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THE GREAT WAR

FOREWORD

Acmgsn the\ ’Bfmih Isles and most of Europe, almost every village and town has a memorial to the fallen of World
War : . et, with t}}e exception of November 11 at 11am each year, this conflict seems to be just a distant memory
and a ‘forgotten war . Strange, when the war is also known as ‘The Great War’, or the *War to End all Wars’ and
so many brave men from so many different countries lost their lives. : : ;

ThUS,'thn this project was first proposed to me, it seemed like a fantastic opportunity to redress that image,
cspeZC}ally' JERORE WoREIat, where due to a stereotyped view of the conflict, The Great War is largely ignored.
Thlsl 1s partlcu_larly qdd considering the amount of technological advances made during the conflict and the
detailed maferfal‘ available that can provide some remarkable inspiration for scenarios and games. Fortunately,
a number of miniature soldier manufacturers have created some marvelous models for us to use in our games and
it seemed to be about time to take the opportunity, and produce a set of rules to bring The Great War to life on

the wargaming table-top.

-top game with model soldiers, and in this first

The Great War rulebook is aimed at providing an entertaining table
arly and late parts of the war on the Western

volume you will find the main armies and missions to recreate the e

Front, the so-called ‘war of movement’.
Even if you have never played a table-top wargame before. in this book you will find all the core rules for playing

a game and choosing a force, plus a range of standard and operational missions to give your battles purpose. At the
back of the book you will also find a resource section listing useful reading and viewing, as well as sources for those
all important model soldiers needed to play your games.
It was never going to be possible to cram every aspect of The Great War into one book, and so we decided to not
) even attempt it. So while you will find there are no rules for aircraft (beyond some very simple rules), snipers, gas
: and small trench raids, have no fear, they will be included in future supplements.

We also plan exciting rules to undertake battleground operations to launch massive offensives which, in

conjunction with your gaming group will enable you to refight some of the most important battles of the war and
even attempt the Big Push itself!
Likewise, it is important to cover a
lists for the Americans, Belgians, Italians an
range of battlegrounds including the Eastern
But before we get too far ahead of ourselves, let’

=4
4
g

1l theatres of the war, and within future supplements you will also find army
d many of the other countries involved in this global conflict across a

Front, Middle East and Gallipoli.
s learn the rules, play the game and enjoy this book.

At this point it is worth thanking the people whose dedication and enthusiasm have made this book possible.

ews, Aly Morrison, Darren Harding, Andy Sherwell,
1 Sanderson, Mal Green, Vince Rospond, Dave Musson,
orkshop who helped make

Alex Buchel, Mark Raynor, Dave Andr
Kev Rountree, Caro
utler and all our other colleagues from Games W

Mike Reardon,
Nick Eyre, Pete Borlace, Rick Priestley,

lan Strickland, Madeleine Tighe, Sean C
it happen.

‘Lest We Forget’

Rob Broom

‘ Warhammer Historical Manager April 2008
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AUTHOR INTRODUCTION

World War One Germans

S A hop and spotted some : o

ccause | was in 1n).l(:mi$?bwbzssexrc)ited to find that they were wearing pickell
¢ models an ¢ of the war. After buying and palnm

.
sar ever) from the early pa
dg:o convince my fellow local gamers to also get some French and ]

This all started b
They were very nicely mad
x\pii{ix\n the best military hea
worth of miniatures I was able
could have a few battles.

ading any books about the
At this point | Knew very little about World War On_e‘, S0 I]jtarvtvegn;hinggaboit o
could get my hands on and asking anyone that Lklz,cwtl'ftt:;g inr;f) ey ore it
\ bere in the United States knew much about . . h
fow people here in the United States kne : o e ki
c‘mii‘imxpcd. But 1 was hooked on the subject and wanted to use Germans gp and
aniformed French soldiers on a wargaming table top.

s that made for a good game and finding none that I liked, I decided mc
After a few false starts and with much help from my f

gamers, we were able to geta good working set of rules. We added artillery, machine guns, mortars, an
tanks. The games were fast, fun and enjoyable. I took over our local games and had us playing World W;
s f the guys 1 meet at Historicon every year had also collected

games constantly. At that point some © . ‘ ; ’
World War One models and I was able to convince them to try my rule modifications at the conventio

manager of Warhammer Historical, Rob Broom noticed the game and came to the decision that ey
should be able to play them, hence this rule book.

After looking around for rule
Warhammer 40,000 from Games Workshop.

First and foremost this is a game; in these rules I have put game play above everything else. It is de
the Warhammer style to be quick, simple, and fun for you and your opponent. I always hate the games
you dread the game and are happier when it is over then you were playing it, so I’ve done everything<

ble to avoid that outcome.

As 1 didn't do this alone there are a number of people for me to thank for all their help and support
like to thank Ken Lambing and The Hobby Shop for letting us game there every Monday for years
~ car smashed right through the front of the store. Tony Edwards, Bob Colie and Bob Hultz, our local

aroup, deserve a lot of credit for allowing me to take over our games to test all this. Then there’s Al
all of his help with the French army and his extensive playtesting (also thanks for your help with
' ‘Dave Andrews for his help with the German and British armies as well as some good v
' McKinley for reading and rereading the rules, Mike Bruck, Jeff Jonas, Vince Sal
ﬁm, playtesting, and general support, and Liecutenant Colonel Jim Carroll U
pert. Also cheers to Mattinglys and Schlafly for lunch and happy hour, v i
R‘&Wm‘ktd between burgers and beers. Most importantly though I need to th
play here every Monday and for proof reading my work




The Great War, The War to End all Wars, or World War
One are all names used to describe one of the largest and
most brutal conflicts in human history. The Great War
was expected and planned for by all the major
participants. Germany was allied with Austria-Hungary,
while France allied with Russia who was allied to Serbia.
England was allied to Belgium and had an agreement
with France. In this highly charged atmosphere all it took
to start the war was one man with a pistol.

The majority of military commanders felt that the war
would be a short brutal affair, no one planned for the
trenches that eventually reached from Switzerland to the
i Channel coast. Both the German Schlieffen plan and the
¥ French plan XVII called for large mobile forces to take
the fight to the enemy. The Germans planned a sweep
through neutral Belgium and around the main French
defences, attacking them in the rear. The French planned
to take the fight to the Germans by attacking into the lost
: Alsace-Lorraine region and to disrupt German plans so
the Russians could be mobilised to attack the Germans
on the eastern front. In fact, for the first 6 weeks of the
war armies manoeuvred but after the Battle of the Marne
and the race to the sea, there was nowhere to outflank
the enemy. Soldiers had to dig in to survive the
murderous new weapons of war. The new reality of war
was the machine gun, mortar and heavy artillery.

The technological and material changes that took place
in the four years of the conflict are staggering. In 1914,
the entire BEF had only a little over 150 machine guns
in total but by 1918 they had two Lewis guns in each
platoon. The stockpiles of munitions were completely
inadequate for the task; all the major powers put all their
industry into making the equipment of war. The guns
got bigger, fired faster and more accurately. Barrages
from artillery could last days or even a week. But even
with the biggest guns, mustard gas and mines under
enemy positions, the soldiers still had to fight their way

into the enemy defences.

When the war moved into the trenches it became
essentially a giant war of attrition; no one could seem
to break out of the trench stalemate. As the war
progressed and the number of machine guns and
mortars available to both sides increased, the
feasibility of attacking was beginning to come into
doubt. Sticking your head up out of the trench meant
 risking a snipers bullet. The soldiers lived with the
constant chatter of machine guns, the fear of your gas
mask not working, the cries of the wounded coming
from no mans land and the mud, which was
- everywhere and on everything. Rats outnumbered the
~ living. As the trench line moved very little over the

THE GREAT WAR -

THE GREAT WAR

A BRIEF OVERVIEW

course of the war, debris would pile-up and the stench
of the unburied dead would assault your nostrils. The
soldiers could only take so much. The French army
had a mutiny in 1917, the German army surrendered in
huge numbers in 1918,

Five hundred miles of Germans
Five hundred miles of French

And English, Scotch, and Irish men
All fighting for a trench

And when the Trench is taken

And many thousands slain,

The losers, with more slaughter,
Retake the trench again.

— Unnamed poet

The armies struggled to find ways to break this trench
stalemate. The German army developed tactical
innovations, while the French and British army used
technology to come up with a solution. The German
army came up with infiltration or stormtrooper tactics,
in which the artillery would fire a quick barrage to cover
the small numbers of soldiers that would try to get
alongside or behind enemy positions before attacking.
These soldiers would often pull sleds with extra
ammunition, machine guns or mortars with them, to
help them destroy enemy positions. The British army
came up with the tank, a large armed and armoured
vehicle that could cross and break the enemy’s wire to
allow the soldiers following to get in among the
trenches. As usual in warfare, no one side held an
advantage for long, as the other side would copy their
enemies idea as soon as possible.

In the last year of the war the armies were able to restore

a measure of mobility to the battlefield. The German

and Allied offensives traded huge tracks of French
territory, but in the end the lines were not all that
different from the way they were almost 4 years earlier.
Eventually with additional resources from America, the
allied pressure gained momentum and the war entered
its final 100 days.

In the end, the huge battles of The Great War still
boiled down to the individual man and his bravery
under fire. Even within huge battles and offensives
such as the Somme or Verdun, battalion based actions
took place, where men grimly fought over shattered
woods, ruined villages or ridge lines to gain some
small territorial advantage for the greater good. These
are the type of actions that can be recreated using The

Great War rules.
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June 28:

The Archduke Franz
Ferdinand 1is
assassinated in
Sarajevo.

July 28:
Austria - Hungary
declares war on
Serbia.

July-August 6: The European

. Powers align: Germany with

Austria-Hungary
Central Powers) against
Great Britain, France and
Russia (the Allies).

(the

July 29-December 8:
Austria-Hungary repeatedly
invades ©Serbia, but is
defeated

December 8: Battle of the
Falkland Islands.

August: Germany invades
Belgium and France.
Executing the Schlieffen

plan (fighting the battles
of the Frontiers, Lorraine,
Ardennes, Sambre, Mons, and
Guise), the German Army
comes within 30 miles of
Paris

August: Russia invades East
Prussia. Austria-Hungary
invades Russian Poland

August 26-31: Russia
suffers a major defeat at
Tannenburg

September 6-10: The Germans
suddenly turn at the Marne,
and the French counterattack
in the First Battle of the
Varne. The German advance
toward Paris is halted

September 15-November 2 S:
The "ract to the Seg!' as
the opposing armies try to

outflank each other in a
push toward the English

Channel (in the battles of

Aisne, St.-Mihiel, the

first battle of Ypres, and |
the first battle Sl =y
Champagne ) . '

The Western Front hardens
into a static. "EINEEEE
trenches from Switzerland
to the English Channel.

September 17-28: 'The
Austro-Hungarians and the
Germans go on the offensive
in Poland.

October 29: Turkey enters
the war on the side of the
Central Powers.

b

December 25: Unofficial
Christmas truce by soldiers
on the Western Front.
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id—War Jarnuary 1915 to Decenber 1915

| 1915 - ZEPPELIN BOMB
" RAIDS OVER ENGLAND

May 7: German U-Boats sirk

January 1l-larch | Battle of the Masurian

AP D . A

|
?
> | Lakes. ‘ , Lusitania, causing a
30: Allles g0 on | : E;h.eé.-gfrzmn : diplomatic
the offensive at | March 1l1: Britain begins ‘ crisis.
. | blockade of German ports. | e 4
Artols and | May 23: Italy declares war .
% Champagne, x March 22: Przemsyl | on Austria-Hungaly. !
ey » surrenders to the | =re—em———
5 suiliering heavy | Russians. June 23-December e
losses for { Ttalians launch costly
By : | April: The austro- | offensives against !
. mlnlmal galns. Hungarian offensive in | Austria-Hungary at uoe !
Ruscian Poland ‘fails, The | First . through' — Foeif !
Russians counter attack. Battles of the Isonzo.
January 20: S ‘
§ German Zeppelins February-August: An | August L: Germany captures
i % i allied amphibious assault Warsaw.
bomb EﬂgllSh on the Dardanelles and ——
:; cities. Gallipoli ends in | December 3: Joffre named
3 disaster. French Commander in Chief

uary 2l April-June: The Germans September 25-November 63
Jan b attack on the Eastern Allies launch offensives
Battle of Dogger | Front, breaking through | at Artois and Chamapagne,

Bank the Russian lines and | suffering huge losses for
forcing them out of much | minimal gain.

of Poland. A ot

February Y. L DEIRTD. October-November: Austro-

initiates U-boat attacks April 22-May 25: The | Hungarian, German, and

on allied shipping. German use poison gas at | Bulgarian forces invade

the Second Battle of | Serbia and defeat the

February 7-21: Russia
suffers  another major
defeat at the Second

Ypres. Serbian army.
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HUGE CASUALTIES!

