Der Weltkrieg Play-aid







Non-Terrain Movement Costs�
�
�
�
Unit Type�
Leaving ZOC�
Entering ZOC�
Other�
�
Assault�
0�
+1�
�
�
Non-Assault Infantry (all types) and Cavalry�
+1�
+1�
�
�
Artillery (Regular and Siege)�
+1�
+1 if hex empty�
�
�
�
�
0 if hex contains friendly infantry�
�
�
Engineer building railroads�
+1�
Prohibited�
�
�
Entrained German units�
0�
Prohibited�
�
�
All other entrained units�
Prohibited�
Prohibited�
�
�
Column movement (ground combat units only)�
As above�
Prohibited�
�
�
Supply line MP distance�
0�
0�
�
�
Entraining�
�
�
+1�
�






One Hex Minimum Move Not Allowed:�
�
 Prohibited terrain or�
�
�
Unit Type�
ZOC to ZOC, terrain cost equal to or more than:�
any ZOC condition�
�
infantry, assault infantry, cavalry�
4�
 �
�
mountain infantry, assault mtn inf�
7�
 �
�
artillery�
4, but not trench to trench�
mountain hexside without rail line�
�
HQ�
4�
 �
�
engineer�
4�
 �
�
�
�
�
�
�
�
�
�
Note: Trench here means trench or devastation marker�
�
�






Terrain Effects Chart Additions�
�
Change the follwoing sections to:�
�
Terrain type�
Movenment Point Cost to Cross Hexside or Enter Hex�
�
Wooded Rough�
4 MP. -1 for Mountain Units�
�
Mountain�
6 MP, -1 for Mountain Units�
�
Rail Line�
-1 MP (if cost of hexside 3 MP or more before adjustments), -1/10 MP for Entrained Inf (all types), -1/6 MP for Other Entrained Units�
�
Single track Rail Line�
-1 MP (if cost of hexside 4 MP or more before adjustments), -1/10 MP for Entrained Inf (all types), -1/6 MP for Other Entrained Units�
�
Trench Marker�
+2 MP for entering hex, HQ enters only if hex contains an operative rail line�
�
Devastation Marker�
+2 MP for entering hex, HQ enters only if hex contains an operative rail line�
�






Can a Unit Retreat?�
�
�
Unit Type�
Can it Retreat?�
 �
�
 �
Within movement capability?�
Beyond ZOC to ZOC min move restriction?�
�
HQ, artillery, seige artillery�
No�
No�
�
unsurrounded all infantries, cavalry�
Yes, per priority�
As last resort, but lose half rounded up�
�
unsurrounded Engineer�
Yes, per priority�
No�
�
Surrounded: all infantries, cavalry�
Yes, per priority except not from ZOC to ZOC�
No�
�
Surrounded engineer�
No�
No�
�
�
�
�
�
Note: If a unit must retreat and can't, it is eliminated�
�






�
Must a Force Retreat?�
�
�
�
�
�
�
�
�
Must retreat if non-retreat loss of non-artillery defending strength points total at least: �
�
�
(Everyone except AH and Italians can reduce losses 1/3rd by retreating)�
�
�
�
�
�
�
Attacker Situation�
�
�
�
Normal�
Attack from Opposite sides, defender without friendly units in two adjacent hexes adjacent to each other 22-18�
1915: #attacking siege artillery batteries>= # defending divisions AND # attacking regular artillery batteries>#defending divisions 22-17�
Assault troops:  First turn a nationality is attacked by a full strength assault unit, if the nationality is in the majority. 85-3�
More assault points than defense points 85-10�
Full strength assault unit in attack and not using Rules 22-17 and 85-3 (3rd & 4th Attacker Situations) 85-9�
�
Defender Situation�
1914-17 Italians, 1914-1915 AH (retreat like Ger if stacked with Ger)�
1/3�
1/3�
1/3�
1/3�
1/3�
1/3�
�
�
with Defense Terrain Modifier (DTM) of:�
�
�
�
�
�
�
�
�
1914: Any, no trench or fort�
�
�
�
�
�
�
�
�
1915: 0 to -2, no trench or fort�
�
�
�
�
�
�
�
�
1916-18: 0 to -1, no trench or fort�
�
�
�
�
�
�
�
�
Ger, Br, Fr, 1916-1918 AH, 1918 It�
1/2�
1/2�
1/2�
1/2�
1/2�
1/2�
�
�
with Defense Terrain Modifier of:�
�
�
�
�
�
�
�
�
1914: Any, no trench or fort�
�
�
�
�
�
�
�
�
1915: 0 to -2, no trench or fort�
�
�
�
�
�
�
�
�
1916-18: 0 to -1, no trench or fort�
�
�
�
�
�
�
�
�
22-16                                                   Defense Terrain Modifier of:�
All�
As above         (i.e. As if DTM =0)�
As above         (i.e. As if DTM =0)�
1/2�
As above         (i.e. As if DTM =0)�
All�
�
�
1915: -3 and better�
�
�
�
�
�
�
�
�
1916-18:  -2 and better�
�
�
�
�
�
�
�
�
Trench�
�
�
�
�
�
�
�
�
Use Mountain, Alpine, or Urban hexside, or hex contains City, Port, or Fortress�
Never�
Never�
Never�
1/2�
Never�
Never�
�
�
Fortress without viable trench�
Never�
Never, but makes trench non-viable�
Never�
1/2�
Never�
1/2�
�
�
Surrounded units, regardless of terrain (Notes: units in forts are never surrounded) *Halves are rounded in favor of defender.�
1/4*�
1/4*�
1/4*�
1/4*�
1/4*�
1/4*�
�
�
�
�
�
�
�
�
�
�
�
Trenches here means just trenches, not devastation markers�
�
�
�
�
�
�









