The Eurasian War (a Draka scenario)�for Avalon Hill’s “Third Reich” (4th edition)





INTRODUCTION:


This is a “short” version of the file ‘Draka Scenario (long).doc’. All extraneous material has been removed. Consult the “long” version if you have any questions about the rules or distribution of this file.





THIRD REICH (Fourth Edition) RULES CHANGES�FOR THE EURASIAN WAR SCENARIO





Text in italics is editorial.





1.4 Change:�Change “two player turns” to “two or three player turns.”





1.6 Change:�Change “or the turn on which the last Axis major power falls to the Allies” to “or the turn on which the Domination conquers all of continental Europe”.





2.24 New:�EURASIAN WAR SCENARIO


Allies Decisive	Prevent conquest of continental Europe by Winter 1945


Axis   Decisive	Survive to end of scenario


Dom.   Decisive	Conquer continental Europe by Fall 1944


Dom.   Tactical	Conquer continental Europe by Summer 1945


Dom.   Marginal	Conquer continental Europe by Winter 1945


Dom.   Loss	If continental Europe is not conquered by Winter 1945


“Continental Europe” is defined as all countries on the map except Britain, Ireland and Switzerland, not including territory initially controlled by the Domination except Bulgaria.





2.241 New:�If the Domination fulfills its victory conditions, the Allies may not continue play beyond 1945.





2.34 Change:�• Change “CAMPAIGN GAME” to “EURASIAN WAR SCENARIO”.


• Add column to table:�	Dom.�Stalemate	??�Marginal	??�Tactical	38�Decisive	42


• Replace “The Campaign Game ends with the Summer 1945 turn unless both Germany and Italy are conquered sooner.” with “The Eurasian War scenario ends with the Winter 1945 turn unless the Domination conquers all of continental Europe sooner.”�


2.4 Add to end:�If the Domination remains neutral, objective hexes controlled are not counted in Axis or Allied objective totals in a two-player game, but are counted for Domination victory levels in a multi-player game.





2.51 New:�Domination withdrawal from the Eurasian War scenario is a loss for them, and ends play.





3.1 Add to end:�A Domination card is supplied with the scenario materials (see 50.415), but it is valid only for the Eurasian War scenario (equivalent to the Campaign Game). No shorter scenarios using the Domination are developed yet. Changes to the scenario cards for the other major powers for the Eurasian War scenario are found in 50.41.





3.35 Add to end:�The Russian garrison units may not be removed as Attrition losses or voluntarily destroyed. They cannot advance after combat with a minor neutral, or be taken as a combat loss unless there is no alternative. If destroyed in combat with a minor neutral, they must be reconstructed in their original location in that same player turn.





5.51 Change:�Replace “Additionally, Maginot Line fortresses lose their status upon the fall of France.” with “EXCEPTION: In the Eurasian War scenario, Maginot Line hexes are still considered fortresses if the European player is active when the Domination moves adjacent to these hexes. Otherwise, if controlled by the German player when the Domination is adjacent, or once the Domination control a particular Maginot Line hex, the fortress status is permanently lost.”





5.75 Change:�• Insert “or supply” between “movement” and “is allowed”.





6.5 New:�Stacking limits are enforced, and a nation’s overstacked units eliminated, at the end of that nation’s movement phase, combat phase (EXCEPTION: 6.14) and SR phase in a player turn.





9.3 Change:�Change “.” to “ and three Domination. The Domination always uses only their own Bridgehead counters, even when Allied.”





9.7 Add to end:�Neutral Domination may not use more than one Bridgehead counter.





10.2 Change:�Change “Flak” in the SW box on the board to “Interceptors.”





10.21 Change:�• Change “Both sides” to “All players with SW counters”.�• Change “in favor of the Axis player” to “in favor of the player using ASW or interceptors, as appropriate”.


• Add to end:�If any SW effects are to be applied against the Domination in this YSS, the allocation of some or all of the SW counters against the Domination must be stated before the Domination reveals their SW counters. Domination SW counters are as effective as the corresponding Allied or Axis counters of the same type (ASW or interceptor).





10.22 Replace:�Each surviving submarine factor eliminates three BRPs from the remaining British and/or American and/or Domination BRPs. The German or European player cannot choose to eliminate American BRPs before the 1943 YSS, or Domination BRPs before the Domination is at war with Germany. If the Domination was at war with Germany and/or the European Coalition for part of the previous year, losses are applied only for turns when war occurred, as per 10.24 below with appropriate modifications.





10.23 Add to end:�Allied SAC may also eliminate Domination BRPs, but only if the Domination is Hostile. Losses are applied only for turns when Domination was Hostile during the previous year, as per 10.24 below with appropriate modifications. The Domination must convert air factors to interceptors as Germany does above, with modification for the number of 5-4 air units in the Domination Force Pool.





10.24 Add to end:�A similar procedure applies when resolving SW effects for the European player upon being completely conquered. A similar procedure is not necessary for the Germans to resolve their remaining SW effects unless there is no transfer of German assets to a European player.





10.37 Add to end:�The Domination gains BRPs for Domination control of Moscow and/or Leningrad like Germany. However, Russia cannot surrender to the Domination (see 26.93).





10.41 Change:�After “Britain” insert “, and the Domination (once at war with any major power),”.





10.43 Add to end:�The Domination may build only interceptor or ASW counters.





10.51 Change:�Change “both sides” to “all players with SW counters”.





12.13 Add to end:�Domination BRPs are not considered in the Allied total unless they are Allied Domination. The Domination becomes a third side once they are no longer “Allied.”





12.21 Add to end:�EXCEPTION: When Non-Allied or Hostile, any Domination DoW against a neutral or Allied country is free, but the Domination may change to Hostile (see 50.432).


If a neutral major power (Italy, Russia, or Domination) and another power or alliance both wish to DoW the same major or minor neutral or ungarrisoned inactive German minor ally, determine by a coin flip which gets to do the DoW, if the two cannot agree.





12.25 Change:�Delete “(EXCEPTION: Russia always determines the Allied option to be used on the Eastern Front once actively allied against the Axis).”





12.5 Change:�After “EXCEPTIONS:” insert “Domination Citizen units (all but 3*-4 and 1-3 infantry) except as per 33.43 #9,”.





14.4 Change:�Replace the last two sentences with:�Units may “attack” a vacant hex in this manner, and must advance into it as a result of the “combat,” only if an armor unit “attacks” and occupies the hex. However, Exploitation from an undefended Breakthrough hex is not allowed if the Breakthrough hex is adjacent to any enemy ground units, or if a supply line cannot be traced to it at the moment of “combat” (EXCEPTION: 29.436).





15.4 Add to end:�Territories controlled by the Domination at the start of the Eurasian War scenario are an integral part of the Domination for this rule.





15.58 New:�The Domination may not grant or receive BRPs, except as per 50.433 and 33.6.





15.6 to 15.634 Delete





16.1 Change:�• Change “United States 10” to “United States 5”.�• After “Germany 9,” insert “Domination 8,”.


• Add to end:�The European Coalition uses the highest SR limit of any unconquered major powers remaining in the coalition. These are, in descending order: Germany (9), Britain (7), Italy (5) or France (5). If there are no major powers in the European Coalition, no European units may SR.





16.2 Add to end:�EXCEPTION: The Domination may SR units between territories separated by the Caspian Sea if it controls at least one hex on both the east board edge between M60 and BB52, and the east board edge in Persia, Iraq or Arabia.





16.71 Change:�Change “6 per turn, but may be raised to 7 or lowered to 5” to “3 per turn in the Eurasian War scenario, but may be raised to 4 or lowered to 2”.





