that action. INVASIONS ARE CONDUCTED JUST LIKE NORMAL OPS, MOVES AND/OR ATTACKS, BUT INTO OR AGAINST NEUTRAL LOCALES AND UNITS. (Exception: see below British sea invasions of Holland or Denmark, or the surprise Greek invasion of Gallopoli). Invaded neutral nations’ territory and units automatically join the side opposing the invader.

Denmark:

Map: Consists of 3 locales, all Ports and all are clear terrain. Locale names are Esbjerg, Aarhus and the capital Copenhagen. Esbjerg is adjacent to Kiel, Aarhus and Copenhagen. Aarhus is adjacent to Esbjerg only. Copenhagen is adjacent to Esbjerg only. Attacks between Esbjerg and Copenhagen locales can only be conducted by British Empire, French, German, Danish and USA troops with a drm of -1 per unit involved in the attack (up to -3 drm). The ports of Denmark are treated as French Channel ports for all purposes. British units starting in London can even move (but never attack) directly into them, but then cease move in the first Danish locale entered.

Danish Set-up: One corps Esbjerg, (one corps) flipped Copenhagen, Fortress (1) Copenhagen. Danish units in Denmark are always in supply. The German Player may use available GE RPs each turn to flip or bring back at reduced strength a single Danish corps, just as if it was a GE corps. Danish Corps are 1-1-3 and flip to (1-1-3). Eliminated Danish Corps can return to play in Copenhagen, Esbjerg, or Kiel only. Joint Danish/German stacks are treated as one nationality for activation purposes.

Initial Invasion: The British must play The Grand Fleet event to conduct their initial invasion of Denmark. The Allied Player may use any one British Army in London, or any French or Belgian port to conduct the invasion. 2 British corps can be substituted for the army under the same conditions. Pick any Danish locale to attack, if Danish units are there then conduct a normal battle at –1 drm for the Allies. If the Danes are retreated or eliminated the Brits come ashore even if they are no longer at full strength. In the case of Copenhagen this could result in a siege of that fortress. Allied units besieging Copenhagen are always in supply. If the Allies successfully get ashore in the invasion, any future CP play of the High Seas Fleet Event only scores a +1 VP on a die roll 3-6. If the Allies do not get ashore the invasion is over, the Danish army remains in place for the rest of the game, and no future entry or attack into Denmark is allowed by either side. 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.

Holland:

Map: Consists of the following locales: The Hague a swamp port space, Arnhem a swamp space and Groingen a clear space. Groingen is adjacent to Arnhem and Bremen. Arnhem is adjacent to Groingen, The Hague, Antwerp, Essen and Aachen. The Hague is a Victory Space adjacent to Arnhem and Antwerp. Dutch corps defending in The Hague use the army table.

Antwerp as a port: If Holland is no longer neutral, and the Allies control The Hague and Antwerp, they may then make use of Antwerp as a port.

Dutch Setup: 1 corps Arnhem, 2 corps The Hague, all full strength 1-1-3 that flip to (1-1-3).

Dutch units in Holland are always in supply. If the Dutch join the CP, the CP Player may use his available GE RPs to flip or bring back at reduced strength a single Dutch corps each turn. Eliminated CP Dutch corps may only return to play in this way in The Hague or Essen. If the Dutch join the Allies, the Allied Player can use his "Minor Allied" RPs for this purpose. Eliminated Allied Dutch corps may only return to play in this way in The Hague or Antwerp.

Allied Initial Invasion of Holland:

By Sea: Play the Grand Fleet card and invade The Hague locale exactly as described in the Danish invasion sequence described above. If the invasion does not succeed, one Dutch corps can leave the country to go to a battle front in Belgium, France or Germany, and German forces may enter Holland and stack with Dutch units. A joint German/Dutch stack is counted as a single nationality for activation purposes. After the invasion British units in London may enter The Hague locale exactly as if it was a Danish port (see above). 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.

By Land: Once at Limited War status the Allies can invade Holland by land from Antwerp or Aachen. They can even do this if a By Sea invasion did not succeed. No additional penalties are imposed for this second invasion.

By use of Antwerp as an Allied Port: The Allied Player can announce that he is using Antwerp as a port either for supply of a force that would otherwise be cut off, or to SR a corps into it. Roll die: on a 1-3 the Dutch allow use of their inland waterway for this purpose and remain Neutral, on a 4-6 they do not allow it, and enter the war as a CP ally. If they allow the use of the waterway, a future CP invasion of Holland will only cost -1 VP. If the Dutch allow use of the waterway, treat Antwerp as an Allied port for the rest of the game unless The Hague comes under CP control (see above).