VER

‘ebruary-December:
The French repel
German offensives
against Verdun,
with enormous
losses to both

sides.

March-November:
The Italians
continue their
costly offensives
at the Fifth
through Ninth
Battles of Isonzo.

April 23: Faster
uprising against
British in
Ireland.

May 31-June 1l: The Battle of
Jutland, the largest naval
attia dn  history 1ds 3
tactical wvictory . for the
German High Seas Fleet and a
strategic victory for the
Royal Navy.

June-September: The Russian
prusilov  Offensive nearly
knocks Austria-Hungary out
of the war.

August-December:

Romania

enters the war on the Allied
side and is quickly defeated

and overrun by
forces.

German

June 2L-November 13: British
and French forces attack at
the Somme, gaining little
ground at enormous cost but
relieving the pressure on
the French at Verdun.

September 15: Tfanks are ‘ |
employed for the first time §& |
pn the Somme. !

¥
December: One of the coldest 1
winters for some. time :
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January 1917 to December 1917

January 31:
Germany declares
unrestricted
submarine
warfare.

February 3: U.S.
severs diplomatic
' relations with

| Germany

February 23-April
5: German troops
begin withdrawing
to the heavily
fortified

Hindenburg line.

e

Marech 1: The Zimmerman
Telegram, a proposed
alliance between Germany and
Uexico against the United
States, is published.

March 12:
Itevolution
Nicholas II.

April 6: The United States
declares war on Germany.

'The
overthrows

Russian
Czar

April 16-May 9: The Nivelle
Offensive ends in failure
after huge French losses.

April 29-May 20: lutiny
breaks out in the French
army.

May 12-October 2L: ‘The

Tenth, Eleventh, and Twelfth
battles of Isonzo arec fought
and the Italian army is
nearly destroyed.

June 26: First American
troops arrive in krance.

June 27: Greeee enters the

war on the side of the
Allies.
June-July: 'The British

lavnch = an offensive in
flanders, which includes the
costly battle of
Passchendaele.

December 15: 'The Bolsheviks
conclude a "separate peace"
with Germany as Russia
withdraws from the war.
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1918 - P

March 21-June 3:
The Germans launch
their Spring
offensives against
the Allies. The
German Army inflicts
huge losses on the
Allies but also
suffers large
casualties. The
offensives eventually

fail.

May 28: American troops are
successful in their first
major action at the Battle
of Cantigny.

May 30-dune 26: American

troops are victorious at the

Battles of Chateau-Thierry
and Belleau Woods.

b Jnly 15-17: French forces
take the offensive at the
Second Battle of the Marne.

‘ le&dmt 3t French
_,qu_LAmprican forees push
back the €rmans during the

| NEWS

e ———

N

—

August  8-September |:
British forces launch the
Amiens Offensive and
Successfully bush the
Germans  back to  the

Hindenburg 1ine.

war » the

eu b ~
S€ ~ Argonne Offensive

September 27-October 17: Britis
forces breakthrough the Hindentes
line.

L~
October 29-November 10: The e
High Seas fleet mutinies; **
Kaiser abdicates and fiees ™

Holland.

i
hovember 11: Armistice &Y .
fighting stops at ll“-_/

&mmmbm'23:<hnmml&mﬂ*1ﬁ;,
Von Lettow-Vorbeck .
Widefeated army in Bast ALAUE
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THE GREAT WAR

THE GAME

War is essentially quite simple and you w itl

nd that the basic mechanics of the game are rather casy

to grasp. Many of the more advanced or difticult rul
iy apply in specific circumstances, so don'try o
memuonise the book before vou start !‘1 VN @ 2ani
Many of the soldiers that fought in World War 1 werc
given little training. They were often led by either
incompetent, poorly trained or young and inexperienced
officers. So, like they all did, you can learn as you go
along. Once you've plaved a few games, you Il have
advanced through the ranks and will be ready to storm
the Ant Hill {see Film and Documentary on page 139)
In The Great War you'll command a battalion of troops
we ve used the scale of one model equivalent to 3 or 4
soldiers, so you should have around 100-120 models 1n
your force. Most vehicles and heavy weapons models
would represent 2 of the real thing. This way you can field

v large torce withoul buying huge ainouigs of

nl,h"

LR TTTEN T
: i
that you start with a simall 10508 61 a cotiple of pilaty

£ i

However, tor the fiost tow games, we woild w

mien a side. As you become amithiar with the miles
Y

; T
tart adding more unils 1o your 1orces cavaly Aty
¥ Ptk
unl\hﬂh [RANE R CVen Ladik (83 uu(-i\xl»\}\su. X
[o start playing you'll need two playvers and a il
W |
ti

play. Ay firm level surtace will do, such as a1 bl
LT
i1 arca ol ”\lnl st }lli'l\llll"l. 3 \'\l“kl“fhl h

good dea to protect them with a blanket or cloth
bl & 6111
don’t scratch them, Most players use a 6'54' gamine |

Wigrd

on top of the ible to merease ther gaming arca
lTo \Ulnlllx‘l\ yvour battetield yvou ")nn];l iy to 'yi'“

some terrain, such as hills, craters, wall 3, T tllnnliim ""

woods, and emplacements. Terrain, whether vou ik : ;1

or buy it, adds realism to your battles and gives vour {
’ L31¢

something to fight Over of use as cover from ¢ NEy |
% ¥y 11

div 4 I

gt
deviee u
Yl sik
i bl
LT
pentiii
the s
fiviinte
L
disi 1oy
Y ini
o ¥
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As well as players, armies, a battlefield and terrain, there
are a few other things vou will need when playing. Fos
froop movement, ete, you will need at least one measuring
device marked in inches. A retractable tape measure or a
vard stick will be fine. All distances in The Great War are
;ll;ll'kkfui n Impenal measurements

Some players may be more familiar with the use of
centimetres than Imperial inches. [f yvou decide to use
the metric system, then simply double all the
numbers given in this book. So, for example, 6 inches
{6") would become 12c¢m. This may cause a few
discrepancies, but is a simple rule of thumb.

You will also need lots of six-sided dice marked from |
to 6. You will probably need at least 10, 20 would be great.
T'hese are referred to as D6’s in this book. When the rules
say roll 2D6, you roll two dice and add the scores

You will also need some Scatter Dice if you want
to include any mortars in your army. They are
available through Games Workshop retail outlets ot
Games Workshop Mail Order,

- MEMO FROM HIGH COMMAND. . .

Have Fun!

4+ The most important thing about
games is having fun.
merci *rrushe Y

‘ ilessly crushed JOur opporient may be
fun remembe; ‘Pporient has to have
fun too or else you'll soon be playing by
yourself. NEVER for get that the object of
the game is r

*OI' you and your opponent to
have a good time

. playing
how while having

that your

» not argue, bicker,
Play nice and treat your opponent with the
respect you would wish to ,‘;‘-,L back from Lhwr;
80 that you both have an enjoyable éz;(;
exciting game. If Jou can do that and
mercilessly crush your opponent then ru
really are a winner. 44+ !

ete. So

Rules of the Game

e W



MODELS

The miniatures used to play The Great War ar¢ generally
referred to as models in the rules that follow. [:acl} .n?odcl
is an individual playing piece with its own capabilitics.

There are a several general types of models:

Infantry

This represents the bulk of any World War One army;
they are the most common models on the table. We
recommend that you mount them on 25mm or 1" wide
bases; its not essential that you and your opponent
base your models the same but it does make for an
easier game if they are.

Cavalry

World War One armies had entire divisions of cavalry
to be used to exploit any breakthrough in the lines. Cav-
alry models are usually mounted on bases 25mm wide
and 50mm long, once again size isn’t essential but a
cavalry base is big enough for you to show your skill at
basing by making a neat display under the horse.

Artillery, Mortars, HMGs

These are usually larger models with multj
Just make sure the base is big ey
accommodate them all or leave the gun se
base the crew like normal infantry and
around the gun. Keeping them loose alj
easier removal of casualties.

ple Crey,
OUgh 15;
Parate ang
Place the,
OWS for g,

Vehicles
This covers any tanks or armoured cars that yoy gy,
the battlefield. All vehicles have a profi
later in the book.

Con
le describeg

All infantry and cavalry have 360° fields of vision
while specialist models such as artillery, mortar. and
HMG’s have a more restricted view. You shoulg al-
ways view what the model sees on the battlefield by
looking as close as you can for a model’s eye view ovf
the area.

S
ark IV Tank

T

% Battalion Command E 3

— -
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Rules of the Game

GHARACTERISTICS

In World War One the training and motivation of the
soldiers varied greatly, as did the competence of their
officers. The development of rapid firing artillery,
machine guns and aircraft made the battlefield an
increasingly deadly place for the foot soldier.

To represent the soldiers and officers of your army
we have 8 characteristics that describe their various
physical and mental attributes.

Weapon Skill (WS)

This represents the soldier’s skill with his weapons in
Close Quarters Combat or simply how determined they
are. The lower the score the more likely the soldier is
to hit in Close Quarters Combat and the more likely
they are to take an objective.

Ballistic Skill (BS)

Shows how good a soldier is with ranged weapons,
such as rifles, machine guns and pistols. The lower the
BS, the more likely the soldier will be able to hit with
ranged attacks.

Strength (S)
Shows how physically strong a solider is. Most soldiers
will have a similar physique and will have a Strength

of 3.

Toughness (T)

This measures a soldiers ability to withstand physical
injury and pain. Again, as most soldiers will have a
similar physique they will have a Toughness of 3.

Wounds (W)
For the majority of soldiers one serious wound is

enough to put them out of action for the remainder of
the battle, if not kill them outright. This is reflected in
the game by an average Wound score of one. However
certain exceptional individuals may have more than
one Wound representing incredible luck, a greater will
to live, or a never say die attitude. These are very rare.

Initiative (I)

Soldiers with a low Initiative are usually poorly
motivated conscripts and usually somewhat of a
liability in battle. Soldiers with a higher Initiative are
self motivated, better trained or experienced. In
Close Quarters Combat, Initiative determines who

strikes first.

Attacks (A)
Indicates the number of Attacks a soldier gets in Close

- Q;!artcfs Combat. Most soldiers will get only one
~ attack in Close Quarters Combat, a few exceptional
soldiers may get two Attacks in a turn.

Leadership (L.d)

Probably the most important characteristic, a soldier
with a high Leadership is motivated, courageous, and
reliable. Soldiers with a low Leadership are unreliable
and likely to run once they are under fire. Good officers
were at a premium in World War One, the ability to
keep cool under fire was usually more important than
being able to decimate your opponent. The maximum
Leadership value under any circumstances is 10.

Leadership Tests

Sometimes units will be called on to make Leadership

tests, usually to avoid being Pinned, or to hold their

ground. To make a Leadership test, roll 2D6 and compare
the combined score to the unit’s Leadership value. If the
combined score is equal to or under the units Leadership
value the test is passed. If the combined score 1s over the
characteristic the test is failed. Modifiers may apply to
the Leadership test in some circumstances.

Profiles

These characteristics are gathered together into a profile
for all the models used in The Great War. Here is the
profile for a British infantryman in 1914 and a French
Reserve infantryman in 1918, plenty of others can be
found in the Army Lists in the back of the book and
subsequent rule expansions and supplements.

WS BS S T W I A ¥4

British 3i 3k 303 10 el

French 5F 503 3 ki
Basic Training

A§ you can see the different soldiers have
similar statistics. They each have one Attack
;‘\%’ound, and Strength and foughriess values of 3’
With a WS of L+ the British soldier would neec.i
to roll a L or better to hit in close Quarters
combat, while the slightly less enthusiastic
French soldier would need a 5 or better. To hit
a‘ target with rifle fire the French soldier
with a BS of 5+, would need to roll a S or bett.e;’
to hit while the highly trained British soldier
would only need to roll a 3 or better. The
British soldier also has a much better
Leadership, an 8 compared 1o the Frenchmans 5.
This means that the British soldier vill need m
roll an 8 or less to pass any Leadership t.es;;
‘ffhile the French soldier will only pass ::n as,
Ifou can tell from these differences that
single French soldier is not the equal of
British trooper of 191L. However when you looi
at point costs you'll see how ::zu::h Bor
experisive the British soldier is compared to the
French soldier.

w P
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12 GREAL WAR

THE TURN

In a real World War One battle many things Were
happening simultaneously; artillery fires on cnemy
positions, machine guns sweeping the ficld with fire,
troops advancing or falling back as they came into
contact with enemy forces. To make some sort of order
out of this we represent the actions in turns. Each player
takes one complete turn, then his opponent has his turn.
This then repeats with each player taking a turn after
the other until the battle 1s over.

During his turn, the player can move
all of their units if they wish. For convenience the
actions of moving, shooting and fighting are dealt with
one after the other. This means you move any inl‘szry
and vehicles you want first, and then you shoot with
anyone you can and so on.