16.76 Replace:�If Britain is conquered, American Initial Deployments are reduced by 1. Should the Allies recapture London, Initial Deployments are increased by 1.�


18.3 Add to end:�EXCEPTION: The Domination, when it is the defender in Attrition, may choose to refuse to lose units. This choice must be stated for each Attrition against the Domination before the die roll. Each unit counter loss (C) in the result is treated as an additional hex (H) if unit loss is refused. This decision cannot have partial effect; either unit losses are permitted or not. This choice is made independently each turn and on each Front. Excess hexes, due to amount of frontage or disallowed hexes, are ignored.





21.1 Change:�After “They cost 35 BRPs against a major power, 10 against a minor country” insert “(EXCEPTION: Non-Hostile or Hostile Domination - see 12.21)”





21.55 New:�Neutral Domination and the western Allies or Russia may not declare war on the same minor country or Italy in the same player turn until the Domination is Allied. Neutral Domination may not declare war on Germany or declare war on Italy in the same turn the western Allies declare war on Italy or take any action that would automatically result in war with Germany until the Spring 1942 turn. Until the Domination is Allied, it may declare war only on neutral Italy or minor countries bordering Domination territory. Neutral Domination may not declare war on Axis Minor Allies (active or not) if the minor is garrisoned by at least one German ground factor. If Neutral Domination conquers a minor country, it may on a subsequent turn declare war on other minor countries that border the conquered minor. Neutral Domination may not attack Russia. See 26.933 for attacking Russia that has surrendered to the Axis.





21.8 Add to end:�EXCEPTION: Russia may DoW Allied Domination as per 50.4312, and the western Allies may DoW Non-Allied Domination as per 50.4313, but Russia or the western Allies may never DoW Neutral Domination.





22.1 Change:�After “sets up the minor country’s forces in their home country” insert “(The Domination capital of Archona is always further away than the capital of all other major powers except the U.S.)”.





22.5 Change:�Change “EXCEPTION: Active Minor Allies.” to “EXCEPTIONS: Active Minor Allies, and minor countries that are members of the European coalition (see 50.42).”





22.7 Change:�Delete “and Spanish Morocco”.





23.1 Add to end:


A minor country so allied is a Minor Ally of the intervening major power(s), even if no YSS has elapsed since the intervention.





23.4 New:�All units belonging to a Domination Minor Ally are removed once no enemy units are present in the country, and a Domination unit has entered that country’s capital. The minor country is considered conquered by the Domination at that time.





24.24 Change:�Change “Greek, Swedish, and Spanish islands, and Spanish Morocco,” to “Swedish and Spanish islands”.





24.44 New:�Morocco, Algeria, Tunisia, Libya, Egypt, Palestine, Transjordan, Lebanon-Syria, Turkey, and Bulgaria are treated as Domination colonies for the purpose of 24.4 through 24.43 and 24.5 only. Spanish Morocco, Persia, Iraq, Arabia, and the initially-Domination-controlled portion of Russia are worth no BRPs for control. Ulster is treated as a British colony for the purpose of 24.4 through 24.43 and 24.5 only, too (see 39).





25.1 to 25.8 Change:�• Delete all references to Bulgaria, Turkey, and Iraq in these sub-sections.�• Delete 25.42, references in 25.45 to Turkish units and where they may enter, and 25.46.





25.1 Change:�• Delete “Certain variant counters may activate Turkish or Iraqi rebels as German Minor Allies, or Spain as an Italian Minor Ally. (Where Spain is concerned, “Germany” should be read as “Italy” in all rules pertaining to Minor Allies.) Turkey, Spain, and Iraq are not treated as inactive minor allies prior to play of their variant counters.”


• Add at end: “Spain may be activated early as a Russian Minor Ally through Axis attack. Axis or Domination Foreign Aid (33.63) may delay or prevent Spanish activation, but cannot make Spain part of the Domination or Axis. Spain may also be activated as a member of the European Coalition through Allied or Domination attack, or by Foreign Aid from the Allies or European player.”





25.21 Add to end:�This applies to Neutral Domination as well as neutral Russia.





26.11 New:�The Domination itself cannot be conquered, but all the territories they control may be conquered. The Domination loses the Eurasian War scenario if that occurs.





26.2 Change:�Insert “, France” after “Italy”.





Rules 26.21 through 26.219 are new.


26.21 The following rules control attacks and actions by a country’s forces during the movement and combat phases in which these forces must recapture the capital or the country is conquered.





26.211 Units that move must be in supply, from some source other than their capital, at the start of their turn.





26.212 Only attacks that could conceivably lead to the recapture of the capital are permitted.





26.213 Attacks on hexes other than the capital are allowed only if success could conceivably permit Exploitation movement into, or a 1-2 odds or better attack on, the capital.





26.214 The capital may not be attacked at 1-3 or 1-4 odds unless an “EX” result would eliminate all enemy ground units from the capital, and then other units Exploiting from another attack could conceivably then occupy the capital.





26.215 The capital may not be attacked unless at least one attacking ground unit is in supply and thus eligible to advance into the capital after combat. (EXCEPTION: 26.214)





26.216 Although allied units in the country can participate in attacks, they are ineligible to advance into the capital. In rare cases, allied units may recapture the capital by Exploitation movement through a vacant enemy-controlled capital.





26.217 While the capital is enemy-occupied, the country may not use an Attrition Option on any other front, may use an Offensive Option only on the front where the capital is located, may not make naval interceptions, and may not make a DoW.





26.218 Air units may only fly Counterair missions only against enemy units that are in position to oppose legal ground attacks by flying DAS. Air attacks on enemy fleets cannot be made either in port or at sea during the player’s turn.





26.219 If the capital is reoccupied, units that have not yet attacked may do so without restriction during the remainder of the player’s Combat phase. However, retroactive alteration to Option selections on other fronts is not permitted, nor may air/naval units undertake missions they were not permitted to at the start of the Combat phase. Air units may fly Ground Support or Interception in conjunction with a post-reoccupation Exploitation attack.





26.6 Add to end:�EXCEPTION: member nations of the European Coalition (see 50.424).





26.73 New:�Italy cannot surrender to a neutral power (Domination or Russia), only an Allied one.





26.81 and 26.811 through 26.817 Delete





26.9 Change:�Change “Axis” to “Axis or Domination”.





26.91 Replace:�Axis or Domination conquests of Moscow or Leningrad from Russia, before surrender to the Axis, result in immediate Russian loss and conqueror’s gain of 15 BRPs for each city. This is a one-time event; if control of a city seesaws back and forth there is no BRP loss/gain upon second or subsequent captures. But during each YSS that the Axis or Domination controls either city, 15 BRPs per city are added to the conqueror’s BRPs and subtracted from the Russian’s. Russia does not get one turn to recapture before these adjustments are made.





26.92 Add to end:


If the Domination is at war with the Axis or Russia, evaluation of Russian surrender is suspended until there are no Domination units within the Russian borders for this scenario at the end of a Russian player turn.


�Rules 26.925, 26.926 and 26.93 through 26.932 are new.


26.925 Upon surrender to the Axis, all Russian units are removed from the map except those placed as per 26.921. The Axis player chooses Russian units to place on Russian objective hexes upon surrender, or due to 26.924 penalty. These units are placed at no cost, one per Russian-controlled objective hex. A record of Russian-controlled objective hexes must be kept to ensure that the Russian player is not shortchanged.





