1919 RULES FOR EXTENDING PLAY OF PATHS OF GLORY (PoG)

During the 1918 campaign both sides, particularly the Allies, believed the war would go on for one more year. Although the German High Command staked all the Imperial Army's strength on their last offensives in the West, no one, least of all Ludendorff, expected the Central Powers to crumble so swiftly. The Allies for their part had plans for a Continent-wide spring 1919 offensive into Germany, using many new weapons in massive numbers. The 1919 political dimension could have been decisive as well, with the tottering Austro-Hungarian Empire offering a back door entry into Germany's Mitteleuropa, and the Allied nations suffering the effects of a prolonged Great War.

Extension of the Game, Armistice and New Game Events:

The Game now can run to Game Turn 23. Add Game Turns 21 (Spring 1919), 22 (Summer 1919) and 23 (Fall 1919). If Combined War status is 40 on or before Winter 1919, the game may end during the next turn’s Action Phase, otherwise each additional turn increases the number for Armistice by one (i.e. to end war in Summer 1919 would require a combined war status of 42). See New Rules below for ending game by Armistice. Each Player has five events that he can play at the start of any 1919 turn (Winter 1919 to Fall 1919; Turns 20-23). Each side rolls one die to determine the number of events it can play at the start of that turn. The events are played after Mandatory Offensives are determined, but before the Action Phase starts. The CP Player announces his events first, and resolves them, then the Allied Player does the same.


CP Player
Allied Player

Winter 1919:
1-2: No Event

3-6: 1 Event
  1: No Event

2-4: 1 Event

5-6: 2 Events

Spring 1919:
  1: No Event

2-5: 1 Event

  6: 2 Events
1-4: 1 Event

5-6: 2 Events

Summer & Fall 1919:
1-4: 1 Event

5-6: 2 Events
1-5: 1 Event

  6: 2 Events

The Allied Player's 5 Events:

1) "Plan 1919", an attack by the now partly mechanized Allied armies deep into the Western Front. (1)

2) Naval Operations (either a landing in Turkey, or an Aircraft Carrier strike on the High Seas Fleet). (1)

3) Additional US forces (US 3rd Army plus 2 corps).

4) Romanian Re-entry into the war (this actually happened in Nov. 1918).

5) "Crash of Empires", this event sparks the total or partial meltdown of Austria-Hungary, unrest in Bulgaria, the Czech Revolt, and possibly the Bela Kun bloodbath in Budapest. (2 & -1 VP)

The Central Powers 5 Events:

1) German Panzer Korps created: Tanks for the Boche!

2) British Colonial problems & Afghan War.

3) Fatherland Rallies & Polish/Slav Manpower. (-2 & +1 VP)

4) British War Weariness & Manpower Shortage. (1)

5) Italian Strikes & War Aims. (1 & +1 VP)

EVENTS IN DETAIL:

Allied Events:

1) PLAN 1919: Royal Tank Corps Event must have been played. Allied War status goes up by one. Cancel all Trench column shifts for all USA, British Empire, and French attacks this turn into clear spaces in France, Belgium and Germany. The Germans can also not take an extra step loss to avoid retreats. Flank attacks into Trench spaces still not allowed. This event may not be played on turn 20 (Winter 1919).

2) Naval Operations: U-boat event may not be in play uncanceled by convoy. Allied War status goes up by one. Allied player can do one of two things: a) Do a carrier attack on the High Seas Fleet in the Jade: roll die 3-6 success Allies +1 VP, or b) take two Brit/Aus. Corps from the Reserve box and place them at any of the MEF locales - use normal MEF rules after landing.

3) Additional US Forces: "Over There" Event must have been played. Two US corps and US 3rd Army enter play. Place immediately. 1 extra US RP for this turn's Replacement Phase.

4) Romanian Re-entry: No Romanian units can be currently on map, the Allies must control either Sofia or Belgrade, and the current VP total must be 12 or less. Place 2 Romanian Corps in Bucharest and two more corps back in the Allied deadpile. The remaining two corps are not used. Any CP units in Bucharest are retreated to any friendly adjacent space. Romania will surrender after re-entry if Bucharest falls to the CP.

5) Crash of Empires: At least 4 of the following 5 prerequisites must be satisfied for play of this event:


a) War status must be 35 or more.


b) Current VP Total 12 or less.


c) "14 Pts" and "Over There" Events must have been played.


d) At least 1 US Army must be on the map.


e) Allies Control Sofia or Belgrade.

Crash of Empires has the following massive effects on the game:

a) Allied Player picks and flips any three full-strength A-H armies. All active A-H fortresses are reduced to level 1.

b) The Allied Player also removes any two A-H corps from play permanently from either the map, the reserve box or the deadpile.

c) A-H and the Bulgars cannot take any RPs this turn to rebuild or replace their units. Any RPs on track are simply lost. After this turn the A-H can use no more than 2 RPs per turn during the Replacement Phase.

d) The Bulgars surrender immediately if their capital Sofia falls.

e) +1 DRM for all Allied attacks on Bulgars and A-H this turn only. Bulgars and A-H defending alone gain no trench shifts this turn only.

f) Allied War status is moved 2 to the right. VPs are -1 VP.

g) The Czechs in A-H revolt: Place one Czech Corps each in Prague, Kolin and Paris (all are 1-1-3 that flip to a 1-1-3). Place a level 1 Czech fort in Prague. Czechs trace supply to Prague, Kolin or normal Allied supply sources. They can take Allied Replacements, and have their corps reappear at either Prague or Paris up to one per turn. They can be considered French for nationality purposes. Prague is now an Allied controlled VP space; if the CP take it: +1 VP. The Czech units that start in A-H may not move or attack in the first two Allied Actions of this turn.