The Game Turn

In a complete turn each player gets a tum and performs
their actions in the appropriate phases - the Movement,
Shooting and Close Quarters Combat phases to be
exact. Exactly what happens in each Phase is described
in the turn sequence. Hence one game turn will

comprise of two player turns.

and fight with

Exceptions

There are times when a player performs actions when it
is not their turn, such as fighting in Close-Quarters
Combat for example. It may be convenient to interrupt
a players turn because of some event occurring. The
thing to remember is that after the interruption, the turn
sequence continues as normal.

.. MEMO FROM HIGH Cojgyy,

Improvising and spormmhip

+++ There will be times where sit
occur and rules seem unclear op
covered at all. Don't panje:
inevitable and is all part of the og U
wargaming. Players should fee] P\Urx of
improvise, modifying the rules ;; (iu‘%,'.
see fit to keep the game oVing ‘Lhr,J
enjoyable direction. ++ n g

Uatis, .
a[‘(: s
Thig .

Ty,

++ When you come across a situation
fully covered in the rules, talk :uk Tw“
with your opponent and see if you Ca;x Z%r
to some sort of compromise. If yoy Ca??’;‘
agree, roll a D6 on a 1, 2, or 3 yoy &
the result you want and on a |, 5, QEQF
your opporient gets the result they wa%x,c
Then get on with the battle and don't syl
about it because what comes around goe
around and the next result will oro‘babl.s
go your way. Flaying the Great. War ié
about having fun, not arguing. +++

SRR O et 5 Bo— e

o s o

1) The Movement Phase

movement.

e ez -

| 2) The Shooting Phase

for more details on how to resolve shooting.

3) Close Quarters Combat Phase

TURN SUMMARY

During the Movement Phase you can move all, some or none of your units as defined in the rules for

The player can shoot with any of his units that are within range of the enemy. See the shooting rules

The player can move any of his units to assault the enemy if th

despgrale, bloody affairs where units are fighting at very close ran g
This me;?ns that both forces can fight in the Close Quarters C‘omfe.

you move nto an assault. The rules for Close Quarters Corr;be;t wilzlnt

e enough. Assaults ar¢

phase, but only on your turn can

ell you more about this phase.

-

P~ By 8



Rufes of the Game

THE MOVEMENT PHASE

~Jn his turn, a player may move all, some, or none of his

wnits up to their maximum movement d{“iancc , )u 11\
unit has completed all of this movement the Tl‘% -d
selects another unit and moves that one, and so or? dy".‘;
the player has moved all of the units he wish;-s‘ 1o n:::l:

MOVEMENT PHASE SUMMARY

1) Choose a unit to move.

2\ N A a1V ‘ 3
2) Move any or all of the models in the unit
up to their maximum movement distance

3) Repeat the above until movement is
complete.

Movement Distance

Infantry on foot move up to six inches (6") in the
Movement Phase. This represents most soldiers moving
at a run but stopping several times to observe the
surrounding landscape for enemies, snap off a few
guick shots with their rifles, etc.

A model may not move into or through the space
occupied by a friendly model or through the gap between
friendly models smaller than its own base size. A model
cannot be placed so that it touches an enemy model
during the Movement Phase — this is only possible in the
Assault part of the Close Quarters Combat phase. To
keep this distinction clear, a model may not move within
1" of an enemy model in the Movement Phase.

Maintaining Unit Coherency
Units are normally groups of models operating
together on the tabletop. They fight in a loose
formation with gaps between each model. This gives
the individual soldiers freedom to move quickly over
difficult terrain and enables them to disperse
somewhat to take advantage of cover.
When you are moving a unit, the individual models in
it can move up to their maximum movement distance —
remember that units have 10 stick together, otherwise
individual models become scattered as the unit loses its
cohesion as a fighting force. Once a unit has finished

moving, the models in it must form an imaginary chain
where the distance between models is no more than I
We call this Unit Coherency.

Soldiers considered lights in your army use 8 fqr
Unit Coherency as they are trained to operate semi-

independently.

By 1918 armics had adapted to the modern

all units n 1918 use 2" for

All the models in this 1914 German Infantry platoon
are within 1" of each other and are in coherency.

All the models in this 1918 British Infantry platoon

are within 2" of each other and are in coherency.
The same applies for light troops in any army.

Here two models from the 1918 German Assault

platoon are 4" away from the rest of the unit and the

unit is no longer in coherency. 1t MUST move back
mn if able to do so.

into coherency in the next tw

"battieﬁeld and as such

~ Unit Coherency.
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LIKEAT WAR

During the course of the game, it is possiblc a unit will get

broken up and lose Unit Coherency, usually bec:
casualties. When this happens the following rule applies:

« [f @ unit is broken up for any reason, the m¢ dels in it
must be moved to restore Unit Coherency m the next
Movement Phase. If they cannot do so, the unit may
not launch an assault or shoot until the unit js in a
coherent formation again, I the unit cannot move for
some reason in its next tumn (because they are Pinned,
for example), then they must move 10 restore Unit

Cohierency as soon as they have the opportunity.

Turning and Facing

As you move models in a unit they can tum by any
amount, without any penalty, to the distance they arc able
to cover. Infantry models can be turned to face their targets

wse of

in the Shooting Phase, so don’t worry T
they are pointing at the end of their M""Cmen{‘;,l;” ;
Some weapons, as heavy machines i h?
limited arc of fire. Refer to the Weapong (‘}:» 4
further explanations. -Daptg,

Random and Compulsory Mgy,

Sometimes a unit will be specified as being su?_ﬁnt

random movement or be forced to move iy aujg,
ce

A2

o

way. Most commonly this will be Dé" b
additional movement, moving directly m"ﬂ'ard;(;‘f

from the closest encmy. Unless covered "thcmfj""
the specific rules for the unit, such movement j \: I
{o all the normal penalties for moving through D;::
Terrain. A unit using random movement 810‘."25;
Difficult Terrain halves the distance rolled ity
up), unless otherwise specified. g

Cing
-

TERRAIN

The terrain of World War One battlefields varied gr

deserts of Palestine. One factor is common to all of them -

difficult to wage war.

—

catly; from the fields of France, to the Alps in Italy, ang
_ they have many areas seemingly designed to make;

Ter
Terra
cana
can t
to p
obsu
Th
diffs
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~ Terrain Types
Terrain provides useful cover from enemy fire, but
can also impede the movement of your units. Soldiers
can be disoriented or physically slowed by the ncm‘l

to push ‘th“‘uﬂh or chimb over entanglements and
obstructions.

Thcrc are three general classes of terrain: ¢lear
difficult and impassable.

Clear terrain can be moved across without
penalty and generally covers most of the
battdefield. This includes open areas, such as
fields, moorland, grass, deserts and gentle hills.

Difficult terrain slows down models wishing to
move through 1. Difficult terrain includes areas
of woods, forest, ruins, marshes, brush and
scrub, low walls, craters, barbed wire, hedges,
steep hills, buildings, trenches and shallow
water, such as streams.

Impassable terrain prevents models moving
through it. Impassible terrain includes deep
water, towering cliffs and fully enclosed
buildings.

On page 25 you will find a table that covers most of
the common terrain features and their effect on the
game. The best way 1s to agree with your opponent
before the game begins on how each terrain feature
of your gaming board is classified according to this
table. If using a terrain feature not covered by this
table, please use common sense 0 determine its
effects on Line of Sight and the cover it may provide.

Area Terrain
For most terrain features, what you sec s what you get.
Thus a hill or an enclosed building is as high as the

Bubos 0f the Gumme

model used to depiet it Sometimes however, i1 s
necessary (o take hberties and make assumptions about
terrain. This 15 where Area Terrain comes in. Aiea
Perrain can take a variety of formuats, and can represent
low lying terrain such as craters, dips and hollows, o
very high terrain such ss woodland or buildings that can
obscure tanks from enemies on hills

The types of terrain where this approach works
best are marshes, woods, ruins, and rough areas
Realistically a wood might be a tangled, overgrown
mass of foliage. If it is represented like this then i
will be very difficult to position models on it with
any degree of precision (or safety ). What is smportant
is where the boundary of the terrain feature is, You
can show the boundary by using a flat baseboard, an
outline of lichen or by painting a shightly different
color on your gaming board, Within this boundary
loosely place trees or sections of ruins as appropriate
for the terrain it represents. The exact placement and
size of the terrain items used are not important and
you can freely move them to allow models to be
accurately positioned. Fach area feature should be
given a height (or depth) and it is this that will decide
who can see over it. This is explained in more detail
under Line of Sight and Area Terrain,

Linear Obstacles

This terrain class includes features such as walls,
hedges and fences, As a rule of thumb assume that
any model behind the feature benefits from its cover
as long as the feature is between the shooting model
and his target.

[f the Linear Obstacle lies in the path of shooting,
but the target is not directly behind it, cover will only
be granted if the obstacle is high enough. Very low
hedges may not grant it, whercas some fences or
walls may. You must agree with your opponent
before the game begins.

Here the knecling model (A) would get a Cover
Save as he is in contact with the low wall, The model
S (B) further away doesn't receive this benefit,
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t fortaih ;
woelocting the higheat 1 hin ia the disténee ip ingh,

Moving In

1€ an infantry unit moves o '
a Difficult Terrain 1€8

wh o out of tadticul

throt
6 and

{ rolhing
are slowed must take
they mayv move

T a unit that starts is move Ouisn
1 his represents
Ol Je eV IOty
Howeyvet

fo Dt ult P orran Jdiw

l-i‘:llluu
the appioi hing

the terrain i atitiess

moved the distance rolled

I vou take a Difficult Terram fest.y |
orth moving at al

. ' svement to make tw
enough movemg S ihaiind o )

Shonting Phase

J ses of finng.
having moved for the purposest ,

A unit moving through or into Difficult Terrain rolls two D6 and selects the highest. In this example, the British Infantry
can move 5" into the wood.

Moving Up and Down

When a unit 1s moved up and/or down within a

building or similar terrain feature, it must allow

for the distance traversed in the same way as
when it moves along the ground. Buildings are
subject to the Difficult Terrain rules. For
example, if a unit moves 6" into a building,
then it could be move 3" into the building and
then move 3" above ground level inside that
building as well.

As a rule of thumb 2" between floor levels if
using 25mm sized models should be fine.

If operating within ruined buildings, players
hould roll 1D6 for the Difficult Terrain test
ind use that, in order to represent the instability
f the building.

move down 2" and out of the area.

e o B ) |
I,it’fi{"'l‘ l {"" ﬂ‘t! oW 1“ U 1 gu”\ i .-,'n\‘l 8 |‘ d.h\}“ “”Hb ”xm

ot ol Hieh enough o e ihe terrain, i is shill -

velled fo Moy the s 18 an you imay not ‘M\«L' '““(ﬂ
!

v vall the digs the unit s seli ui!t?zilh,“_““.

In order to move down in this ruined building the unit only rolls
j B D6, and in this case having rolled a 4, the unit can start ©
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Rules of the Came

TERRAIN CHART

~ { Terrain T : Ve i
i = A ype Line of Sight Effects Difficult Terrain Cover Save
rea Terrai L
Rough Hill Arca 'I“crrai:: ?:()Lb 23
Hill Crest Linear Obstacle 3locks Yes
Craters s oy Blocks Depends on Hill type 5+
Barbed Wire Linear Obstacle i e &
sta None : Yes, only roll 1D6 None
: t o Wall e it : for the Difficult Terrain test
; Wall Linear Obstacle ngt :/(“ 2
ngh Wall Linecar Obstacle Blocks Cs 4+
Bushes Area Terrain None Ye |
Light Wood/Orchard Area Terrain 4" Blocks 4 . ;
Dense Wood Area Terrai e s #
ea Terrain 4" Blocks Yes 5+
Trgnches Arca Terrain None \j(‘ 4+
Bu?ldmgs Area Terrain Blocks ';/L)L, 4;
Ruins Area Terrain 4" Blocks Yes, only roll 1D6 4+
e for the Difficult Terrain test
Crops Area Terrain 4" Blocks Yes 6+
Fences Linear Obstacle None Yes 6+
Pillbox Area Terrain Blocks No 34
Mud Area Terrain None Yes
Crates/Barrels/etc. Linear Obstacle None Yes 3+
Wreck : Area Terrain Blocks Yes 5+
Road/Bridge Area Terrain None No -
Swallovy River Area Terrain None Yes 6+
Deep River Area Terrain None Impassable -
NOTES:
Line of Sight Effects:
Blocks: the Line of Sight cannot cross the terrain feature.
4" Blocks: The Line of Sight cannot cross the terrain feature, even if it is less than 4", but can extend up to 4"
into it.
Buildings and Pillbox
These terrain features block Line of Sight, but any models in them and facing an opening (window, door or
shooting platform) can be seen from outside and can see freely out.
Barbed Wire ; 3 e .
Barbed Wire cannot be crossed by Cavalry or non-tank vehicles. The wire section 15 removed if crossed by a taqk.
In order for infantry to cross Barbed Wire in a given phase (Movement Phase or Assault Phase for troops with
the Assault Training ability), you may only roll 1D6 and use that result rather than the usual 2D6.
Trenches ; :
Models in trenches do not block Line of Sight of

those outside trenches where the trench is be dug
into the ground. Trenches are considered as

Difficult Terrain if you want to move into them, ... MEMO F ROM HIGH COMMA ND

but not if moving outside them (ladders are helpful

7 ing trenches).