26.926 After surrender, Russia is no longer a major power or an Allied power, and is no longer a player except for victory conditions. All Russian units are controlled and supplied by the Axis, but they must differentiate between units on Russian-controlled objective hexes and those constructed by the Axis. Only one Russian unit may be placed on a Russian-controlled objective hex, it may only be replaced with another Russian unit using Axis SR, and no Axis units may end their movement or SR in a Russian-controlled objective hex. The Axis may construct Russian units only if at war with the Domination and the Axis control at least one objective hex in Russia. Russian units constructed by the Axis may only be placed in Russia, Persia, Bulgaria, Rumania, Poland and Finland.





26.93 If the Domination and Russia are at war, Russia cannot surrender to the Domination as per 26.92, but remains in the game until her last combat factor inside the Russian border for this scenario is eliminated. Before that occurs, the Domination receives BRPs for control of Moscow and Leningrad if appropriate. After that occurs, half-BRPs for conquest of Russia are awarded to the power that controls Moscow.





26.931 Even after conquest of Russia, the Domination must maintain a 45 factor garrison within Russia’s borders for this scenario, at least 30 of which must be ground units, until the scenario end. Air and naval units that comprise part of the garrison may conduct missions from their Russian bases, but the 45 factor limit is evaluated at the end of each Domination movement phase and player turn following conquest.





26.932 Should the Domination fall short of the required garrison size at the end of a Domination movement phase or player turn, they must pay a 15 BRP penalty once each turn this occurs.





26.933 If Russia has surrendered to the Axis, the Domination needs no DoW Russia to attack Russian units beyond being at war with the Axis. If a Russian-controlled objective hex is captured by the Domination and later recaptured by the Axis, it must be restored to Russian control at the earliest Axis opportunity.





27.12 Delete





27.13 Change:�• Change “control neither Gibraltar nor Suez/Alexandria” to “don’t control Gibraltar or Suez/Alexandria while the Domination is Allied”.�• Change “and Sevastopol” to “; Sevastopol”.





27.14 Change:�Substitute “L60” for “Z53” and delete “entire”.





27.15 Delete





27.17 Delete





27.19 New:�The south board edge (except the Caspian Sea) and the east board edge south of hex L60 are supply sources for the Domination only. Capitals of territories initially controlled by the Domination at the start of the Eurasian War are also Domination supply sources until conquered; they do not become Domination supply sources again if reconquered by the Domination.





27.27 Add to end:�Domination units can be supplied only from Domination supply sources. Domination supply sources cannot supply units from other countries, even when Allied.





27.29 Add to end:�Domination supply lines cannot be traced through partisans unless Domination is Allied and the partisans were constructed by an Allied power.





28.14 Add to end:�Domination air units may not be based on non-Domination air base counters, and vice versa.





28.15 Add to end:�EXCEPTION: Overrun or isolated Domination airbase counters are removed from the map but may be re-deployed by the Domination player.





28.432 Add to table:�Domination air units have a 0 DRM.





28.66 Change:�Change “Spanish, Turk and Iraqi 2-4 units may be reconstructed only if those nations become active Minor Allies.” to “Spanish 2-4 units may be reconstructed only if Spain becomes an active Minor Ally or member of the European Coalition.”





29.16 Change:�• Change the first two sentences to:�Russian fleets may base only in Russian controlled ports, and only Russian fleets may base in such ports.


• Add to end:�Domination fleets may only base in Domination controlled ports, and only Domination fleets may base in such ports.





29.171 and 29.172 Change:�Change “Axis” to “Axis or Non-Allied or Hostile Domination”.





29.18 Change:�Delete “, French colonies,” and “Vichy colonies if she wishes, or”.





29.5711 Change:�• Add to end:�Determine the highest factor ratio met or surpassed, and apply the corresponding DRM to the larger force’s roll.�• Change “1.33:1” to “4:3” and “1.67:1” to “5:3”.





29.5712 Add to table:�Domination naval units have a +1 DRM.





29.83 Change:�Delete “Turkey, ”.





31.1 Add to end:�Airborne units do not use up any of the air basing capacity in a hex, even if they drop or multiple units are stacked there. Cities count as air bases (see 28.11).





32.1 Change:�Insert “or Domination” before the end of the sentence.





32.11 Add to end:�The Domination can never construct partisans, even when Allied. Germany may construct and place up to 2 partisans in Spain if it is communist. The European Coalition may construct and place partisans in countries which were coalition members before being conquered.





32.12 Change:�• Insert “Spain 2,” after “Greece 3,”.


• Change “the six” to “those”.





32.13 Change:�• Replace the first sentence with:�The player that constructed the partisan(s) must place them in hexes controlled by a hostile power or side, which may be vacant or contain another partisan unit constructed by the same player, but not a hostile ZOC.


• Change “, Sardinia or the Greek islands” to “or Sardinia”.





32.6 Replace:�A partisan controls only the hex it is on, and that only temporarily; as soon as it moves away the hex automatically reverts to the conqueror’s control. A partisan-controlled hex is not controlled by the partisan’s creator; a partisan-controlled port could not receive Sea Transport nor SR; a partisan-controlled capital, although it deprives the conqueror of BRPs, yields no BRPs to the partisan’s creator; and an objective hex controlled by partisans is not counted in the total of any side. A partisan unit can force hostile fleets and air units to change bases (28.15, 29.26), but only if it remains on the base hex at the end of Movement. Passing through a base is not sufficient. Friendly naval and air factors cannot base in a partisan-controlled hex.





32.7 Replace:


If partisans control their country’s capital and the conqueror’s counterattack fails, the BRPs are deducted from the conqueror(s) provided they received them in the previous YSS (or in the 1942 and 1944 scenarios controlled the capital at the start of the scenario). (EXCEPTION: partisan control of Moscow never results in a loss of more than 15 BRPs to the conqueror). Note that if a counterattack on a partisan-controlled capital results in an Exchange which leaves no ground units able to advance after combat, the conqueror nevertheless regains control of the capital because of rule 32.6, and does not suffer any BRP loss.





32.8 Change:


• Change “Axis lose” to “conqueror loses”.





32.9 New:�Partisans affect the Domination when it is not Allied, including Neutral Domination. Allied Domination cannot construct partisans, but it ignores any negative effects from partisans controlled by other Allied nations.





33.1 Change:


• Change “British and German player” to “British, German and Domination player”.


• Add to end: “The Domination player may not be compelled to disclose his variant while Allied, but this is the only time it may be disclosed to another player without playing it.”





33.41 Change:�• Axis variant counter #1 is void, with no effect when played.


• For Axis variant #2, “Ireland” in the exception refers to the entire island, not just the southern minor neutral nation.


• Replace Axis variant #4 with:�4: No German "no retreat" policy in Russia. Provisions of 50.422 are ignored. Play anytime after German units have entered Russia.


• Axis variant #5 is amended to remove mention of Bulgaria.


• Replace Axis variant #7 with:�7: Electrodetector blimps for airborne warning and control not used elsewhere. Germany has an additional +1 DRM in any Air Combat (28.432) situation where they have equal or more air factors than opponent. Play during any turn after Summer 1941 for immediate effect.


• Axis variant #8 reduces American Initial Deployment by one, from 3 to 2.


• Replace Axis variant #10 with:�10: Germany first to deploy jet aircraft in Europe. 50.434 is altered so Germany gets jet fighters in Summer 1942, and Italy (if Axis) in Winter 1942. Germany (only) also exchanges every four Interceptors for five SAC factors (fractions resolved in German favor) during SW resolution in the 1943 YSS. Play at start of Summer 1942 turn.


• If the variants in the back of the Fourth Edition rulebook are used, then Axis #11 and #16 are void. For Axis #12, the exception in 43.7 regarding Bessarabia applies. For Axis #14, “Allies” includes the Domination regardless of diplomatic state.


• In Axis variant #17, change “not if” to “or if”.


• Replace Axis variant #20 with:�#20: No unilateral German DoW on America after Pearl Harbor. United States is neutral in Spring 1942 and until the Axis perform any combat (Offensive or Attrition) against British (or French if France still unconquered) ground units; even if no British (or French) units are lost, the U.S. may then DoW the Axis. German U-boats are at half effectiveness while the U.S. is neutral when Strategic Warfare is resolved in the following YSS. The U.S. may transfer BRPs to Britain (or France), and construct units, but may not perform Initial Deployment of units while neutral. Play during the Winter 1941 turn.





33.42 Change:�• In the Eurasian War scenario, Allied variant counters #4 and #6 are void, with no effect when played.


• For Allied variant #3, there are no French colonies (almost voiding this variant for ground units). For Allied variant #8, just add 1 to American Initial Deployment.


• If the variants in the back of the Fourth Edition rulebook are used, Allied #18 and #20 are void. Allied #4 in the back of the rulebook ignores the “SPECIAL” die roll and proceeds with a Loyalist (not communist) government in Spain, although the Domination must be considered as both Axis and Allied as necessary. Allied #12 doesn’t include any territory controlled by the Domination when it is anything but Allied, and the Domination doesn’t count as a major power in this rule unless Allied. Allied #13 is still valid, but Russian “1939 Campaign” At Start forces are reduced by the two 1-3 and one 2-3 mentioned in 50.414, instead of the Allowable Builds.





(This is a new rule for the Eurasian War scenario)


33.43 DOMINATION DRAW:�1: Pre-War Gibraltar and Malta Deal. Domination controls both Gibraltar and Malta initially. Britain’s Base BRPs raised by 10. Play prior to British opening setup.


2: Domination provides covert military aid and assurances of support to Ireland, creating the threat of an attack on Ulster. Ireland has one 2-3 infantry unit and one 1-4 air unit for the remainder of the game. Britain must divert six factors of ground and/or air units to Ulster and keep them there for one full year. The six factors or their substitutes must be present at the end of each British Movement or SR phase. At least four factors must be one or more ground units. Units may be moved to Ulster by Sea Transport, SR/Sea Escort, or (for air units) staging, or may be constructed there. Play during any Domination turn, including while Allied. British deployment conditions must be met by the end of the following British turn, or Britain must take a Pass option on all fronts in their next turn. EXCEPTIONS: If all or part of the island of Ireland is under control of any nation(s) hostile to Britain, play or remaining effect of this variant has no effect. See also 33.63.


3: no effect.


4: Archon secretly offers Metic Citizenship to top political and military figures in some foreign countries. If Domination DoW Spain or Rumania while the Domination has spent at least 6 more BRPs on that country than any other major power or alliance, the minor country is conquered by the Domination without combat. Play with Domination DoW Spain or Rumania. Rumania is not a German Minor Ally subject to provisions of 21.55 or 25 if this variant is played. DoW Spain is still subject to 21.55, but can be done regardless of Spain’s activation as a Minor Ally or member of the European Coalition. This variant can affect the other unconquered minor country (Spain or Rumania) too, if Foreign Aid BRP levels permit and it has not yet been conquered.


5: no effect.


6: Domination Non-Aggression Pact with Japan. Domination may invoke a "Free Chinese Transfer" by selecting armor, mechanized infantry, or air units for free construction in each turn before Spring 1944. No more than two units may be selected each turn, for a total cost of 6 BRPs or less. Individual air factors may be selected, but each counter is a unit. Units selected cannot be partially paid for. Play during any Domination turn before Spring 1944.


7: Electrodetector blimps for airborne warning and control not used elsewhere. Domination has an additional +1 DRM in any Air Combat (28.432) situation where they have equal or more air factors than opponent. Play during any turn after Winter 1941 for immediate effect.


8: Domination diplomacy fosters neutrality of South American countries. To guarantee South American integrity, the Domination must provide forces to deter Japanese raids and counter American diplomatic pressure to join the war. For each 3 combat factors of Domination ground, air, or naval units withdrawn from the map by SR, the U.S. must match it with 1 combat factor of the same type or pay 2 BRPs each turn for each one not matched. Partial factors are ignored. U.S. units must be the same type if at all possible (match mechanized infantry with infantry). Play during the Unit Construction phase of any Domination turn after Winter 1941. If no Domination forces are in South America at the end of any following SR phase, this variant is nullified for the remainder of the game. Domination units are withdrawn from active play to South America (off the map) using SR. South America is represented by a board location such as the Minor Country Forces box. Both the U.S. and Domination may return units to the map using SR. Sea Escort is not used to SR units to/from South America by the U.S. or Domination.


9: Citizen stipend severely reduced for duration, to concentrate on increasing industrial production. Draka Base BRPs are increased by 10 immediately, but one 2-5 and one 4�5 unit are removed from Allowable Builds for the remainder of the game. If all 4-5 and/or 2-5 units are on the map, the Domination player must remove units to meet the conditions by the end of the next Domination Unit Construction phase; this is a permitted exception to the provisions of 12.5. Play at start of any Domination player turn after the Domination has made or been the target of at least one DoW.


10: Domination first to deploy jet aircraft in Europe. Effect of 50.434 is altered so Domination gets jet fighters in Summer 1942. Play at start of Summer 1942 turn.





33.5 Add to end:�For this rule, Neutral or Allied Domination is played with the Allies, but Non-Allied or Hostile Domination is a third “alliance.”





33.61 Change:�• Delete all “Bulgaria”, “Turkey” and “Iraq”.�• Add/replace “Spain *” to the list for all.�• Add a “Domination” column with entries for “Rumania”, “Ireland” and “Spain *” only.�• Add “£” after “Ireland” under Britain.�• Add “* See 50.442 for Spanish activation.” and “£ British Foreign Aid to Ireland has double effect.” to the end of the table.





33.62 Change:�Change “the Germans” to “the Germans and Domination”.





33.63 Change:�Replace “Germany is similarly prevented from playing variant 2 if Britain has spent at least six more BRPs on Ireland than has Germany.” with “Germany or the Domination are similarly prevented from playing their variant 2 if Britain has spent at least three more BRPs on Ireland than has Germany or the Domination.”





33.7 to 33.73 Delete





35 Change:�• 35.1 through 35.7 apply only if the Axis are in Africa while the Domination is Allied, or the Domination controls Malta. Otherwise, Malta does not restrict supply.�• Libyan ports are not Axis supply sources in the Eurasian War scenario, and Tunis and Beirut are not Vichy supply sources.





37.1 Change:�• Change all “25” to “10”.�• Add to end “Once the Domination has controlled Gibraltar for a complete Domination player turn, it is subject to the same penalties as Britain was above, except the BRP loss is 25 instead of 10. Loss of Gibraltar to Spain also results in the additional revocation of the Domination DoW as per 21.4, if the Domination is Neutral at the time.”





37.3 Replace:�SRs from Egypt via the Suez canal, off the board around southern Africa and back on the board in the Atlantic, are allowed if the Suez Canal (see 47.1), Suez city, and Gibraltar are all controlled by the same side, but each unit counter thus moved counts as two SRs against SR limits. The reverse route is available to a side that controls all 3 locations at the same cost. However, SR around southern Africa in either direction by a power at war with the Domination is not possible. Two fleets may be needed if the escorted unit is to move on into the Mediterranean by sea from Suez (in this case Suez acts as a sort of two front port); a Suez-based fleet must provide the Mediterranean portion of the Sea Escort. Sea Escort is required for any non-naval unit thus SRed, but is not doubled unless the unit moves to and away from Suez in the same SR.





