Paths of Glory Variant:

Maximizing the Historicity of the Full-Length Game

With the added event cards provided by the Player’s Guide, it has become even more difficult than in the basic game to come close to using all of the cards as events.  And yet, virtually all of the Event Cards represent events that did take place during the span of World War 1.

Part of the problem is one of perception.  The perception is that fighting raged continuously and intensively throughout the war, so it is natural that each turn should have numerous phases of combat, broken only by brief spells for reinforcements, replacements or recognition of signal events.  This, combined with wargamers’ natural tendency to want to wage war to the limits of their resources, means that four or five action phases of each player turn are consumed with maneuver and combat, leaving scant opportunity to play Event Cards as Events.

Looking at this from a different perspective, ANY offensive in the game actually represents a month or more of intensive warfare, consuming vast material resources and costing tens of thousands, perhaps hundreds of thousands, of casualties.  This game is intended to be strategic, not operational, in scope.  Most players overlook this, and the game mechanics abet the high activity level that has come to characterize much of the game play.
If you are prepared to shift to the strategic view, we invite you to try the variant described below.  But, be prepared: maneuver assumes pre-eminence over combat, and intelligent card play and long-range thinking loom as much larger factors in the outcome.
The variant utilizes the counters and virtually all of the cards provided in the PoG Players Guide.  Certain of the cards have been modified, as described in the attached Excel file.  This file also contains the full rules modifications.  Key concepts are described below, but be sure to read the full text for critical added details:
1.  Operational Point (OP) costs for combat activation are changed, beginning in Fall, 1914.  Spaces cost one OP per unit to activate for combat.  The primary exception to this is when Combat Cards are used.  This makes such cards very valuable, in fact indispensable to conduct of major attacks.  Each card now comes to represent a major offensive.  In addition, Mandated Offensives can be conducted as if a CC was used, i.e., at an activation cost of “1” per space, not per unit.  This now makes these “opportunities” instead of “liabilities” to be sluffed off with single-corps attacks.
2.  Borrowing freely from Twilight Struggle with thanks, beginning also in Fall, 1914, each Turn begins with an added non-operational “Headline Event” phase.  Each player simultaneously reveals one Event which takes immediate effect.  At a stroke, this provides for play of 18 more Events.  This allows for immediate introduction of reinforcements and even simultaneous entry of opposing neutrals.  One effect is a tendency to balance the game, as a side that is “on the ropes” has this opportunity to replenish its ranks.

3.  To make #2 possible and attain the ability to use Combat Cards, both players’ card hands are increased to eight.  This does mean, as before, that overly-aggressive card play will quickly reduce a side to one or more 1-Ops phases. 
4.  Rapid thrusts into enemy territory did not occur in World War 1.  The supply lines necessary to support an advance could not be rapidly deployed, because the only supply mode capable of moving vast quantities of stores was the railroad.  And smaller bodies of troops that might have made such raids (corps in this game) would not have been effective in dealing with local forces, detachments too small to be included in PoG but nevertheless real.  This effect is dealt with by changing the cost to enter spaces that were enemy-controlled at the start of a player’s movement phase.  The first such space entered costs one movement point, while the second costs two movement points.  Since the fastest unit in the game has a factor of four, penetration beyond two spaces is impossible in one movement phase.
5.  Turkey was a sideshow to the main areas of the conflict, though it consumed vast resources on its own and resulted in enormous suffering and millions of deaths.  For all that, the territory was of little value to the ultimate victors and the capture of the Victory Point cities would, in reality, have meant little to the outcome of the war.  The high value of these cities in game terms often means that a major campaign in Turkey is the key to Allied victory, which is simply ahistorical.  To reduce the Turkish campaign to a more-reasonable value, treat each of the NE cities except for Constantinople as one-half Victory Point.
Additional detail on these rules, and other lesser rule modifications and options, is all provided on the attached Excel sheet.  In addition, the sheet lists all of the cards to be used and shows the card modifications used for this Game Variant.

We’d offer one observation to help players adapt to this series of changes: attack only when it makes good sense to do so.  Attacks which now consume vast amounts of OPs will rarely be justified, as the defender can replace with less effort than you expend to attack.  Maneuver and threat of attack are more effective use of your OP resources than expensive (in OP terms) bludgeoning attacks.
The electronic version of the cards (Microsoft Word) is attached.  This is formatted to print on Avery self-adhesive laser labels, 2” by 4”, Avery 5263 (10-up).  Avery formatting for Word is available on-line at Avery.com.
Feel free to send us your comments and feedback at JCinMissionV@aol.com.  We’d certainly be interested in your results using this variant.  We’ve had a great time and mostly very close contests, we hope you do too!
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