[ ps Ao : 28 In all cases you should discuss a
Roads and Bridges : terrain features with your oppo 4
If intact, they cancel all effects of any terraim they before the game. Agree exacti*p Dok
cross, such as the Cover Save or the Difficult everything counts as and whe;{e wf:?zt
Terrain effects. The same could also apply to boundaries of the terrain feature 1i ;
duck boards providing the players agree When the game is underway, it will 1;
beforehand and the mission warrants it. harder to discuss it quite so

dispassionately... +++




£ GREAT WAR

During the Shooting Phase, each of your units may

fire. You can choose any of your units 10 shoot \\'}th.
but vou must complete all the firing by on¢ unit hctprc
you can move the next unit. This is also the tme
you fire your artillery.
The whole unit has to
single opposing unit of your ch
fire between two or more target uni
oot

fire all of its weapons at 3
oice — you may not split
ts. Individual models

in a unit can choose not t0 sh

SHOOTING PHASE SUMMARY

1) Choose a unit to shoot with, in the following

order:

All Support Weapons such as HMGs, mortars

and artillery shoot first.

[nfantry by company (you must finish all

shooting by a given company before

proceeding to any other unit)

All other units (including units not allocated to

a company).

2) You must finish a step before proceeding to the

next.

3) Resolve the shooting process (see below) for

the chosen unit.

4) Repeat the above until shooting is complete.

The Shooting Process

Choose a target: Select an enemy unit for one of your
units to fire at. It must be in Line of Sight and must be
the nearest valid enemy target (although some
exceptions are noted later).

Check Line of Sight, Line of Fire and Range: See i
the target is within Line of Sight so that you can draw
a clear Line of Fire to it and it is within range of the
weapons of your firing unit.

qul to Hit: Roll a D6 for each shot fired by the firing
unit. The models BS determines what score they must
roll equal to or greater than, to hit their target.

Roll to Wound: For each shot that hits, roll again to
see if it wounds the target. The Score needed is
~ determined by comparing the Strength of the firing
-weapons with the Toughness of the target.

A
THE SHOOTING PHASE

—
—

Make Cover Saves: Lach wounding hit may be g
by making a Cover Saving throw which dcri\e
cover. Models that fail a Cover Save become cag

ﬂQth{i
€s frUh;
Ualtig-j,‘

Remove Casualties: The owner of the tapg,
removes any casualties inflicted. 8et upy
Choose a Target

As mentioned previously, a firing unit can choose 4 g;
enemy unit as its target. There are several COtxsidcréivz:\c
when choosing a target, namely can your unit see _“mm
will their weapons have enough range 1o reach it? o

Target Pr
is the Hig
Commang
| 5 models

Target Priority

Your units will have a tendency to shoot at the neare
enemy in Line of Sight and within Line of Fire, as i t;:t
midst of battle these will be the easiest to spot and ofien ﬁ:
most threatening. Therefore, a unit must shoot at the nea:e;
valid enemy target. Where there is a choice, choose Ige

enemy unit which is clo§cst for the majority of your unit, Check Li
However, a well-trained and led unit will overcome Tobe able
to draw a |

this and follow your orders to the letter. In order to
target any enemy unit other than the closest the
following conditions must be met:

target. Son
because
Weapons *

« To represent the correct orders getting through from Li {
HQ, your units Command Group must be within Y:\? Sar? ,
Command Range. (see Command Group page 56). unit can s

. . can’t dra

« Your unit must then pass a Leadership test. building

gty : that stoy

« If the test is failed, resolve the units firing at the consider
nearest enemy unit instead. position,

be diffic

If there is any real contention over which unit is closest,
take a Leadership test anyway and then find out what's
closest. You may not measure the range t0 a target
before choosing.

Exceptions
Units are always able to ignore targets which cannot be
fired on (units with all models engaged in Close Quarters
Combat for example), and may choose not to fire upon
uniits with less than 5 models or that are Falling Back

If you have decided to target a vehicle, you may igoore
all non-vehicle units for the purpose of Target Priority (this
does not mean that they will not block your Line of Fir¢
though). The Target Priority rule still applies if you want
to target a vehicle other than the nearest one.

If you have decided to target a non-vehicle unit, YoU we
ignore all vehicles for the purpose of Target priority (1°
does not mean that they will not block your Line of FI
though). The Target Priority rule till applies if you wadh
to target a non-vehicle unit other than the pearest 01¢
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Rules of the Gasne

lt;‘t%t:ll'tii(".l‘itif Ihe ¢ "““““‘“ A"”‘“\‘“ platoon’s (A) closest target is the British Infantry (B) however the greater threat
1‘ the . ‘3‘-| ‘P'““ ‘j platoon (C). To fire at the Highlanders, the Assault platoon needs a Command Group (I2) within

O \f““},& and it can then take a | _c;ulcrxlup test to see if it can fire at them. If the British Infantry were less than
S models or Falling Back, they could be ignored (see the Morale section for more on this).

Check Line of Sight, Line of Fire & Range
To be able to shoot at an enemy unit, you must be able
to draw a Line of Sight and a Line of Fire to your
target. Some weapons only require a Line of Sight,
because they shoot indirectly to their target (sce
Weapons Traits on page 44).

Line of Sight

You can only sclect an enemy unit as a target if your
unit can see it, or at least part of it. Obviously, a model
can’t draw a bead on their target if there is a hill,
building, or some other large and solid object in the way
that stops them. A models Line of Sight will be
considerably improved by being on an elevated
position, such as a hill or building. In some cases, it will
be difficult to tell if Line of Sight is blocked or not, so

players might have to stoop over the table for a models
eye view. This is the best way to determine whether or
not a Line of Sight exists.

Models do not normally block Line of Sight (but may
block Line of Fire, see page 29). However, the following
models do block Line of Sight if they are in the way.

« All vehicles and vehicle wreeks, friend or foe block
Line of Sight. A Line of Sight can still be drawn over
or past such models, but not through them. Use a
models eye view to determine if you can see past them.

« Models engaged or locked in Close Quarters
Combat block Line of Sight through them, unless
the models doing the spotting or being spotted are
at a higher elevation.

ish Infantry (B)

m Field Gun (A) may chose 1o target the Brit
than the infantry, they do not need to take a
ed to take a Leadership test but with

chicles: The German 77m
en though the Mark TV is nearer
he Mark IV female tank (D) they would ne
¢ unable to do so.

Targeting vehicles and non v
or the Mark IV male tank (C) and ev
Leadership test to do so. To shoot at t
no Battalion Command Group nearby they ar




FREAT WAR
within 4". Note that although it is possible 4, se
e, ? € i
Area Terrain, you cannot see through or five - iy
o

Line of Sight and Area T errain

Area Terrain does not block Line of Sight completely. en if it is less than 4" deep. i 8 i 1
Instead these will be a gray area where the enemy C® €50 gecide before the beginning of st;pe »
, - i Bl e aua they are a large mode 0 ) Of the o, ing an
out of sight the further away they arc. but a large 0 e os Miariin ; g, B ‘
such as a tank may still be visible across an arca of low- zhat sor;';t- .j\tftznT; T thaiﬂé)r(:: Line of Sighy & 2him.:i‘
; ; : : o jenerally it € € ass ers e step ast
¥ SPE hig san< the sgards to terrain dC“nLd senerali) ’ paxche o B ¢
lying terrain. This means that in (Lgards tote . boishes and low rocky grounds do not affect | Sof of the this
s Area Terrain, the usual rules for spotting targets using gl gl °t Line o B ;
P e, B e Bt Gight. but still give some kind of cover to models yiq A Line
» models eye view | t used, In these cases, 1t 1S Sight, P e : els with, o
the models eye view 1s not uscd. : -~ The most important thing to keep in mind is addition:
possible to see up to 4" into Area Terrain. Models further  1L. 1]; mos bgfore . gz;me with 30 I that y,
E 2 . : 4 T O ‘ agree & IO . .
than 4" within Arca Terrain cannot be seen at all. norcan  should ag PPOnent e

how each terrain feature will be treated. Guidelineg ar of 5
- WL

they see out. If both firer and target are within the same \ -

Aréa Terrain. they can only see each other if they are provided by the Terrain Chart.
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Line of Sight and Area Terrain - Example 1: The German Stormtroopers (A) are visible to the British Vickers HMG
(B) as they are within 4" of the edge of the Area Terrain. The Flamethrower Detachment (C) cannot be seen. The A7V
tank (D) can be fired at as both players agreed that although the scrub would act as Area Terrain, targets beyond it could
be seen as the scrub would also represent a hollow in the ground. Therefore even if the HMG had chosen to use Sweeping
Fire (see later) to hit the Stormtroopers and the tank, the Flamethrower could still have not been hit in this particular case.
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Line of Sight and Area Terrain — Example 2: The British Infan

(,);nnan Jaegers (C) as even though the wood is less than 4"

British Vickers HMG (D) can fire on the Jaegers, and as a Co

test to fire at the German Infantry instead. In this case, the G

within the wood than not. Had both players agreed that the lin
 would have been able to fire at the Jacgers.

try (A) can see the German Infantry (B) but not the

across, as Area Terrain it still blocks Line of Sight. The

mmand Group (E) is within range, can take a Leadership

erman Infantry will get a Cover Save as more of them ar¢
¢ of trees would not block Line of Si ght, the British Infanty i




Line of Fire

 Seeing an enemy is usually not enough to be able to shoot

- at him. Friendly soldiers in the way or enemies unwilling

1o step aside to let your bullets pass through them are some

of the things that may stop a umit targeting another one.
A Lme of Fire is a Line of Sight with the following

additional restrictions:

« Line of Fire cannot pass through any enemy unit
of 5 models or more.

» Line of Fire cannot pass through any friendly unit
of 5 models or more unless the majority of
models in your unit are within 3" of models of
the aforementioned unit.

It is important to note that models in the same unit never
block each others Line of Fire.

Check Range

All weapons have a maximum effective range that tells
you the furthest distance that they can shoot. If your
target is beyond this maximum range, your shot misses
automatically. This is why you have to choose your
targets wisely before measuring the range. Here are
some examples of weapon ranges:

Weapon Maximum Range
: Pistol |"
Rifle 24"
HMG 36"

When you’re checking range, simply measure from the
firer to the nearest model in the target unit. Any models
in the target unit which are actually out of range can’t
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be hit by the shooting. Likewise you can only hit and
potentially kill models that are in the Line of Fire not
ones that cannot be seen (although these can be
removed as casualties which will be explained later).

Moving and Shooting

Whether a unit has moved or not can make a big difference

to its firing. If the soldiers hold a position, take up firing

stances and aim at their targets properly, they can hit
targets further away than if they are firing on the move. In
fact, some weapons are so heavy that they can only be fired
if the firer halts to brace themselves. The most important
thing to understand is that the whole unit counts as mov ng
if ANY of its models moved in the Movement Phase.

Roll to Hit

To determine if the firing unit has hit its target, roll a D6
for each shot. Normally soldiers will only get to fire one
shot each. However some weapons are capable of firing
more than once, as we'll explain in more detail later.
The dice score needed to hit will depend on how
accurate the firers are, as shown on their Ballistic Skill
(BS). The firer will require his BS number or greater to
hit when firing any ranged weapons.
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Basic Training

If the shooters are a unit of 9 German Jaegers with a
BS of L+, you would roll 9 dice and each roll of a four
or more would score a hit. If you rolled two ones, three
twos, a three, two fours and a six, you would have
scored three hits (the two fours and the six). If the
unit had a BS of 3+ they would have scored L hits be-
cause the three would alsoc be a hit.
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Check Range: The German carbines arc range
18", Measuring shows that the target British
Infantry is just in range for most of the Germans.
but models 1, 2 and 3 are out of range and may not
shoot. Only British Infantry A, B and C can &=
& become casualties as the remainder are out of e
! range. So despite having 7 models potentia?iy -
being able to hit and Wound, the most casualties E
that the Germans can cause is 3.
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THE GREAT WAR
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Dispersed Formation

As the war progressed and the lessons of the modern warfare were learnt at their expense, the soldiers of The Great War
discovered the benefits of adopting loose and dispersed formations. By occupying more terrain they became a bit less vul-
nerable to the enemy shooting and by 1918 most armies practiced these techniques.
Any unit whose majority of models are more than 1" away from the closest other model of their unit gains
a 6+ Cover Save (this means that the bulk of the armies of 1914 will not be able to claim this benefit). It can
be combined with Going to Ground, but not other cover.