38 Delete





39 Replace:�Northern Ireland (Ulster) is British territory, and always in supply unless an enemy controls all ports in Britain, or no British naval forces are on the Western Front. Ireland is a minor neutral country but effectively “Finlandized” into being a British protectorate. Both Ulster and Ireland are worth 5 BRPs each upon conquest, although Ulster is a British colony as per 24.5 and 24.6 for this purpose. Britain may construct units in Ulster, but not Ireland. British units may not enter Ireland unless intervening or reconquering it.





40.1 Change “Persia” to “territory initially controlled by the Domination by a land or sea route,”.





40.2 Replace:�To use a land route, the western Allies or Russia must control a ground route in territories initially controlled by the Domination in order to SR from a Mediterranean port controlled by the western Allies to any Russian city. The Russian city must be under Russian control, and within the territory initially controlled by Russia. Use 16.2 to determine if the land route is open during a particular BRP transfer. Even if the Domination is Allied, some territory initially controlled by the Domination must be controlled by another Allied country in order to open a Lend-Lease land route. To use a sea route, the western Allies must control a Mediterranean port besides Istanbul, Russia must control a port on the Black Sea besides Istanbul, and either the western Allies or Russia in any combination must control Istanbul and the Turkish Straits (see 29.15). If both land and sea routes are open, or more than one land route is open, the lender must specify which was used.





40.3 Add to end:�Allied fleets providing Sea Escort for Lend-Lease BRPs must be based in the Mediterranean. No Russian fleets are needed or used for SR in the Black Sea if the sea route is used. No Allied fleets are needed to move BRPs from the Western Front to the Mediterranean.





40.4 Replace:�The Lend-Lease land route may be cut by Russia or the western Allies being unable to provide a SR route as per 16.2 due to enemy control of hexes. The sea route may be cut by enemy control of Istanbul or all ports on either the Mediterranean or Black Seas. One port on each besides Istanbul is necessary to use the sea route. BRPs in the Lend-Lease box remain where they are pending re-opening of a route, or may be withdrawn by the lender during an Allied SR phase.





40.5 to 40.7 Delete





41.3 Replace:�If Britain loses Gibraltar, British Malta ceases to be even a limited supply source (see 27.13). Domination Malta supplies Domination units in Malta if at least one Algerian, Tunisian or Libyan port is controlled by the Domination.





42.1 Change:�Insert “or Domination” before “opposition”.





42.3 and 42.4 Change:�Insert “or Domination” after “Axis”.





42.45 New:�Domination ASW counters may be placed in the Murmansk box and are effective only if the Domination is Allied, in which case they assist the Allies. Any Domination ASW counters in the Murmansk box when the Domination turns Non-Allied are removed and placed in the SW box after the next SW resolution. If the Domination is Hostile, i.e. at war with both Russia and the western Allies, it may oppose convoys to Murmansk by having rules 42.41 through 42.44 apply to the Hostile Domination as much as Germany/Axis in determining possible losses by a convoy. However, then ignore the mentions of submarine counters in 42.4 and 42.41 since the Domination has none, the mention of Italian or Minor Axis Ally forces in 42.41, submarine attacks or factors in 42.42, and submarine factors in 42.44.





42.6 and 42.7 Change:�Insert “or Domination” after “German” each time it occurs, except when followed by the word “submarines”.





42.7 Add to end:�Domination air or naval units trapped in the Murmansk box by a hostile conquest of Norway remain there and ineffective until Norway is reconquered by the Domination (or an Allied power while the Domination is Allied), or the Domination uses SR to remove them to a Domination-controlled port on the Atlantic besides Bergen. Domination ASW units can always move out of the Murmansk box, but they do not reappear in the SW box until after the next SW resolution.





42.8 Replace:�German or Hostile Domination forces in the Murmansk box should be kept inverted until used. The German and Hostile Domination players may leave units physically in Norway and/or the SW box (German U-Boats only) while keeping a secret record of which of these units are actually in the Murmansk box; the Allies and Allied Domination players may do the same with ASW counters. If, while using this method, a power wishes to invade Bergen, it must take an Offensive Option and send an invasion fleet to find out what’s there - only then do they learn if a 9-factor fleet is present in Bergen to prohibit the invasion. Whichever method is used, the German or Hostile Domination player need not reveal all their Murmansk force in response to an Allied convoy, but only as much as they desire to commit to action against the convoy. ASW strength need not be revealed until after the German player has committed his submarines.





42.9 Change:�Insert “or Domination (while at war with Russia)” after “Axis”.





43.7 Add to end:�EXCEPTION: If Russia doesn’t DoW an ungarrisoned Rumania, and the Domination conquers it, then Russia can conquer East Europe without entering Bessarabia.





45 Change:�Substitute “Domination or Russia(n)” for “Russian” or “Russia” as appropriate in 45 through 45.5, even when the Domination is Allied.





45.6 Note:�This doesn’t apply to the Domination, even when Allied.





46.1 Change:�Delete “Spanish Morocco and the” and “Spanish Morocco or”.





46.2 Delete





46.3 Delete





47.2 Change:�• Change “the Axis control” to “a Domination opponent controls”.�• Change all “Britain” to “the Domination”.�• Change “British” to “Domination”.�• Add to end “(once the Domination has controlled Gibraltar for at least one complete Domination player turn)”.





47.3 Replace:�If any Domination opponent gains control of any hex adjacent to the Suez canal, and the Domination fails to immediately recapture it, the canal becomes unusable to everyone. Being made unusable does not activate the 25 BRP penalty for the Domination (47.2). It does not again become usable until the Domination has controlled all canal-side hexes for one complete game turn, or two turns for any other major power or alliance. Thereafter, the side that controls the canal may move through it and may SR/Sea Escort as provided in 37.3. Repair must occur whenever the canal changes hands.





47.4 Replace:�Any fleets based at Suez city must be relocated to the closest friendly-controlled Mediterranean port if an enemy controls the city with ground units, if all other Suez Canal hexsides are still under friendly control. Otherwise, such Domination fleets are out of play until the player’s next turn, where they appear at any Domination-controlled western front port during the SR phase. This costs one SR each; the Domination may delay their reappearance if he wishes to use his SRs for other purposes. If no such port exists, the fleet remains out of play until it can return to the map, including Suez city once it is under Domination control again. Non-Domination fleets forced out of Suez city and off the map are destroyed if the owner is at war with the Domination.








49.11 Add to end:�Record the number and types of units removed at this time; they may become European units later.





49.12 Delete





49.13 Replace:�French units outside France move to the nearest French-controlled territory – if to France they are counted during the halving process, if to a French conquest they become Free French and are not halved. French fleets, wherever located, return to Marseilles (unless the Allies hold variant counter 3 in which case the British player may move them to the nearest British controlled port on their current front) and undergo the halving process. If any other unit is equidistant between France and a French conquest, the German player chooses where it goes.





49.14 Replace:�• Change “become Axis” to “become British (Free French)”.�• Change “EXCEPTION: Any controlled hexes which can trace supply to a Free French colony remain in Free French control unless they are closer to European France or a Vichy French colony” to “EXCEPTION: Any French-controlled hexes which can trace supply to a French conquest remain in Free French control unless they are closer to continental France”.





49.3 Change:�Delete “and her colonies”.





49.41 Change:�Delete “; each Vichy colony is controlled by no one and may be acquired by the first power able to occupy all ports/cities therein”.





49.42 Change:�• Delete “+2 If Britain does not control Suez and/or Alexandria”.�• Change “-1 If all French colonies are Free French and/or under Allied control” to “-1 If any French conquests are Free French and/or under Allied control”.�• Change “-2 If Axis declares war on Spain” to “+1 If Axis declares war on Spain”.