CP Initial Invasion of Holland:

By Play of the "Guns of August" Card: Before the game starts the CP Player must announce if he is going for the "Full Schlieffen Plan" (which includes at least a partial invasion of Holland), or the "Moltke Plan"(a watering down of Schlieffen's concept) with normal setup and no invasion of Holland. The use of the "Full Plan" requires the first German action to be "Guns of August".

Setup For "Full Plan":

German 1st & 2nd Armies Aachen

German 3rd & 4th Armies Koblenz

German 5th Army & 1 corps Trench 1 Metz

German 8th Army Intersburg

All other German spaces setup as in the normal setup.

All German initial movement restrictions are removed when playing with the "Full Plan". "The Guns of August" Event is modified as follows when playing with Full Plan: “Place the GE 2nd and 3rd Armies in the Liege space, the GE 1st, 2nd, 3rd and 4th armies are activated for combat. The Dutch corps in the Arnhem space must be attacked."

After all the attacks from the play of the "Guns" card are resolved, roll a die: 1-3 Dutch enter war on Allied side, 4-6 Dutch allow German passage through Arnhem space, sign armistice, and remain neutral. The first result brings Holland fully in the war as an Allied Minor Power, and costs the German Player -2 VP and the Zimmermann threshold is reduced by one. The second result freezes the Dutch units in place and allows Germany the use of the Arnhem space and costs the German -1 VP and the Zimmermann Threshold also goes down one. The second result also means the Allies can't demand the use of Antwerp as a port. If the Dutch agree to German passage through Arnhem, the Germans cannot conduct a second invasion of Holland (although the Allies could start their own attack by land or sea).

German Invasion without Play of "Full Plan" at game start: Germany may invade Holland once at LW status, the cost for the invasion is -2 VP plus a reduction in the Zimmermann threshold of one.

Allied Netherlands Nationality: A joint British/Dutch stack is treated as one nationality.

Switzerland:

Map: Add the following Locales:

In Switzerland: Bern (a clear victory space), The Alps (an alpine space), Eastern Cantons (an alpine space), and Geneva (a mountain space). In Germany: Ulm/Black Forest (a forest space).

Connections:

Bern: The Alps, Belfort, Mulhouse, Ulm/Black Forest, Geneva and Eastern Cantons

The Alps: Milan, Turin, Bern, Geneva and Eastern Cantons

Eastern Cantons: Innsbruck, Bern and The Alps

Geneva: Bern, The Alps, Dijon and Grenoble

Ulm/Black Forest: Bern, Augsberg, Stuttgart and Mulhouse

Attacks on Alpine spaces are 2 left, but these locales can never be brought up above Trench 1.

Swiss Setup, Forces & Replacement Rules: Swiss Corps are 2-1-3 flip to (1‑1‑3). Bern: 2 corps & Trench 1. Geneva: 1 corps. Alps: (1 corps), Level 2 fortress. Eastern Cantons: Level 1 fortress and 1 corps. In Reserve Box: (1 corps)

The Swiss start with 4 accumulated RPs. They may spend up to one per turn until all are used up. They can keep accumulated RPs from turn to turn. After the accumulated RPs are used up the Swiss can use the "Minor Allied" RPs if an Allied Power, or up to one German RP per turn if allied to the CP. Eliminated Swiss units return to play in Bern or Geneva. If allied to the CP they may also return in Ulm, and if aligned with the Allies in Dijon or Milan. Swiss units in Switzerland are always in supply. The Swiss can take a full strength corps and pay 1 RP during the Replacement Phase to convert it to the Swiss 1st Army, a 4-2-3 that flips to (2-2-3). The removed corps is permanently taken out of play.

Invading Switzerland: The Allies or CP may invade Switzerland once at LW or TW status and suffer the usual penalties outlined above. On the first action round of the invasion, the player controlling the Swiss forces gets a +1 drm of all his defensive corps fire (Swiss marksmanship!) and all corps defending in the Alps, or mountains get one shift to the right also.

Swiss Alps: Attacks along the lines Alps/Turin and Alps/Milan are not allowed in either direction during Winter Game Turns.

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 above.

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 moves are allowed to or from Baltic Ports by the Allies (Sea Supply is allowed). Any Allied units that are eliminated while tracing supply to a Baltic Port only, under this circumstance 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) and b) can be done even if the invader is only at Mobilization War (MW) Level.

Denmark Nationality: If Germany invades, joint British/Danish stacks are considered to be one nationality for move/attack purposes. The Danes can use Allied RPs for replacements in this case.