Here we can see the
majority of this French
™ Infantry unit are more
than 1" apart and so the
«| whole unit gains the
| Dispersed Formation [
Cover Save. This rule |
is worth enforcing as
soldiers can bunch up
5 easily and need officers

to keep telling them to
spread out.




- Make Cover Saves
7 W he removes any models as casualties, the owning
 player can test to see whether his soldiers survive being
" hit because they are in cover s
 When the air is full of bullets and shrapnel, some good
solid cover to hide behind is always welcome. A pm%tion
in cover shiclds troops against flying debris, shots b)asts
and shrapnel, enabling them to get their heads dr(mn or
crawl amongst rocks and (hopefully) avoid harm. Because
of this, models in cover get a Cover Say mng thr(;w

What Counts as Cover?
Cover is basically anything you can hide in or behind.

When Do Models Count as in Cover?

When a model is within Area Terrain or the firers Line of Sight
crosses Over cover so that the target model(s) are partially
obscured, the model receives the Cover Save shown below.

Making a Cover Save

To see if cover successfully stops damage to the model.
roll a D6 and compare the results to the Cover Savé
value. If the player gets equal to or greater than the save
characteristic the Wound is stopped. The following table
shows the minimum D6 score needed to save for cover.

Cover Examples
{see Terrain Chart on page 25 for more details)

Cover Types Cover Saves
Bushes/high grass/crops
Fences/railings 6
Crates/barrels/etc. :
Logs/woods/craters 5+ z
Partially behind hill crests
Wrecks, rubble
Ruins/walls/buildings 4+
Trenches/gun pits/emplacements
Pillboxes
Fortified buildings 3+

Maximum Cover Save
Some models gain additional benefits from cover and

may increase their Cover Save by + L
However, Cover Saves may never be improved above

2+. A roll of one always fails.

Units Partially in Cover
Sometimes a unit will only be partially in cover (some
of the models are in or behind cover and some of Ihcm
are in the open). If there are more models that can be hit
in cover than there are outside it, then the unit may take
Cover Saves for the entire unit, If this is not the case,
then none of the unit may make Cover Saves.

Rules of the Game

behind the wall than to the side, they all receive the {8
Cover Save of 4+. Had this been a low wall as in the
example on page 23, then the unit would not have
received any Cover Save, as only 3 models are in base
contact with the wall itself.

More than One Cover Save

A model can only ever benefit from one Cover Save
at a time and takes the best available.

A

Basic Training
'I'he‘unit is in a wood (Cover Save 5+) and stands
I:fehlnd'a Stonewall (Cover Save L+) in Dispersed
iormatlon (Cover Save 6+). It takes only the best
Cover Save available: L+ for the stonewall.

Going to Ground
Sometimes a unit will come under heavy fire and
decide to keep their heads down to try and stay alive
a little longer. We call this Going to Ground.

After the enemy has rolled to hit and Wound
against any of your units, but before you take any
saves or remove any models, you can declare that the

unit is Going to Ground.
Models in a unit that has Gone to Ground

immediately receive +1 to their Cover Saving throws.
Units that are not currently in a position that would
give them a cover save can still Go to Ground by
diving to the floor (or some other evasion technique)
and receive a 6+ Cover Save. Going to Ground can
also be combined with units in a Dispersed Formation.
Once a unit has decided to Go to Ground, it receives
the +1 bonus for the remainder of that Shooting Phase.
The drawback of Going to Ground is that the unit
is treated as Pinned. See page 44 for the implications

of being Pinned.
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Remove Casualties

Once the number of hits and Wounds has been
determined, the player that controls the target unit must
remove any casualties. This means that the owning player
gets to choose who is removed by the enemy’s firing.
Assuming that all the models in the unit have one Wound
each, one model is removed for each Wound inflicted.
Casualties are not necessarily dead, they may be merely
knocked unconscious or incapacitated in some way. In
any case they are no longer fit to participate in the battle.

When a unit suffers wounding hits, each will affect a
different model — you cannot claim that all the hits
strike a single model.

The owning player can choose to remove any models
from the unit, even models that are out of sight or out of
range of all the firers. This may seem slightly strange
but it represents that these soldiers were slain as they
advanced and the rest of the unit continued moving
forward. The real action on the battlefield is not as static
as our models. When removing casualties they must be
removed without breaking the Unit Coherency. You
may not remove a model if the removal breaks the Unit
Coherency (see page 21 for a full explanation of Unit
Coherency) if it is possible to remove another figure
that would not affect the Unit Coherency.

By doing this, players will occasionally find themselves
with a real dilemma when removing casualties, as they will

Remove Casualties — Example One:
The mgxrmum it could have caused
Formation Cover Save as more of th

remove models from behind the building.

ey

Foc g e

The German Maxim HMG fi
would have been 5 due to Li
¢ models are in the open than
vefi from any of the models wi
CY 1s maintained. As the Britis

need to decide to remove an important specialist (such 2
Lewis gunner) so that the unit mamntains momenmm a
s v 5 J 2 2 e s O
keep the specialist but lose position.
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In some cases, because of the Unit Cohare
" g ’ e
players will find themselves having ‘_.-’
important models, so take care where y@:.ﬁ

. : . Poe
your commanding officer in a Command Grepe
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Morale Checks — Casualties from Enemy Fire
Enemy fire can make even the hardiest soldiers waiver jf
their companions start to fall in large numbers. Outrighy
flight is unlikely and unwise in the face of intc;lse
opposition, but even the most seasoned veterans may fa)
back to regroup, tend to their injured, reload their weapong
and reconsider their tactics if they suffer too many
casualties. ;
In The Great War, such events are represented by
units taking Morale Checks when they suffer
casualties in the Shooting Phase. Any unit that suffers
25% or more casualties in a single Shooting Phase

must take a Leadership test to hold their ground. (see

Morale Chapter page 53).
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| Remove Casualties - Example Two: Once again the German Maxim HMG fires at the British Infantry and causes 2 |

S, .. & : " Q : 3 . 1
ximum casualties it could have caused was 3 due to Line of Sight and the British do get a Cover Save from
more of the models are behind the buildings than in the open
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Ines can be removed from any of the models within the unit so long as Unit Coherency 1s maintained
and agam the Brit

vt o} laver &~ e 1 o ~ . 1 : ¥
Briush player chooses 1o remove models from behind the building on the left.

Shooting At Models
On the Crest of a Hill

Models positioned on or behind the
crest of a hill that are being fired at
by a unit lower down than them re-
ceive a Cover Save of 5+.

As our table-top terrain often
cannot accurately represent the actual
crest itself and our models cannot
crouch down to take advantage of
cover it can be difficult to ascertain if
a Cover Save is appropriate. A simple
way to determine this is if the
majority of the unit is at the back half
of the hill top from the Line of Fire,
then a Cover Save is received.

This will often depend on the
terrain being used and the direction
of fire, so common sense should
always apply.

Models on a crest of a hill that are
being fired at from another unit above
or around the same level as them do
not normally receive this Cover Save.
If the terrain and angle of fire warrants

it, there is no reason why you cannot
give the save, so long as you agree
with your opponent beforehand if it
looks likely that this will occur.
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Rules of the Game

e WEAPONS

In The Great War weapons ranged in siz
standard handguns firing a Ymm hu//;y o 42 :”‘“ from
- firing a 18001b projeciile over 10,000 -m;(;:n /mm.lurs.
cases the weaponry became more /‘m/)'urz s
soldiers serving them ant than the

Weapons Categories

Many powerful weapons existed at the outbreak of
First World War and more were designed d:‘ ; ‘)’ the
conflict. All weapons in The Great War are diil‘,nl&, ;h"
categories with all of them being subject m(:( mi
Special Rules. Within a weapon cmég(,ry the diﬂ‘:"T“;
weapons can have different statistics, as (;ljtlinc(i innt'ln*
Weapons Chart on page 44. =

Some weapons have one or more Trait, that gives

additional Special Rules, which are also cxplainc‘d ()1.1
page 44. :

Rifles

The rifle was the standard weapon of the First World

War, issued to almost every single soldier.

All Bolt Action Rifles and Carbines can be used

either when stationary or when having moved in the
Movement Phase.

The number of shots depends on the distance and if

the shooter moved during the Movement Phase:

1) If the soldier moves in the Movement Phase

they can only fire on¢ shot with a maximum
range of 12".

2) If a soldier armed with a rifle or carbine doesn’t
move they can take two shots at a target up 10
{2" away or one shot at targets over 12" away,
up to its maximum range.

3) If a soldier shoots with a rifle during the

Shooting Phase they cannot Assault into Close

Quarters Combat.

Bolt Action Rifles
;h( bolt-action magazine-fed rifle encompasses the
],2(/1('1(1 303 5/\‘/1[‘1;', Springfield 1903, Mauser G98 and
/ ).J" Lebel. These weapons also mount bayonets of
varying length. :

: The Bolt Action Rifle has a Range of 24" and a
Strength of 3.

Carbines
Carbines were basically cut down versions of Bolt
Action Rifles whose reduced length made them more
practical to use within trenches or on horseback.

I'he Carbine has a Range of 18" and a Strength of 3.

Close Range Weapons

Close Range Weapons are designed 1o be used at short
range or as soldiers prepare to launch an assault on
enemy positions. Some, such as the SMG, deliver an
impressive hail of shots while others, such as the

flamethrower, are deadly and fearful weapons.

A model armed with a Close Range Weapon may
move in the Movement Phase and still fire their weapon.

Close Range Weapons always shoot a number of
times indicated in their description (and appearing as
Close Range/X — with X being the number of shots the
weapon has on the Weapons Chart).

A model that used a Close Range Weapon during the
Shooting Phase may assault into Close Quarters
Combat during the Assault Phase.

Pistols
This covers all handguns in
WW] the Luger, Colt M1911,
Webley Mark IV, 1892
pattern revolver, eic. Pistols
are light enough to be carried
and fired with one hand, so
they often have a less
powerful cartridge  and
limited range.

Pistols always shoot once,
have a Range of 8" and a
Strength of 3.

Machine Pistols (SMG)
The Bergman Sub Machine
Gun was the most famous
machine pistol designed during
the First World War, although
it was inspired by the [talian
design of the Villar Perosa.
SMGs always shoot three
times, have a Range of 12"
and a Strength of 3.
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Shotguns

Shotguns were favoured weapons of the {tied trench

raiders, and were mainly used by the Americans and to
a lexser extent, the British

Shotguns always shoot twice, have a Range of 10" and
a Strength of 3.

Flamethrowers

Flamethrowers were developed by the Germans as
the ultimate weapon against fortified positions such
as bunkers and pillboxes. Their presence caused fear
in the Allied soldier’s hearts, and they were used
extensively after 19135.

Flamethrowers use the Flamethrower template
when shooting. Place the tear-shaped template with
the small end touching the model.

All models even partially under the template suffer
an automatic Strength 4 hit (do not roll to see if you
hit). Models do not benefit from any kind of Cover
Save, as the flames wrap around any cover but they

still may use Go to Ground to avoid the effects, as
soldiers learnt to throw themselves to the ground to
avoid the burning flames.

Any unit that suffers at least one casualty from a
flamethrower will have to pass a Morale test at the
end of the Shooting Phase, even if it has not suffered
25% casualties.

The Flamethrower adds +2D6 when trying to
penetrate a vehicle’s armour, instead of +1D6 (see
Vehicles, page 57).

Light Machine Guns (LMG)
One of the most important technical p""gl‘ess[(m
made during the Great War was the design of th:.
light machine guin. These 1)()r1uble machine Zun,
changed the face of modern warfare and c”f’ated;
mj/jf;n’\’ revolution of limitless consequences,

Light Machine Guns can always shoot at up 1 thei;
maximum range.

The number of shots depends if the shooter has Moveg
or not during the Movement Phase, as indicated ip fie
weapons description. In the Weapon Chart? the number ¢
Shot is indicated as LMG X/Y, with X being the Nimbey
of shots when stationary and Y being the number of P s 1
when having moved. 1

A unit or model that shoots with a LMG during the
Shooting Phase cannot Assault into Close Quarte,
Combat during the Assault Phase.

Lewis Gun
The British design was solid, efficient and reliable. [t g

favoured by the Germans who went to great efforts make

use of any captured Lewis guns that came their way.

The Lewis Gun has a range of 24" and a Strength of 4.
When the shooter has been stationary in the
Movement Phase, it shoots 4 times.
When the shooter has moved in the Movement Phase,
it shoots 2 times.

Machine Gewehr 08/15 (MG 08/15)
The German design was heavier than the Lewis and
could achieve a higher rate of fire.

The MGO08/15 has a range of 24" and a Strength of 4.
When the shooter has been stationary in the
Movement Phase, it shoots § times.

| When the shooter has moved in the Movement ';_)hasc.
1t shoots once.

e W

A

34+ 10 th
were

the platc
over duti
paching |
a crew O
¥or PU
model tC
m()del ¥
carrier
plat,OOl’
bogeth(‘
you &
platoo
is gon
IL's
Leams

3 model.
{eam !