All rules under 50.4 are “New.”�50.4 THE EURASIAN WAR SCENARIO: (Fall 1939 to Winter 1945 or earlier.)�This scenario is based upon the novel “Marching Through Georgia” by S.M. Stirling, in particular the timeline appendix and the Draka military organization appendix. Data about Domination weapons is also found in the appendices of “The Stone Dogs” by the same author. Further information is scattered in “Under The Yoke.” These sources are the initial justification for the rules in this scenario, but any felt to be woefully incorrect should be resolved by a vote of all players in the scenario. The Eurasian War scenario is equivalent to the Campaign Game with modifications.





50.41 Changes to the Campaign Setup of major powers:�(in order of setup)





50.411 Italy:�Ignore deployment limit mentioning Libya. Change deployment limit in Albania to two 1-3 infantry. Italy does not initially control Libya or Rhodes. Italy also initially controls three hexes of Yugoslavia: Ragusa, the mountain hex between Ragusa and Tirane, and the coast hex west of Ragusa. Those three hexes are considered part of Albania for this scenario. No Foreign Aid possible to Iraq. Italian Foreign Aid is sent to Spain to prevent it from activating as a Russian Minor Ally, or later to encourage it to activate as a member of the European Coalition while Italy is neutral or Allied. Remove one 1�3 infantry and one 9�factor fleet from the At Start forces and the game.





50.412 France:�Reduce French Base BRPs to 80. Take two 2-3 from At Start forces, place one in Allowable Builds, and remove the other from play. Ignore deployment limits mentioning Morocco, Tunisia, Algeria, and Lebanon-Syria. France does not initially control Morocco, Algeria, Tunisia, or Lebanon-Syria.





50.413 Britain:�Reduce British Base BRPs to 115. Ignore deployment limits mentioning Palestine and/or Egypt. The British do not initially control Cyprus, Iraq, Palestine, Transjordan, or Egypt. Britain does initially control the Northern Ireland colony. No Foreign Aid possible to Bulgaria, Turkey, or Iraq. Foreign Aid to Spain encourages it to activate as a Russian Minor Ally or member of the European Coalition. Remove from At Start forces and place in Allowable Builds: 2-5 armor, one 9-factor fleet. Remove from At Start forces and place in Summer 1942 Allowable Builds: two 1-3 infantry. Remove from Allowable Builds and remove from play: one 3-4 infantry, two 4-5 armor, one 9-factor fleet. Change BRP Growth Rate to 30%, for remainder of game, at end of 1943 YSS.  Rules for Ireland have changed, see 39.





50.414 U.S.S.R. (Russia):�Order of Deployment is altered; Domination deploys after Russia but before Germany. Additional Deployment Limit: no more than 2 9-factor fleets may be based in the Black Sea. Add to Deployment Limits: Batum: one 2-3 infantry unit; Sevastopol: one 1-3 infantry unit; Orsk: one 2-3 infantry unit. Additional condition on Deployment Limits: a Russian unit is also released if Russia is at war with the Domination, and Domination ground units are or come within five hexes of the city in question. Remove the following units from Allowable Builds and the game: two 1-3 infantry, one 2-3 infantry. No Foreign Aid possible to Bulgaria, Iraq, or Turkey. Foreign Aid to Spain is to activate it as a Russian Minor Ally or member of the European Coalition. Free Siberian Transfer is not allowed. Territory in the region southeast and south of hex M58 (SE of Orsk) is Domination.





50.415 (Text representation of the Domination scenario card.)�Domination �Eurasian War Scenario�BRP: 200�Growth Rate: 50%�Duration: Fall, 1939 – Winter, 1945 or earlier�Situation: Britain, France, and Poland are at war with Germany. Italy, Russia, and the Domination are neutral. See 50.43 for Neutral Domination considerations.�Order of Deployment: Poland, Italy, France, Britain, Russia, Domination, Germany.�Deployment Limits: At least one 9-factor fleet in Egypt, two 3*-4 in Bulgaria, two 3*-4 adjacent to Russian border in Turkey or Persia west of the Caspian Sea, one 3*-4 adjacent to Russian border east of Caspian Sea.�Control: Morocco, Spanish Morocco, Algeria, Tunisia, Libya, Egypt, Palestine, Transjordan, Arabia, Lebanon-Syria, Iraq, Persia, Turkey, Bulgaria, Cyprus, Crete, Rhodes, all one-hex Greek islands, hex AA30 (east of Salonika), and hexes southwest, south, and east inclusive of hex M58 (southeast of Orsk).�Foreign Aid: Spain, Rumania, Ireland (33.6).�Scenario Victory Conditions:�Conquest of continental Europe is defined as Domination conquest or control of all major and minor countries on the map, except the United States, Britain, Ireland, and Switzerland.�Notes: See 50.4.�SR Limit: 8 (see 16.1)�Scenario Force Pool:�At Start:�14 4-5 mechanized infantry, 4 2-5 mechanized infantry, 17 3*-4 mechanized infantry, 8 1-3 infantry, 7 5-6 armor, 1 3-6 armor, 1 2-6 armor, 9 5-4 air units, 4 9-factor fleets.�Allowable Builds:�7 4-5 mechanized infantry, 2 2-5 mechanized infantry, 9 3*-4 mechanized infantry, 4 1-3 infantry, 3 5-6 armor, 1 3-6 armor, 1 2-6 armor, 2 3-3 airborne, 5 5-4 air units, 2 9-factor fleets.





50.416 Germany:�Order of Deployment is altered; Domination deploys after Russia, but before Germany. Cannot garrison Bulgaria during initial setup. No Foreign Aid is possible to Bulgaria, Iraq, or Turkey. Foreign Aid to Spain is to prevent it from activating as a Russian Minor Ally, or to activate it as a member of the European Coalition. Also see 50.42.





50.417 United States:�U.S. forces have an American Initial Deployment of three units per turn in this scenario. Allied variant #8 would raise this to four. The U.S. Force Pool is: At Start consists of one 5-6 armor, one 9-factor fleet, and one 5-4 air unit; Allowable Builds consists of seven 3-4 infantry, one 5-6 armor, three Replacements, two 9-factor fleets, and one 5-4 air unit. 1942 Base BRPs are 210. SR Limit is 5.





50.42 Axis Special Considerations





50.421 Record the number and types of units remaining once a major power or minor neutral is conquered by the Axis, prior to unit removal or halving (for France). These units will form the Allowable Builds of the European Coalition player (see 50.424) if activated later in the scenario.





50.422 Hitler’s “no retreat” policy is in force on the Eastern Front once Germany is at war with Russia, and in effect until Hitler dies (see 50.423). German ground units adjacent to enemy units on the Eastern Front cannot move to a hex not adjacent to any enemy units, unless the hex departed is still occupied by a German ground unit, or the moving unit is Exploiting. German ground units not adjacent to enemy units at the start of their movement phase are free to move within normal limits. This does not restrict German air, German airborne and all Italian and Axis Minor Ally units. All other movement limits still apply too.





50.423 The “no retreat” policy of 50.422 is canceled for the remainder of the game upon the German player declaring that Hitler has died. This declaration is possible only after the Domination is at war with Germany, and at least five (5) German ground units have been eliminated by rule 17.1 (unsupplied for entire player turn), but not due to lack of a good-faith effort to supply them. The declaration is made at the beginning of an Axis player turn after the previous conditions are met. The effects of such declaration are as stated in the Fourth Edition rules page 32 variant #15 (Hitler assassinated), however the restrictions regarding 1942 or later, and the player turn order in the last sentence are ignored.