h) Bela Kun the Commie: Roll a die each Replacement Phase after the Crash Of Empires event occurs: on a 5-6 Bela Kun takes power in Hungary. Retreat any CP or Allied units from Budapest and Drebecen, and place the matching Hungarian Commie (HC) corps in each locale: Budapest: 2-1-0 flips to a (1-1-0), Debecen: 1-1-0 flips to a (0‑1‑0). These two victory locales are now controlled by neither side; if the Allied player had control before the Bela Kun revolt, +1 VP for each lost to the revolutionaries. If the CP had control there is no change in victory status. Both sides are allowed to attack these HC units. The HC units may retreat to any adjacent vacant space to satisfy their retreat results (other player picks, and the HC may retreat one space to satisfy any retreat result). If the Allied player takes a victory space away from the HC he gets the usual -1 VP. If the CP Player takes Budapest only from the HC he gets +1 VP.

i) A-H will surrender immediately if both Budapest and Vienna come under HC/Allied Control.

Central Powers Events:

1) German Panzer Korps: Place the German 3-1-2 (flip to a 2-1-2) Pz Korps in Essen or Metz. German attacks with this unit are all +1 drm and all trench effects are canceled (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 event cannot be played unless the Royal Tank Corps event has happened. The Pz Korps may never be replaced or take RPs to return to full strength.

2) British Colonial Problems & Afghan War: prerequisites: "14 Points" or "Over There" played, and war status 34 or higher. British must remove one full strength corps or +1 VP, Allied choice.

3) Fatherland Rallies & Polish/Slav Manpower: prerequisites: Brest Peace. Allied & combined War status shifts two to the left! CP can immediately use 3 GE RPs and 1 AH RP to rebuild units currently on map. +1 VP for the Fatherland!

4) British War-weariness & Manpower Shortage: prerequisites: war status 34+. This event is applied just like French Mutiny, but against the British. It has the following additional effects:

a) No British RPs can be used this turn.

b) All future rolls of a "4" on the mandated offensive chart become a required offensive for both Italy and Britain.

c) The CP player can flip any full strength British Army in France, Belgium or Germany to the understrength side. CP war status goes up by one.

5) Italian Strikes & War Aims: prerequisites: war status 34+. This event is applied just like French Mutiny, but against the Italians. It has the following additional effects:

a) No Italian RPs can be used this turn.

b) The Italians may only participate in one attack per turn outside the following areas: Italy, Trieste and Trent.

c) The CP player can flip any one full strength Italian Army in Italy or A-H to the understrength side.

d) The Italian-Allied 10th & 12th armies if on map must be disbanded at the end of this turn. If not disbanded +1 VP cost to Allies per turn for each turn not disbanded.

e) CP war status goes up by one and +1 VP.

Special Billy Mitchell Parachute Rule:

During 1918 Billy Mitchell, an American Air Corps officer who commanded 1500 Allied aircraft during the St. Michel operation, developed a plan to parachute the 1st American Div. onto the German fortress of Metz using the giant Handley-Page British bombers. Use the following rules to implement this "exciting" "what if":

At the start of Turn 20 (Winter 1919) the Allied Player receives the "1st US Airborne" (Abn) marker. He must use the marker in conjunction with the "Allied Air Superiority" (CC) only in an attack that includes an American Army. Airborne attacks cannot be made against mountain, swamp or Alps spaces. After announcing the attack, and placing the marker on the space to be attacked, roll a die:

1
Attack backfires. Discard Allied Air Superiority CC, no modification to battle, 1st US Abn marker removed from game.

2
No effect/heavy losses. +1 drm to Allied roll, but after battle both the CC and the 1st US Abn are discarded/removed regardless of actual result.

3-4
Minor success. +2 drm to Allied roll, after battle the CC remains in play if the battle was won, and the 1st Abn is removed from play.

5
Major success. +3 drm to Allied roll, all German trench shifts are negated. 1st Abn may jump again on a future turn, and the CC remains in play automatically.

6
Smashing success. +3 drm to Allied roll, all German Trench effects negated, any German fortress in space destroyed, 1st Abn may jump again on a future turn, and the CC remains in play automatically. The destroyed Fortress may not fire in defense in the combat.

Ending the War by Armistice/During the Action Phase:

The players check for Armistice at the end of each turn according to the normal rules. However if they reach the 40+ level, the Armistice itself and the end of the fighting does not take place immediately. Roll a die: on 4-6 the war ends during the next turn, otherwise roll again at the end of each turn until a 4-6 is achieved. On the turn following the roll of a 4-6, roll a die at the end of each Allied action in that turn to determine when the armistice actually takes place. If the die roll is equal to or less than the number of the action, the war is over. If higher, play out the next action sequence and roll again at the end of each Allied action. Once the war ends after an action, play out the Attrition, Siege and War status Phases, and then total up each side's VPs for Victory, after the War Status Phase.

Optional Nordic Twilight Rule: The FreiKorps

After the Allied Player resolves the "Crash of Empires" Event, the CP Player can announce whether or not he is going to raise FreiKorps units. If the answer is “yes” then reduce a one full strength German Army in France, Germany, Belgium or A-H to under-strength. The German Player gets x3 FreiKorps units (each a 1-1-3 corps with only one step) that he must place as follows:

FreiKorps #1: Dresden or Berlin

FreiKorps #2: Oppeln or Posen

FreiKorps #3: Konigsberg or Riga

FreiKorps units are irreplaceable, they are always considered in supply if stacked by themselves. FreiKorps units may not move/attack during the first 2 CP Actions of the turn they are placed on the map. FreiKorps may only operate in Germany, A-H, Russia and Romania. They may combine with A-H, Bulgar and Turk forces as one nationality.