Ch:
The
unry




| . MEMO FROM HIGH COMMAND...
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were grouped into distinct sections within
the platoor. Members of the section could take
over duties of loading and £iring the gun. Light
Machine guns models are generally supplied with
5 ecrew of 2, a gumner arnd an ammunition carrier,
por pwrposes of the game, as we are using a
model to man scale, all you really need is the
model with the gun, although the ammunition
carrier can still be used as a soldier in the
platoon and the models can still be based
together if you wish. However, take care as
you deploy and remove models from your
platoon, as once the light machine gun model
is gone, its gone!l
It's a similar situation for flamethrower
teams as well, you really only need the one
model, but they do look good when based as a
team of two. +++

Chauchat

The French LMG was a good assault weapon but really
unreliable and jammed very often.

The Chauchat has a range of 24" and a Strength of 4.

When the shooter has been stationary in the
Movement Phase, it shoots 4 times.

When the shooter has moved in the Movement Phase,
it shoots 3 times.

If 2 or more Is are rolled for the ‘to hit’ roll, the
weapon jams.

A jammed Chauchat will still resolve all hits obtained
in the turn it jams, but cannot shoot the turn after, as the
crew is working to clear the jam although the unit may
move as normal.

B‘. 7, T . »
A French player's Chauchat is going to
shoot at some advancing German infantry.

dhe unit has not moved and rolls L dice.
They get a 1, 1, 3, and 5. The 5 scores a

: hit, the 3 misses and the two omes cause

the gun to jam, You would roll to wound for

. Uhe one hit and note the gun is jammed and
™11 not fire next turn.
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Heavy Weapons

Heavy weapons are used to give some support to the
troops. This category represents weapons such as rifle
grenade launchers and Anti tank rifles that requ.ire
reloading after each shot, careful set-up or bracing
against their considerable recoil.

Due to their weight or the way they are used, heavy
Weapons can only be fired when the unit has not moved.

Hn“m‘y Weapons can always shoot at up to their
maximum range.

The number of shots is indicated in the weapons
description and indicated on the Weapons Chart as
Heavy/X, with X being the number of shots. :

A unit or model that shoots with a Heavy weapon |
during the Shooting Phase cannot Assault into Close
Quarter Combat during the Assault Phase

Rifle Grenade Launcher

All armies used some kind of rifle grenade launcher that
was basically a very light mortar that shoots grenades
over the head of advancing troops.

The rifle grenade
launcher has a range
of 18" and a Strength
of 3. It shoots once in
the Shooting Phase
and uses the Blast
Marker. It must shoot
at the same target as
the rest of the unit.

If the roll to hit is
successful place the
template centred on
the target model. If missed the shot has no effect.
When not shooting grenades, the rifle grenade launcher
can be used as a bolt action rifle in the normal manner.

Grenade Launcher

The Germans used the Granatwerfer, a very small
portable mortar that was used during assaults and that
shoots oversized grenades.

The Grenade Launcher has a range of 24" and a
Strength of 4. It shoots once in the Shooting Phase and
uses the Blast Marker. If the roll to hit is successful
place the template centred on the target model. If
missed the shot has no effect.
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Vraini

Anti Tank Rifle ’ ¢
Anti-Tank rifles cover the German 13mm 1 LGewehr, S . -
essentially an overgrown single shot holt action Mauser. : s
The Anti-Tank Rifle has a g L »?” ; ke gur v
),L()n A e, in e
TETC ) ik yhl'%"v evesy

range of 24" and a Strength of
3. It shoots once in the
Shooting Phase.

If shooting at a Vehicle at
12" or less, the Anti-Tank
Rifle adds +2D6 when trying
vehicle’s
armour. instead of +1D0 as usual (sce Vehicles
page 57). If no vehicles present tl nsclves as targets the
Anti-Tank rifle may fire as norma I shot)
at infantry and cavalry models.
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Artillery came into the forefront in World War One Wi 1 1 £ ;c.u) e el

large quantities of guns and mortars able to urn the tide damag B e

of a battle and deliver deadly supporting fire to the ; o m“r}w‘

: - i L\ “Ne } . JOSS 0 4 4

advancing infantry. Large field pieces urne d any open g ¢

ground into a killing field and the creeping barrage Was I’h‘cAlOS.s of the crew can have some impact on the weapong

developed. A longside these developments the Heavy  ability tO shoot. s ‘

Machine Gun dominated the open bartlefield. These weapons f\‘mcn‘u‘n normally as long as at least 3

These unit types behave differently on the pattlefield to ~ crewmen are till alive, if reduced to less than 3 crewmen

a normal infantry unit. The exact changes ar¢ detailed  the weapon only fires every other turn.

below, divided between the different phases of the turn

sequence. Rules that apply to specific Support Weapons Close Quarters Combat Phase :

are noted in the relevant section for that weapon. Artillery units may not declare assaults. In a Close Quarters

In The Great War we have not given any of the Support Combat, enemy models assault as normal against the crew

Weapons stat lines for Toughness or Wounds. You  and all engaged crew models fight back as it is assumed i

eliminate the weapon when the crew s removed, this is  they grab nearby weapons to defend themselves with. 2

done to keep things flowing in the game and eliminating Fir

needless paperwork. Morale Bl
Artillery units follow the normal rules for Morale for |

Movement Phase infantry units with the following exceptions: {it

N

herency of 1"

The crew must always maintain a unit co
with each other and their weapon.

Support Weapons may never
moved during the Movement Phase.

shoot when they have

If the crew of a Support Weapon with less than 5
models fails a Morale test, the whole unit is
immediately removed from the table. It is assumed that

the weapon is left and the crew disperses or surrenders.

Difficult To Carry
Some weapons although portable were awkward and

difficult to move around the battlefield, these are subject to
the Difficult to Carry special rule.

The Support weapon always counts as moving in
Difficult Terrain. If moving in Difficult Terrain, they only

roll 1D6 instead of 2D6 as usual.

Batteries
All Support Weapons of the same type (HMGs, Mortars

and Field Guns, etc) in your army can form a battery. All
Support Weapons within a battery must be deployed
within 4" of each other.

The battery counts as a single unit during the gameg

w1th. @ number of models equal to the number of
surviving crew. Therefore the battery will not suffer the
~1 Leadership for being under 5 models as long as the
total number of men is not reduced to 4 models or €5
(see page 54).
~ All Support Weapons in the battery must target the same
enemy unit, but Line of Sight and Line of Fire must be
chf:cked for each Support Weapon separately (a8 somé
might be out of range or out of Line of Sight).

Shooting Phase
Support Weapons can always shoot at up to their
maximum range. In order to shoot, there must be at least
one crewman within 1" of the gun firing. Crewmen may
never fjxre any weapons other than their gun.

A{l Support Weapons have a limited Line of Fire that is
rgwm:;ted to a 90° arc of fire in the front of the weapon (
Fig 38.1). Ranges are measured from the gun moz(;l -




~ Basic Training

A battery of 2 field guns hag sulfer
cagualties. Une of its guns has only -
: "

left (the ather has all its crew I‘emajc_: :;mien

fhis gun will be affected by a reduceq 1‘atee;1.-

fire. In the battery, one of the guns will

shoot every turn, while the other '
W
shoot every other turn, i1l oniy

ed some

Batteries of Heavy and Light Mortars use the Multiple
Barrage rule when shooting (see page 43),

When suffering casualties, the owning player chooses
from which Support Weapon the models are taken.
Jamming or inability to shoot is stil] determined
individually for each support weapon

Light Mortars

Light Mortars represents all mortars of 80mm or less, that
could be easily carried on the battlefield. The German
Army had the 76mm mortar, the French had the 58mm

o mortar and the BEF introduced the 3" Stokes mortar-.
Capon, £
leag 3 B
CWan g ]
£
tarters
C Crew f
umed t Light Mortars have a range of 30" a minimum range
h. of 12", a Strength of 3 and shoot once using Indirect
E Fire during the Shooting Phase. They use the Large
E Blast Marker.
e for ‘ Light Mortars are Difficult to Carry and can only be
fired when the unit has not moved.
k. Designate the target unit and place the Large Blast
' 4 P Marker over it, with the following restrictions:
1 3
ol E * You may not place the marker so that any of your
. 4 own models are underneath it.

* You must place the marker so that one enemy
model is under the central hole — you cannot place
the marker hole over an empty space.

You then see if it has landed on target. If the hole at the
centre of the marker is inside the weapons minimum range,
or beyond its maximum, the shot is an automatic miss a:qd
has no effect. If its range is good proceed to see where it
hits, remembering. Roll a scatter dice and 1D6. If you roll
a HIT on the scatter dice the shot lands on target. If an
arrow is rolled, the marker is shifted in the direction
indicated by the arrow a number of inches equal to the D6
roll. Note that it is possible for a scattering shot to land
- beyond the weapon's range, out of sight, or even on your
- own troops! Such are the vagaries of barrage weapons.

Rules of the Game

All models whose base is wholly under the template are
automatically hit and suffer the Strength 3 hit. Those
models with the base partially under the template only

_ suffer the automatic hit on a 4+, roll the dice for each

model whose base is partially under the template.

Heavy Mortars

Heavy Mortars represents both the medium mortars and
heavy mine throwing mortars used during the war. The
BEF had the 9.45" ‘Flying Pig’ mortar, the German Army
had 170 and 210mm mortars and the French Army had
the Fabry 150mm mortar.

Heavy Mortars have a range of 48" a minimum range
of 12", a Strength of 4 and shoot once using Indirect
Fire during the Shooting Phase. They use the Large
Blast Marker.

Heavy Mortars are Difficult to Carry and once it has
shot, it cannot be moved again.

Designate the target unit and place the Large Blast
Marker over it, with the following restrictions:

* You may not place the marker so that any of your
own models are underneath it.

* You must place the marker so that one enemy
model is under the central hole — you cannot place
the marker hole over empty space.

You then see if it has landed on target. If the hole at the
centre of the marker is inside the weapons minimum range,
or beyond its maximum, the shot is an automatic miss and
has no effect. If its range 1s good proceed to see where it
hits. Roll a Scatter Dice and 1D6. If you roll a HIT on the
Scatter Dice the shot lands on target. [f an arrow is rolled,
the marker is shifted in the direction indicated by the arrow
a number of inches equal to the D6 roll. Note that it is
possible for a scattering shot to land beyond the weapon’s
range, out of sight, or even on your own troops! Such are
the vagaries of barrage weapons.

All models whose base is wholly under the marker
are automatically hit and suffer the Strength 4 hit. Those
models with the base partially under the marker only
suffer the automatic hit on a 4+, roll the dice for each
model whose base is partially under the template.
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Heavy Machine Guns (HMG) : s
The I;'Ii(: was the king of the Great War battle ,“_-I
and the initiator of @ radical change to the doc m;uJ
and tactics of all sides This entry includes If
Vickers, Hotchkiss, and MGOS heavy machine ‘uwl?.
These weapons all had large tripods or steds, water
10 cool the euns and large amounts of .uunumﬂu:n (o
be ¢ d!'l'l('t/)HHU position hefore they could be fired.
Heavy Machine Guns were capable of hig .
fire. Swathes of bullets could dominate ,\t'c'(1<l{l.\’ of
the battletield and there are records of single
machine Luns causing murderous casualty rates on
whole Companies.

While there were some differences between the
different types of Heavy Machine Gun we have
chosen to treat them all the same for convenience.

A HMG is Difficult to Carry and once it has shot
during the game, it cannot be moved again.

A HMG may shoot in either Sustained Fire or
Sweeping Fire mode

Sustained Fire

In this mode a HMG has a range of 36", a Strength of
4 and shoot 8 times in the Shooting Phase with the
normal restrictions for shooting.

The HMG is a Pinning weapon and when used in the
Sustained Fire mode any unit that has suffered
casualties from the HMG will suffer a -1 Leadership
modifier to its Pinning test for each casualty inflicted.

Basic Training

A unit with Leadership 7 is under heavy

machine gun fire. It has suffered 3
casualties. The Pinning test will be
taken with a -3 Leadership modifier so a
L or less will be required on 206,

h rates of

Sweeping Fire

When used in this mode place the flamer templage Wit

the MG arc of fire pointing in your chosen direas i
Using the edges as a guide extend the sides of -

out to a maximum of 24" (see diagram 41.1) Aty

All units within Line of Sight (rather than Line of ¥,
receive three shots. The HMG is Strength 4, 8nde,')
pPinning weapon. The Leadership modifier useq i, i
Qustained Fire mode does not apply. ¢

Resolve hits, Wounds, Cover Saves and Pinning f
Morale as normal.

As bullets do not distinguish between friend, foe e
combat effectiveness, friendly units, units of Jegs thasm
models and units Falling Back may all be hit if they a{c
within the Sweeping Fire area

Units in Close Quarters Combat will also receiye the
shots, but ignore any Pinning or Morale checks.