50.424 At the beginning of the Axis turn following Hitler’s death, the German player undergoes a name change and is now referred to as the “European” or “European Coalition” player. The same player continues until conquered, but with the following provisions:





50.4241 The initial members of the European Coalition are Germany and any countries it conquered (solely or cooperatively with Italy), plus all remaining Axis Minor Allies. All inactive Axis Minor Allies are now activated regardless of Foreign Aid. Vichy French units on the map remain, with the difference between them and recorded French units as the French Allowable Builds. Russia cannot join the European Coalition. Italy and Spain may join the Coalition.





50.4242 Italy makes a decision at the time of coalition formation: they must declare neutrality or join the Coalition. If Italy joins the Coalition, Italian BRPs are immediately added to the European (German) total and at each YSS, all Italian-controlled hexes are now European and the Italian Force Pool is now part of the European one. Otherwise, Italy pays 35 BRPs to become neutral again and withdraws from all territories it didn’t solely conquer. If Italy doesn’t have the 35 BRPs to declare neutrality, it must join the Coalition. Neutral Italy will join the Allies or Coalition depending on who declares war on Italy next: the Allies if the Coalition attacks, the Coalition if the Domination or Allies attack.





50.4243 The European player uses the German Force Pool, with the addition of French and minor neutral units recorded earlier as per 50.421. Existing Vichy French and German units, as well as any constructed European units, may be freely stacked and used within normal limits. The European player receives and calculates BRPs as if Germany, but is not conquered until all member countries of the European coalition are conquered. As each member country is conquered or re-conquered, BRP adjustments are made as per 2.34. Conquest of Germany affects the European BRP Growth Rate: it is reduced to that of the largest (highest BRP Growth Rate) major power in the coalition (which is limited to at most Britain, France, and Italy, besides Germany), or to 0% if no major powers remain in the coalition. Only the conquest of Germany allows the western Allies to DoW Domination.





50.4244 Spain always uses the same pool of Foreign Aid BRPs, regardless of how Spain might activate. The European player and each of the Allies (except France and U.S.) may give Foreign Aid to Spain in an effort to activate it as a member of the European Coalition. The Domination may give Foreign Aid to Spain to oppose European Coalition activation. However, Spain will automatically join the Coalition if attacked by the Domination or Allies after the Coalition’s formation, has been already activated as a Russian Minor Ally, or is at war at the time of Coalition formation.





50.4245 When any Coalition member nation’s capital is conquered, the European player may no longer build units of that country from the Allowable Builds, until and unless the capital is reconquered by the Coalition. No “grace period” applies, but units of the conquered country are not removed from play either. European units must be constructed in European-controlled hexes of their home country that are not in enemy ZOC. If no such hexes exist, the unit cannot be constructed. Paris is again the capital of France for this purpose, and Vichy is just a city.





50.425 If the European player is not activated by 50.424, the Axis player continues play for the remainder of the game until Germany is conquered. When Germany is conquered, Axis Italy immediately turns neutral and must take Pass Options until attacked. Allied Domination becomes Non-Allied if they attack Russia or any additional neutrals after this. The Allies may only DoW Non-Allied Domination and make it Hostile after Germany is conquered.





50.43 Domination Special Considerations





50.431 Domination Diplomatic State:�The Domination begins the Eurasian War scenario neutral (as do Russia and Italy), and will change diplomatic orientation (state) to other powers as a result of events that occur during play. The 4 possible diplomatic states and how they are achieved are:





50.4311 The Domination is initially Neutral. Neutral Domination moves at the same time as the Western Allies, even though its BRPs are not counted in the Allied total to determine the order of movement. Neutral Domination must take Pass Options or actions against ungarrisoned (by the Axis) bordering minors and neutral Italy, but not Russia, until a DoW has occurred between the Domination and Axis. Neutral Domination can’t make a DoW or take any action that would automatically cause it to be at war with the Axis until Spring 1942 or when the Axis are at war with Russia, whichever comes first (see 21.55). Neutral Domination must pay 35 BRPs for a DoW against neutral Italy, but stays neutral doing so. Neutral Domination pays 10 BRPs (as normal) for a DoW against any ungarrisoned (by the Axis) minor neutral, but does not become Allied unless the Axis DoW Domination rather than forcing the Domination to back down as per 25.21. A DoW between Axis and Domination changes Domination diplomatic state to Allied. Neutral Domination cannot DoW the western Allies or Russia or vice versa, thereby preventing a jump directly to Non-Allied. Neutral Domination pays BRPs for any DoW it makes, and can use only one Bridgehead marker. For air unit (28.23) or airborne unit (31.1) movement, Neutral Domination considers all major powers with which it is not yet at war as neutral territory, and therefore cannot cross their territory. Partisans may be constructed in Neutral Domination territory and affect the Domination.





50.4312 Allied is the second diplomatic state for the Domination. While Allied, the Domination is at war with the Axis, any active Axis Minor Allies, and all other countries that it was already at war with upon becoming Allied. Allied Domination cannot DoW Britain, France or the United States (the “western Allies”). Allied Domination may DoW inactive Axis Minor Allies or neutral Italy and remain Allied, but any other DoW causes the Domination to become Non-Allied, including Russia DoW Domination. The Domination must spend at least one complete Domination player turn as Allied before becoming Non-Allied. Allied Domination cannot DoW the western Allies or vice versa in the same Domination player turn that it becomes Non-Allied, preventing a jump directly from Allied to Hostile. Allied Domination pays BRPs as normal for any DoW it makes in this diplomatic state, including the one that makes it Non-Allied. The Domination can use up to 3 Bridgehead markers when Allied and thereafter to the end of play. Partisans have no effect on Allied Domination, and the Domination may not attack them while Allied.





50.4313 Non-Allied is the third diplomatic state for the Domination. Non-Allied Domination does not pay BRPs for any DoW it makes in this state, but is not yet at war with the western Allies. Non-Allied Domination is free to attack the Axis or European Coalition, minor neutral countries, and Russia. A Non-Allied Domination DoW Allies (unconquered Britain, unconquered France, or U.S.) changes state to Hostile. Non-Allied (and Hostile) Domination does not pay BRPs for any DoW it makes, but they must still be stated to inform other players and trigger minor neutral deployment. The western Allies must pay 35 BRPs if they wish to DoW a Non-Allied Domination and change it to Hostile, but may do so only after Germany is conquered. A Russian DoW Domination or vice versa does not change state to Hostile. Non-Allied or Hostile Domination has no major power allies, and is a “third side” for rules such as 24.5 and others. Partisans again affect the Domination once Non-Allied and thereafter to the end of play.





50.4314 Hostile is the last diplomatic state for the Domination. Hostile Domination is at war with all unconquered countries on the map, even minor neutrals invaded by the western Allies, although unactivated minor neutrals are not activated until attacked. Since both the Domination and United States cannot be conquered in the context of this game, this means a permanent war between a Hostile Domination and the Allies (Alliance for Democracy) for the remainder of the game. If Allied forces are present in continental Europe preventing Domination conquest, and are not voluntarily removed by the Allies, Hostile Domination and Allies may have combat.





50.432 Domination Nuclear Weapons:





50.4321 By paying a one-time fee of 25 BRPs during the Domination unit construction phase of Winter 1943 or later, the Domination may begin producing nuclear weapons in the next turn and thereafter until the end of play. Once nuclear weapons are in production, the Domination player secretly rolls one die during the Domination’s unit construction phase, with a neutral party as witness. The resulting number is an upper limit to the number of nuclear strikes that can be constructed that turn, each costing 3 BRPs. Strikes may be stockpiled for future use. Nuclear strikes have no counters on the map, and are available to any Domination air factor on the map. The number of nuclear strikes stockpiled by the Domination is not secret, but the number rolled is.





