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Introduction and Rationale

Sandy Petersen recently wrote a fine review of SPI/DG World War I over on boardgamegeek dot com.  It caused me to take out the game, study it anew, and grow in appreciation of the basic design.  It was fun to play again and to look at all the variants, comments and suggestions that people have offered since the original publication date of 1975.

Shortly after the game came out, I devised a variant using more and varied territorial objective hexes in order to open up the other fronts a little bit.  After reading the comments on the game, I have decided that it is time to share my variant.

My friend Mark Kramer told on the phone that he has never lost as the Central Powers player by using a defensive strategy in the east and south; saving resource points for the west, and making an all-out attack with the German Stosstruppen units on the West when they come in during the last part of the game.  Don Johnson and others discuss this strategy on Consimworld; Don appreciates the game but calls it “broken” because of this unbeatable strategy.

I can see the designer’s intent in loading up France with resource hexes.  The western front was decisive in WWI and this is a way to show that.  However, the strategy of playing a waiting game and attacking late in the west was apparently never tested at either SPI or DG.

My variant retains the importance of France in weighting heavily the territorial objective hexes located there, but provides territorial objective hexes on all fronts according to historical objectives.  This provides a simple fix to the problem identified by Mark and Don.

In the original game, France contains 45 points of resource hexes (that is, nine pick and shovel hexes at 5 points each), Italy 10 and Belgium 10.  Germany contains 55 and Austria-Hungary 10.  Thus the Allies and Central Powers are balanced and each contains 65 points worth of resource hexes.  If the Central Powers invade Belgium, stay on the defensive in the east and south, and go all-out late in the west, they will obtain the 10 Belgian points, 45 French points, and their original 65 for a total of 120 victory points at game’s end.  The Allies will receive 75 points for the blockade, 10 points for Italy, and 5 points for the Central Power’s violation of Belgian neutrality for a total of 90 points.  Thus, the Central Powers have a cushion of two resource hexes using this strategy.  If they fail to take three of France’s resource hexes, the Allies will tie; if four, the Allies will win.  But Mark and Don say it is not too difficult to get almost all of France’s resources using their strategy.

My variant does not use the original pick and shovel resource hexes, but instead substitutes three new kinds of territorial objective hexes.  “P” or political objective hexes are worth 10 points each.   “E” or economic hexes are worth 5 points.  Finally, “M” or military hexes are worth 2 points.  On my copy of the SPI game, I took a stencil and made a small capital letter ‘P,’ ‘E’ and ‘M’ in the appropriate hexes in pencil.  But one could also make markers to place in the hexes and thus preserve the map as pristine if desired.

In my variant, France has 95 points of territorial objective hexes, Italy 43, Belgium 28, Rumania 7, and Serbia 4 for a total of 177.  Germany has 79, Austria-Hungary 50, Bulgaria 4 and Turkey 25, for a total of 158.  Russia has 28 and Greece 4.  Of course, one could include Russia in the Allies’ total, but given the vulnerability of Russia one could also imagine its total in the CP column.  Because some of the territorial objective hexes in my variant are in easily conquerable hexes (for example, Polish Silesia is virtually impossible for Russia to hold in any case), it is not enough simply to add up the pick and shovel hexes as in the original game and list them under the Allies’ or CP’s column.  It will be easier to see what is at stake if I give the particulars of the variant.

The Variant

This variant awards the regular points in the Rules as Written for surrender of Russia, neutrality violation, and Allied Blockade.

Change 

15.1 Victory Points for Territorial Objectives 

Award the Central Powers player 15 points if he controls the Berlin-Constantinople Railroad at the end of the game.

Award points for the following territorial objectives:

“P” = Political Objective Hexes (10 points each):

0106
Paris

0120
Rome

0505
Brussels

0704
The Hague

1116
Vienna

1409
Berlin

1519
Budapest

1733
Constantinople

“E” = Economic Objective Hexes (5 points each):

0104
Le Havre

0105

0106
Paris

0107

0120
Rome

0121

0203

0204

0213
Milan

0403

0404

0405

0416
Venice

0425
Taranto

0506

0604
Antwerp

0608

0618
Pola

0705

0708

0717
Trieste

0804

0807

0808

0809
Frankfurt

0907

0908

1210
Leipzig

1405
Kiel

1613

1614

1714

1715

1733
Constantinople

1826

2210

2710
Riga

2326
Odessa

“M” = Military Objective Hexes (2 points each):

0108

0109

0110
Dijon

0205

0206

0207

0208

0209

0210

0304

0305

0306

0307

0308

0309

0310

0406

0407

0408

0409

0410

0414

0415

0504

0507

0508

0509
Metz

0510

0514

0515
Trent

0516

0605

0606

0607

0614

0615

0616

0617

0707

0715

0716

0718

0723

0724

0806

0822
Sarajevo

0833
Athens

0929
Salonika

1123
Belgrade

1125
Nish

1226
Sophia

1331

1332

1432

1531
Adrianople

1532

1632

1727
Bucharest

2014
Warsaw

2316
Brest-Litovsk

2713
Vilna

2720
Kiev

Conclusion
In this variant, there are 80 points worth of political objectives, 190 points of economic objectives, and 124 points of military objectives.  Note that some hexes contain both “P” and “E.”
This variant can be played with just about any house rules or other variants.  The last time I played, I used it in conjunction with the “Stumbling Into War” variant and house rules allowing movement into empty hexes during the combat phase.  It worked fine.  I think that it would also work well with Peter Rogers’ full-blown Rules Modifications and Additions.


