HALU BAPUAHT

KANMUTYNAUUSA (npasuno umenu Bauecnasa 3unyHoBa)
Bpocky Ha KanuTyasSUMIO He [eNalTCs B IepBble OBa xoma MUrpbl. OUKM KaNUTYISLUUU
urHopupytotcss. C 1915 r. HauMHAIOT JeiCTBOBATh IMpaBMia KamUTYISIUM, U KaKmas
dbpaxuys HaumMHaeT 3-ii xof, ¢ 0 OUYKOB KaMMUTY/ISIIAMA.

Ouknu KaIlInTyJadadlIM HaKallZIMBAIOTCA. Ecin 3a Bech x0f (bpaKU,I/IH He mo/sydyaeT HM OOHOTIO
O4YKa KAIIUTYJIAIMN, TO X KOJIMYECTBO YMEHbIIAETCA Ha 1.

Ecnu y urpoka B KoHIle xona ectb OK, oH go/mkeH 6pocaTh KyOuKiM, eciiu Ha Bcex «S», TO OH
MIPOMUTPAJL.

Ynciio Ky6MKOB pacCUMTHIBAETCS TAK:
Ecim y urpoka 1 OK - on 6pocaert 4 ky6mka (1%)
Ecnu y urpoka 2 0K -3 kyb6uxa (4%)
Ecim y urpoka 30K -2 kyb6uka (10%)
Ecnu y urpoka 4 0K - 1xkybuxk (33%)
Ecim y urpoka 50K - oH o6s3aH reped6pocuts 1 pas (55%)
Ecnu y urpoka 6 OK -2 pa3za (70%)

KYBUKU
B 6010 pe3ynbTaT S Ha KyOMKe TPaKTyeTcsl Kak «1S» BmecTo «0».



OPYTUE BAPUAHTDI

[To mpoBepke Ha KamUTY/AIMI0. MHe Obl XOTeNOCh cAenaTh BapuaHT, 6onee GIM3KUIL K TOMY, UTO
3agyman Peiicep. MoxeTr cmenaTh Tak: HabuTble B pasHble xomabl OK He cymMMupyloTcs, a
nornoiawTcsa. CKaxkeMm, ey B MepBbIi X0, KaKasi-To Aepxkasa moayumia 2 OK, To eciiu Bo BTOPOIA el
Habwn 3 OK, y Heé cTaHOBUTCS He 5, a 3. Ecyim Habuau 2, TO ocTaéTcst 2, ecy HabwiIn MeHblie 2, TO
cHUKaeTcs Ha 1. A BepOSITHOCTD KaMUTY/SIIUY HAZO YBEIUUUTD, CKAXKeM, CABMHYB TEKYUTYIO TaOIUITY
Ha 1-2 paspsza.

No Surrender in 1914 - this variant simply stipulates that there are no surrender rolls made in the
first two turns of the game. Surrender points are simply ignored. Beginning in 1915, the normal
surrender rules apply and each faction begins 1915 with zero surrender points. This stops the game
from ending too early but otherwise does not address any of the objections to the surrender rule.

Use a 10-sided die for Surrender rolls - Simply substitute a 10-sided die for the game's 6-sided die
when making a Surrender roll. This will decrease the chances that a Surrender roll will fail. The game
may still end abruptly, but the odds of not surrendering are more favorable.

Opposing Surrender Points cancel out - In this variant, Opposing surrender points cancel each
other out on a one-for-one basis. A Surrender roll only happens if one side has had a greater number
of Surrender points imposed on itself than it has inflicted upon the opponent.

Treat Surrender Points as negative Victory Points - In this variant, the Surrender roll is done away
with completely. Instead each time a Surrender Point would be scored (by a successful attack on a
Base city, the side that got the surrender Point would instead lose a Victory Point. A maximum of one
victory point per base city per turn can be lost in this way. Victory points may not go negative.
Surrender points that would cause VPs to go negative are simply ignored. In the game, victory points
are won or lost each time a city changes hands. Victory Points lost when a Base is attacked, on the
other hand, can never be regained because no city changes hands. The best a defender can do would
be to push the attacker away from the Base, so additional victory points would not be lost. Using the
variant means the game always ends in 1918 with a VP victory and no chance for "sudden death"
game endings.

Track Surrender Points on the Victory Point Track - Each time a surrender point is acquired, move
the Surrender marker up one on the Victory Point track. If the Surrender marker and Victory point
marker for a given faction ever meet, that faction surrenders. This variant places the emphasis on
surrender points and exacerbates the problem of one faction dragging down the entire alliance.
Victory Point Surrender - Replace the Surrender rule with this rule: A Faction surrenders if its
victory point total falls to zero. Base city rules apply except that they give up a victory point when
attacked instead of a Surrender point (maximum of one victory point per base city per turn).
Surrender Roll modifiers - Before making a Surrender roll, the Faction rolling can buy die roll
modifiers by paying victory points. Each victory point paid buys a +1 die roll modifier. A rolled 'S' is
ignored and never modified in this way. Players cannot buy die roll modifiers with VP they don't have.
Factions must pay for die roll modifiers with their own VPs. No deficit spending and Victory Points
can never be less than zero.

Surrender "Mulligan" - Surrender does not occur the first time a Faction rolls a Surrender result.
Instead, a number of victory points, equal to the Surrender total are awarded to the faction(s) that
imposed the Surrender point(s). Flip over the Surrender marker for the faction to indicate that a
Surrender "mulligan” has occurred. The second time a faction rolls a Surrender result, the Surrender
occurs as normal and the game ends with the following exception: If the Eastern Allies have rolled a
2nd Surrender result before the Treaty of Brest Litovsk is offered then, instead of ending the game
due to Surrender, the Treaty of Brest Litovsk is imposed immediately. (Even if this occurs before turn
#4.) If the Treaty of Brest Litovsk is imposed in this way and the Central Powers do not meet the
Garrison requirements of the treaty, then the CP player MUST meet those requirements by the end of
of the Deployment phase of the next turn or the Treaty is invalidated and ignored. If the treaty is
invalidated in this way, the Eastern Allies stay in the war, and can still Surrender at a later time and
the Treaty of Brest Litovsk can still be re-offered/imposed on turn 4 or later (subject to normal CP
garrison requirements).