50.4322 Domination nuclear strikes are used by declaring an offensive air mission of at least one air factor to be a nuclear strike mission, stating the source base, target hex, and the number of nuclear strikes carried. It may be intercepted at the target hex by DAS, and any interception and possible counter-interception are resolved as per 28.44. If at least one factor of the nuclear strike mission survives, the nuclear strike(s) are expended in the target hex, otherwise all are lost with no effect. For each nuclear strike expended, the Domination player now states a single target present in the target hex: one ground unit, one airbase and the counter(s) based on it, one naval unit, or one city. Any unit chosen is immediately eliminated and returned to the Allowable Builds pool. Any airbase chosen is immediately removed and redeployed as per 28.15. Any city chosen is now unusable for basing aircraft or ships by all players for the remainder of the game. A capital or objective city chosen as a target still retains those value(s), but is no longer a valid air base or port. “City Nuked” counters are provided on the Domination counter sheets for marking these locations. Ground units may still enter and leave the target hex, subject to normal limits. Air or naval units forced to move to another base are inverted as if they had performed a mission. Remaining nuclear strike mission air factor(s) return to base, and are not affected by nuclear strikes.





50.433 The Gibraltar and Malta Deal�The Domination may offer 20 BRPs to Britain in exchange for possession of Malta and Gibraltar. This is an exception to the ban on Domination BRP transfers to/from other major powers. This offer may be made during any Domination unit construction phase, even if previously rejected, until either accepted, the Domination conquers both locations, or Britain is conquered. If rejected this turn, the Domination may spend all or part of the BRPs on unit construction instead. If Britain accepts the offer, all British units in Malta and Gibraltar are re-deployed in Britain using no British or Domination SR, but the British fleets from Gibraltar and Malta cannot provide Sea Escort in the same phase, and the Domination now controls those two locations. One Domination SR is used for the BRP transfer to Britain, but no Domination fleets are used. After the British vacate them, the Domination may SR units to Gibraltar and Malta using Sea Escort, ignoring not providing supply there earlier in the turn. A Non-Allied Domination may attack British Gibraltar or Malta, but will become Hostile upon doing so.





50.434 Jet Aircraft�The U.S. and Domination deploy jet fighters at roughly the same time in late 1942, the other combatants more or less later. The benefits of having jet fighter aircraft are a +1 addition to the nation’s Air Combat DRM (28.432), and exchanging each two Interceptor factors for three SAC factors in Strategic Warfare resolution (fractions resolved in favor of Interceptors) during the 1944 YSS. The U.S. gets jet fighters in Fall 1942, the Domination in Winter 1942, Britain and Germany in Spring 1943 (Germany gets the Interceptor benefit in 1944 YSS), and all other unconquered major powers in Summer 1943. Minor Allies get jet fighters two turns after their major power. Minor neutrals never have jet aircraft. Other European Coalition members get jet fighters one turn after the leading unconquered major power in the Coalition (Germany or Italy). The Interceptor bonus against SAC is cancelled for the 1945 YSS.





50.435 Mechanized Infantry�Domination 4-5, 2-5 and 3*-4 units are mechanized infantry. Mechanized infantry units have a ZOC, but not against enemy armor units. Mechanized infantry can Exploit; they are considered armor for rules 14.32 and Exploitation under 29.435, but not for rules 14.31 and 14.38 or Breakthrough under 29.435. Mechanized infantry cost 1.5 BRPs per combat factor; 4-5 units cost 6 BRPs, 2-5 units cost 3 BRPs, and 3*-4 (Janissary) units cost 4 BRPs.





50.436 Janissaries�The “3*-4” mechanized infantry units are the Domination’s Janissary Motorized Rifle Legions or Janissaries, often used as expendable assault troops. In one die roll for an Offensive Option combat, a Janissary unit may raise its combat factor to 8, but such a unit is then always destroyed after the die roll regardless of the other results of combat. The higher combat value is only for attack, so it can be used only during the initial die roll for any combat during the Domination player turn (EXCEPTION: seaborne invasion initial landing), or for the roll after a previous result of CA (with no odds specified) that simulates a Domination counterattack. More than one Janissary unit may use the higher combat factor on a die roll, but all that do are removed after the die roll, and combat odds recalculated for the next roll if no final result was obtained. An Exchange result uses the higher combat factor for any Janissary unit(s) that were using it on that roll, but they are still removed.





50.437 Ending the Eurasian War Scenario�The Domination may declare the scenario completed at the end of any Domination player turn; victory conditions are evaluated as of that point. The scenario must end in Winter 1945 if not sooner.





50.44 Allied Special Considerations





50.441 The Domination moves during the Allied player turn while the Domination is Neutral or Allied. Domination BRPs are counted in the Allied total only while the Domination is Allied. Once the Domination loses Allied status, it becomes a third side in the game, and player turn order is determined for the Axis (or European Coalition), Allies, and Domination.





50.442 Only Russia may attempt to activate Spain as a Russian Minor Ally. Russia can attempt to activate Spain as a Russian Minor Ally only if at war with the Axis, or if still neutral but Russia has not yet DoW East Europe. Russia, Britain and the European player can attempt to activate Spain as a member of the European Coalition. Germany, Italy and the Domination use Foreign Aid to prevent activation of Spain. If Spain is an active Russian Minor Ally or already at war when the European Coalition forms, it will automatically join the Coalition.





50.443 The Allies are technically still at war with the European Coalition if it is activated, since it is the successor to Germany. However, the Allies are not required to prosecute the war against Germany or the European Coalition, i.e. they may take Pass or Attrition Options for the remainder of the game if desired. Also, the Allies cannot make peace with the European Coalition or Germany, or DoW Domination, without either the Allies or Domination conquering Germany first. Once Germany has been conquered, the western Allies may then change the Domination’s diplomatic state from Non-Allied to Hostile by spending 35 BRPs for Allies DoW Domination. Russia DoW Domination could change the Domination diplomatic state from Allied to Non-Allied, but not to Hostile.





50.444 At the end of the 1943 YSS, the British BRP Growth Rate is decreased to 30% for the remainder of play.





50.445 By paying a one-time fee of 25 BRPs during the U.S. unit construction phase of Winter 1943 or later, the U.S. may begin producing nuclear weapons in the next turn and thereafter until the end of play. Procedures for Allied nuclear strikes are similar to those in 50.432. However, Allied nuclear strikes may only be used against enemy military units and airbase counters. Only the U.S. may construct Allied nuclear strikes.





50.446 If Italy becomes Allied as a result of 50.4242, it may not loan or receive BRPs, or spend BRPs on Intelligence or Foreign Aid.





51.1 Replace:�The Eurasian War scenario is for two through six players. Recommended allotment of major powers to varying numbers of players is:


#	2	3	4	5	6	�1	Britain	Britain	Britain	Britain	Britain�	Russia	Russia	U.S.	U.S.	U.S.�	France	France�	U.S.	U.S.�	Domination				�2	Germany	Germany	Germany	Germany	Germany�	Italy	Italy	Italy	Europe	Europe�	Europe	Europe	Europe			�3		Dom.	Dom.	Dom.	Domination	�4			France	France	Russia�			Russia	Russia		�5				Italy	France	�6					Italy	





--- End of Third Reich rules changes ---





OPTIONAL


Here are some ideas that I’m not sure should be implemented.


Allow the Domination to use the fourth airbase counter in the counter sheet, instead of 3 like everybody else.


Reduce the Domination’s Force Pool by 1/6th or more across all unit types (except airborne) to account for garrisons off the map.


Both the Domination and the defending major power receive one BRP when the Domination conquers one of their cities for the first time and no friendly units are adjacent, 2 BRPs if it’s the capital. (Simulates Domination tendency to sack cities.)
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