Jamming
Should the Heavy Machine Gun crew start to take
casualties during a game, rather than be affected by the
normal Loss of Crew for Support Weaponsrules, there i
a chance the HMG may jam instead.

With two crewmen, it will jam if 3 or more 1's are
rolled on the ‘to hit’ die

With one crewman, it will jam if 2 or more 1’s are
rolled on the ‘to hit’ die. -

A jammed HMG will still resolve all hits obtained in =~
the turn it jams, but cannot shoot the turn after, as the
crew is working to clear the jam.

For sweeping fire, any dice rolled count, so keep a note
of any 1’s as you roll for each unit within the arc of fire,

S N

ARG

Note about jamming: World War One machine
guns (with the possible exception of the
Chauchat mentioned earlier) were very reliable
and didn’t jam very often. We have just used the
term jamming to take into account anything that
would momentarily stop the gun from shooting.

Such as overheating, water running out, ammo
belt breaking, actually jamming, running out of
ammunition momentarily, etc.

. s —
B i) g e AN DR

BaSi(‘ Tl‘aining

A German Player's HyG has lost a crewman and 4

a

zj::c:zwn Y0 a two man crew. It is shooting d¥” th

v Y at a French Platoon in front of it

anzyrzi ShO?tine in the sustained fire m% al

and _8 dice. They get a 1,1,1, 3’£"L"5’, T
8 6. The two fours the five and the 5% b

Score hits, the 3 misses and the three 01

:;;1;‘:: the gun to jam. You would roll ¥
for the L hits and note the gun M

Jammed and will not fire next turn.



Rules of the Game

HMG Sustained and Sweeping Fire: Faced with a determined German assault, the British Vickers HMG (A) chooses
to use Sweeping Fire to try and pin down as many enemy units as possible. The German Assault platoons (B, C and D)
are all within 24" and so each receive three shots. Assault platoon C takes a casualty and despite the presence of the
Assault Company Command Group (E), fails its Pinning test by rolling 10 on 2Dé.

The second British Vickers HMG (G) should fire upon Assault platoon B as it is the closest target. However, the Battalion
Command Group (H) perceives that the Flamethrower Detachment (F) may be more a threat and passes across an order for
Vickers G to fire on them instead. The Vickers roll 6 and pass the Leadership test required. They choose to use Sweeping Fire
as they can then hit the Flamethrower Detachment and the Assault Company Command Group behind. The Vickers causes
a casualty on each unit and the Company Command Group passes its Pinning test. The Flamethrower Detachment could not

use the Company Command Group Leaders

Heavy Guns

Heavy guns are the large field artillery pieces of all
the armies, guns over 100mm. Bombardments could
last for up to a week and be heard from many miles
away. Infantry would often refer to the sound of
these bombardments as ‘drumfire’.

Heavy guns would seldom be seen in a game the size

lﬂd scale of The Great War. Therefore they are
tepresented for completeness by off-table preliminary

ts.

hip (see Command Groups later for explanation), fails its test and is Pinned.

3.7cm Anti Tank Gun
Late in the war the German Army introduced a 3.7cm
Anti Tank Gun, it fires an armour piercing shell.

The 3.7cm Anti Tank Gun has a range of 48", a
Strength of 6 and shoots once during the Shooting
Phase. Unlike other field guns it does not use a Blast
Marker, it is only effective against vehicles.

The 3.7cm Gun is Difficult to Carry and can only be
fired when it has not moved.

When shooting at a vehicle at 24" or less, the 3.7¢m
Gun adds +2D6 for armour penetration instead of the

normal +1D6 .



THE GREAT WAR

Light Field Guns

These field guns were th lighter pleces wused int /
and mxrrnult.'uh smountain guns that « ould be carried w i/f :
ease without any horse-low. { iher examples Juded t
French 37mm trench gun and the British 61b gun

e wal

Light Field Guns have a range of 48", a Strength of 3
and shoot once during the Shooting Phase. They use the
Large Blast Marker.

Light Field Guns are Difficult to Carry and can only
be fired when the unit has not moved.

The Light Field Gun is subject to all usual shooting
restrictions (Line of Fire and Target Priority, sce
Shooting page 26). When it shoots, roll to hit. If the shot
misses, nothing happens. If hit, place the Blast Marker
over the target unit with the following restrictions:

« You may not place the marker so that any of your
own models are underneath it.

« You must place the blast marker so that one enemy
model is under the central hole — you cannot place
the marker hole over an empty space.

All models whose base is wholly under the marker
are automatically hit and suffer the Strength 3 hit. Those
models with the base partially under the marker only
suffer the automatic hit on a 4+, roll the dice for each
model whose base is partially under the marker.

If the target was a vehicle, do not use the template but
instead resolve the shooting with the Gun Strength (see
Vehicles page 60).

When shooting at models in a multi-level building to
determine what models will be hit place the template as

be§t you can on the level you are aiming at. Models on
adjacent levels that could be affected by the blast should
be treated as partial hits as noted above. For the damage
to ;he building itself, refer to page 34.
When sﬁwting at a vehicle or building at 24" or less,
ghij* Light Field Gun adds +2D6 for armour penetration
instead of the normal + 116,

Medium Ficld Guns
Jd Guns such as the Freneh Yo
Jin

Medium Tl n .

» ’ o 3 ,1
German 77mm, and the British 81k oy ‘f ¢ Mu“lp
cometimes brought up 10 the front line and fireqd Yere Jf morars

Ovg,
Uly,

weapon t
petore. th
roll a Sca

ff an ar
p];wcd f“_’
of any of

: " cwar the Germans
open sights Later in the war the Germang iy part,

adapted this tactic to take on the tank.

Medium Field Guns have a range of 72", 4 Strenggh
of 4 and shoot once during the Shooting Phase, They
use the Large Blast Marker.

Medium Field Guns are Difficult to Carry, may ot
move into Difficult Terrain and once it has shot, it
cannot be moved again.

The Medium Field Gun is subject to all usual 5h00ting
restrictions (Line of Fire and Target Priority, see
Shooting page 26). When it shoots, roll to hit. If the shot
misses, nothing happens. If hit, place the Large Blast
Marker over the target unit with the following
restrictions: 5

« You may not place the marker so that any of your
own models are underneath it.

sayag

* You must place the blast marker so that one ‘
enemy model is under the central hole: you
cannot place the marker hole over empty space.

All models whose base is wholly under the marker
are automatically hit and suffer the Strength 4 hit. Those | 't
models with the base partially under the marker only
suffer the automatic hit on a 4+, roll the dice for each
model whose base is partially under the marker.

If the target was a vehicle, do not use the template
but instead resolve the shooting with the Guf
Strength (see Vehicles page 60).

When shooting at models in a multi-level building 10
determine what models will be hit place the tempat¢ &
best you can on the level you are aiming at. Models 07
adjacent levels that could be affected by the blast sho%
be treated as partial hits as noted above. For the damagt
to the building itself, refer to page 34.

When shooting at a vehicle or building at 36
less, the Medium Field Gun adds +2D6 for armovt
penetration instead of the normal +1D6.
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52 Rules of the Game

Multiple Barrages

ars are formed into a battery they'll all he
it m"n‘*:‘ :[ :\, i s s (:::V[ I all be fired together in a salvo, with one blast marker landing for each

al 1t & 3 > Large ¢ - L :
B apon arge Blast Marker and roll for any potential scatter with the first shot as

. is 18 called the ‘ranging shot” for the s
fore, this 1s cailed SIng or the salvo - all other shots will 1 5 v i |
:}cﬂ 4 Scatter Dice for each other blast marker in the salvo e i

[f an arTOW 18 ml.lcd. place the marker in the direction indicated so that its
placc‘d for the ranging shot. If'a hit is rolled, the firing player may place the n;;;
ol any of the Large Blast Markers in the salvo which has already landed

dge is touching the edge of the marker
rker so that its edge 1s touching the edge

from a Multiple Barrage. The German
French unit 1 t0 maximise the effects of any putcntng scutltcrham:
it : ' ace scatters directly bac
i i second barrage s¢ 3
it he may well be rewarded for his cunning. The s
3 is a direct hit he mé
as the first barrage is a direct hi

i i template. The third
is place ing the first template. The
¢ ons el e Ib'plaz‘td"fgzc(};cr;an player has done well, and
ey umt}; a; bt marker in the direction shown by dice C.
. » {18
template is placed touching the

o hit.
1 units may have been
almost every model in both French units may

; salv ¢ blast markers
The French Infantry have potentially been hit 3)11% salvo of thre
el i
player placed the first template (A) over a mo
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F
PONS CHART
\‘\Y::n Name Category Range
Pistol Close Range/1 8"
SMG Close Range/3 12"
Shotgun Close Range/2 10"
Carbine Rifle 1%
Bolt Action Rifle Rifle 24"
Anti Tank Rifle Heavy/l 24"
Rifle Grenade Launcher Heavy/l 18"
Flamethrower Close Range Template
Grenade Launcher Heavy/l 24"
Lewis Gun LMG 4/2 24"
MGO08/15 LMG 5/1 24"
Chauchat LMG 4/3 24"
HMG Support Weapon 36"
Light Mortar Support Weapon 30"
Heavy Mortar Support Weapon 48"
Light Field Gun Support Weapon 48"
Medium Field Gun Support Weapon T4
’ 3.7cm Gun Support Weapon 48"

Strength

Traits

)

{

(9%

Indirect Fire, Blast Marker
Flamethrower Template

Indirect Fire, Blast Marker

Pinning, Sustained Fire, Sweeping Fire
Pinning, Indirect Fire, Large Blast Marker
Pinning, Indirect Fire, Large Blast Markey

Large Blast Marker, Pinning
Large Blast Marker, Pinning

en e opn e OO R SR S DGR R N - SLURIE U SR DUTIR  J

Only use against vehicles

WEAPONS TRAITS

Apart from their statistics and categories, some
weapons have one or more Traits. These traits are
additional rules and effects generated by those
weapons. They are indicated in the Weapons Chart
and described below.

Indirect Fire

Mortars and rifle grenade launchers are both weapons

that use a parabolic trajectory to shoot their

ammunition. They are especially useful as they can
shoot over the heads of intervening troops.

Indirect Fire weapons can pick their target from any
unit in Line of Sight and do not need to draw a Line of
Fire to their target. All mortars do not need to roll to
shoot at a target that is not the nearest, though they still
cannot target Command Groups unless they are the
nearest available valid target (see Command Group

chapter page 57).

When Indirect Fire hits a target, when resolving
Cover Saves consider the direction where the blast
comes from in relation to the central hole of the
template. This means that if a unit is behind a wall and

‘ tbf: hole of the template falls behind that wall, that unit
- will not get any Cover Save from the wall. Same goes
fot trenches: if the hole of the template is within the
;:t%wm f)f:&:upymg it cannot gain a Cover Save

Pinning
Coming under attack from some weapons can be
sudden and shocking, making soldiers throw
themselves flat and hug cover rather than risk being
hit. This is usually due to momentary confusion about
where they’re being attacked from. When the firing
of a single enemy unit inflicts casualties with Pinning
weapons, the target must take a Leadership test to
avoid being Pinned down immediately after the
shooting has been resolved (this means that you can
have to take multiple Pinning tests in a single
Shooting Phase). If the unit fails the test it may not
move, shoot or assault into Close Quarters Combal,
or take any other actions in its following turn. A
Pinned unit does not need to take any other Morale
tests as the fact it is Pinned overrides the Morale test
If the Pinning Test is successfully passed, the unit
might still have to check its Morale if it has suffered
25% of casualties or more.
' If assaulted by the enemy, the Pinning effect 18
‘mmediately cancelled except that the Pinned unit has

their Initiative (1) reduced to 0 for the first round of

Close Quarters Combat,
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THE CLOSE QUARTERS COMBAT PHASE

In World War One units had tremendous amounts of
 firepower at their disposal and while firepower might

be enough to break up an attack or defenders position
the only way you could be sure you controlled the
ground was 1o have your soldiers standing on it. Onee
soldiers got “up close and personal’ with the enemy
they used pistols, clubs, bayonets, shovels, grcnadc;
rifle fire, bare hands or whatever was available to cilhc;
take the position or to hold their ground.

This was usually very short ranged, quick and bloody.
In The Great War we call this brutal combat Close
Quarters Combat.

r

CLOSE QUARTERS
COMBAT PHASE SUMMARY

Resolve Assaults
1) Pick one of your units.
2) Declare an assault with it.
h 3) Move the assaulting unit.
4) Repeat the above until all assaulting units
i ‘ have moved.

Resolve Combats

1) Pick a Combat.

‘f 2) Fight Close Quarters Combat. Troops fight
in Close Quarters Combat. Models roll to hit
and Wound as required in Initiative order.

3) Determine Assault results. Total up Wounds
inflicted. The side which inflicted the most
Wounds overall in the combat is the winner.

4) Loser checks Morale. The loser has to pass
a Morale check or Fall Back. If the loser
passes the test go to step 6.

5) Sweeping Advance and Consolidation.
Units that Fall Back from Close Quarters
Combat must test to see if they successfully
break off, if they fail they are destroyed by
Sweeping Advance. The victorious unit may
Consolidate.

{| 6) Pile In. If units are still locked in (‘los;»‘c
Quarters Combat then any models not In
base-to-base contact are moved 6" towards
the enemy to continue the fight next trn.

7) Repeat until all combats have been
resolved.

Declare Assaults
* In his own Close Quarters Combat phase. 3 player can
~ declare an assault with any of his units that hc believes
 are within assault range of an encmy unit anq m')'t
already in Close Quarters Combat, Assault range 18 6",
A unit can assault any enemy unit that can be reached
byat least one of its models making an assault move.

Shooting and Assaulting
A unit that fired a Close Range Weapon in the Shooting
Phase of the current turn may only declare an assault
against the unit it shot at. Should the target unit be
destroyed or forced to fall back the unit that fired the
Close Range Weapon may declare an assault on another
unit instead should it wish.
A unit that fired with other types of weapon may not
assault at all in the Close Quarters Combat phase.
Units that are Pinned or Falling Back may not declare
assaults.

Move Assaulting Units

Assaulting units must now move into Close Quarters
Combat with the unit (or units) they have declared
assaults against.

Start the assault by moving a single model from the
assaulting unit. The model selected must be the one which
can reach the enemy by using the least amount of its
available movement. Move the model into contact with
the nearest enemy model in the unit being assaulted, using
the shortest possible route. This is the starting point of the
Close Quarters Combat. Next, move each model in the
assaulting unit in turn up to their assault move distance,
toward the unit or units they have declared an assault on.
Remember that if the enemy 1s not within the assault move
distance of at least one model, the assault does not happen.

After the first model in the unit has been moved, you
can move the others in any sequence you desire, There
are some constraints and things to remember though:

« The most important one is that each model must
end its assault move in coherency with another
model in its own unit that has already moved.

« At least one model from the assaulting unit must
make contact with model from the enemy unit or
no Close Quarters Combat occurs.

» Models may not move through friendly or enemy
models and may not pass through gaps narrower
than their base diameter.

« You may not move models within 1" of enemy
models from any unit they are not assaulting.

« If a model cannot reach any enemy models, it
must try to move within Unit Coherency of one
its own unit's models that is already in base
contact with an enemy.

Move all models in each assaulting unit before moving
on to the next unit. The assaulting player decides the
sequence in which his units will move,




Move Assaulting Units: Highlander 1 is the closest m
closest German (A) first. Hi ghlander 2 must t

After these initial
moves, Highlanders 3
and 4 are further than 6"
away from any
unengaged Germans.
They must therefore
assault the engaged
Germans A and B.
Highlanders S and 6 are
too far away to move
into base contact with
any enemy and so are
moved within 2" of a
friendly model.

Assaulting Multiple Enemy Units

As you move assaulting models, you may find it is
possible to reach other enemy units that are close to the
one you are assaulting.

As usual the closest attacking model must be moved
to contact the closest model in the enemy unit against
which the assault was declared. Then remaining models
can assault models belonging to other enemy units, as
long as they keep following the rules for moving
assaulting models. Remember the assaulting unit is not
allowed to break its Unit Coherency, and this will
obviously limit the potential for this kind of assault.

If the assaulting unit shot in the Shooting Phase then
it must declare its assault against the unit it shot at, but
can still engage other enemies as described here.

hen assault the closest unengage

odel to the enemy and 1s therefore moved into contact with the
d German (B). B

Terrain Effects

Models assaulting into, out of, or through difficult
terrain will be slowed down in the same way as models
moving through it in the Movement Phase.

Didn’t Make It

If the unit’s move is insufficient to reach at least 0n¢
target unit then the assault does not proceed. Th
models are not moved and it is assumed they simply 84
not have time to engage, or thought better of it

their poor progress.
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Fighting a Close Quarters Combat

[n Close Quarters Combat, both player’s models fight
How many attacks are taken and who strikes first i;

vered here. The rules are written assuming that there 1\
only asingle Close Quarters Combat oceurring in the mm.
though ofC(‘Urfc there may be several Separate uss:\ull;z
peing fought simultancously in different parts of the
pattlefield. In this case, the player whose turn it js can
choose what order 1o resolve the combats in, completing
cach combat before moving on to the next one.
whe Can Fight?
Close Quarters Combat is a swirling melee of soldiers
qunning, jumping, diving for cover, as well as firing at
point blank range. throwing grenades, even trvin;z to
stab with the bayonet. R

Units that have one or more models in base contact with
enemies are said to be *locked in Close Quarters Combat’.
Within such units, the following models are said to be
‘engaged in Close Quarters Combat” and must fight:

* Models in base-to-base contact with an enemy
model.

D e il Rl S P L L e e

» Models that are within 6" of an enemy model whose
unit they are assaulting and has at least one model in
base to base contact with a model of the enemy unit.

All engaged models fight with their full number of
attacks. These are the members of the unit that can
attack the enemy and can be attacked by them.

Engaged models: Having succe
within 2" of the enemy and so rec :
fight with 1 attack. Highlanders 8, 9 and 10 are just ou
%0 fight with 1 attack each.

ssfully assaulted, Highlanders 1, 2 and 3 may fight with 2 attacks each, as they are
‘;:ivc ;1 attack for the Fix Bayonet bonus. Highlanders 4-7 are within 6" and so all
tside 6” and so cannot fight. All the Germans are within & and

Rules of the Game

Who Strikes First
In Close Quarters Combat, a model's Initiative
characteristic determines who fights first. Work your
way down the Initiative scores in the combat, starting
with the highest and going down to the lowest. Models
make their attacks when their initiative is reached,
assuming they haven't already been killed by a model
with a higher Initiative. If both sides have models with
the same Initiative, attacks are made simultancously.

Cover

Soldiers who are defending in cover have an advantage
in an assault. They can fire from their hiding place at
the approaching enemy and then strike them as they
struggle to get to grips with their foe.

Models that are assaulted while they are in or behind
cover normally fight in Close Quarters Combat with an
Initiative value of 10. This usually enables them to
strike first.

This represents the advantage of cover — their
improved initiative accounts for not only for close
fighting but also shots against the enemy as they
assault in. However, the cover does not affect hits or
anything else in an assault. After the first round of
Close Quarters Combat the fighting is assumed to
have swept into the cover, so no further advantage is
gained by models in it.

Sometimes, a model will only count as being in cover
if assaulted from a specific direction from which the
cover has an effect, eg, a French soldier behind some
sandbags is in cover if assaulted over the sandbags, but
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Grenades and Cover:
The British Infantry
assault the Germans

and throw grenades as
they do so. As the
British outnumber the
Germans, the Germans
take their Pinning test
with a -1 Leadership
modifier.

not if assaulted from the rear. If, before any assaulting
models are moved, a direct line from the assaulting
model to the enemy model passes through the cover
then it’s assumed to be enough of an obstruction to
count. This expedient is used to ensure attackers can’t

‘run around’ cover to negate its effects.

Cover Saves
Cover does not provide protection in Close Quarters

Combat as it does against shooting. This means that
models do not get Cover Saves against any attacks
made in the Close Quarters Combat Phase

Pinned Units

If assaulted by the enemy, the Pinning effect is
immediately cancelled except that the Pinned unit has
their Initiative (I) reduced to O for the first round of
Close Quarters Combat. This means that the Pinned unit
will always strike last, even if in cover.

Grenades

Grenades in The Great War are generally used as part of
an assault. A well placed barrage of grenades can help
immeasurably in the vital last few seconds that it takes
to overrun an enemy position.

Grenades can be thrown at opponents in cover to
force them to keep their heads down during an assault.
The storm of shrapnel from exploding grenades will
drive opponents further under cover for a few precious
seconds, allowing the attackers to close unmolested.

Units in or behind cover being assaulted by models
armed with grenades are required to take a Pinning
test. Should the total number of assaulting models out
number the defenders, then there is a -1 Leadership
modifier to this test (so a unit with Leadership 7 will
~ need to roll 6 or less rather than 7 on 2D6) to
represent the number of grenades being thrown. If the

test is failed, then the unit becomes Pinned for the

first round of Close Quarters Combat

Soldiers are assumed to carry enough grenades to Jast
for the battle. Grenades only have an effect againgt
targets in cover, as in the open, soldiers would be more
dispersed, and the grenades would have less effect,

Attacks

Attacks in Close Quarters Combat work like shots in
shooting- each attack that hits has a chance to Wound.
If wounded the model is removed as a casualty. Each
engaged model strikes with the number of attacks (A)
on his characteristics profile. In addition, the following
bonus attacks apply:

+1 Fix bayonets bonus: Engaged models that
launched the assault that turn get to add 1 to their
attack profile for the first turn of Close Quarters
Combat if they are within 2" of an enemy model only.

Rolling To Hit

To determine whether hits are scored. roll a D6 for
each attack a model get to make. The dice roll needed
to score a hit on your enemy depends on the Weapon
Skill of the Attacker. A Weapon Skill of 4+ means you
neﬂ?d to roll a four or better on each D6 rolled to score
a hit. Attacks should be rolled together where the same
To Hit roll is needed, as this saves time and speeds up
the game.

Who Is Hit?

We assume that the soldier is contributing his shots and
blov,vs to the swirling combat going on. This means We
dop thave to worry about whether an individual model
str%kf;s its respective opponent in base contact. When 8
umit inflicts hits, it may only affect enemy models that
are engaged. See Who Can Fight on page 47.
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Rolling to Wound
e all the hits _will harm the enemy. They may be
deflected by equipment, parried at the last moment or
relv tnflict a graze or flesh wound. As with shooti,ng
gncem vou have scored a hit with an attack You must roli
_ain to see if you score a Wound and incapacitate your
foe. Consult the Damage Chart cross-referencing the
e ke’s Strength (S) with the defenders Toughness
(T). The chart indicates the minimum value on D6 r(;ll
required to inflict a Wound.

what Strength to Use

{n almost all cases, when rolling to Wound in Close
Quarters Combat use the Strength on the attackers
- profile regardless of what weapon they are using.

Suffering Wounds and Removing
Casualties

All the rules for removing shooting casualties apply in
Close Quarters Combat, in addition to the following:

When a unit inflicts Wounds, they may only affect
engaged enemy models. The player suffering the
casualties selects which models die from those
engaged. Casualties must be removed in such a
3 way that the unit maintains coherency whenever
possible. Models may not be removed to unengage
your unit from the Close Quarters Combat. In other
words you cannot only remove models close to
your opponents unit so that if enough get
eliminated your unit will be in a position so that it
is no longer locked into Close Quarters Combat.

It is possible that casualties may exceed the number
of engaged models, in which case the surplus
Wounds are lost. If a model becomes a casualty
before it has an opportunity to attack, then it may not
strike back. When striking blows simultaneously,
you may find 1t more convenient to resolve one side’s
attacks and simply lay wounded models on their side
to remind you that they have yet to attack back.

Determine Close Quarters Combat

Results .
- Close Quarter Combat’s are usually decisive, one s_lde
~ or the other quickly gaining the upper hand and form.ng
- back their foe. Numbers and leadership can keep a side
in the fight, but the casualties each side inflicts are
- usually the most telling factor. To decide who k}as won
 the combeat, total up the number of Wounds inﬂxct.ed by
 each side. The side that causes the most is the Winner,
¢ other side is the loser and may be forced back if they
@ Morale check.
both sides suffer the same number of Wounds, the
is drawn and continues next turm. :
side destroys the enemy it wWins automati
it sustained more casualties.

cally

Rules of the Game

Loser Checks Morale

Units that lose a Close Quarters Combat must take a
Morale. check to hold their ground with a penalty
depending on how severe the defeat was (see page 54).
If they fail, they must abandon the fight and Fall Back.
If they pass, the unit holds its ground and fights on, both
combatants may make Pile In moves — basically the
Combat is drawn and no further account is made of the
units defeat (apart from some good natured taunting
from the winner!!).

Morale checks and Falling Back are covered in the
Morale section on page 53.

Sweeping Advances

When a unit Falls Back from Close Quarters Combat,
the victors make a Sweeping Advance, attempting to
cut down the retreating enemies.

If the victorious unit still has models locked in
Close Quarters Combat with other units which are
not Falling Back, the victors do not get a chance to
Sweeping Advance.

Both the Falling Back unit and the winning unit cach
roll a D6 and add their Initiative value to the result. In
the case of a mixed Initiative unit, use the highest
Initiative value in the unit.

« If the Falling Back units total is higher, they break
off from the combat successfully. Make a Fall
Back move for the losing unit. The winners can
now Consolidate.

« If the winners total is equal or greater they catch
the fleeing enemy with a Sweeping Advance.
We assume that the already demoralised force is
comprehensively defeated and sent packing, its
members either having surrendered or been left
either dead or wounded. The destroyed unit is
removed immediately. The victorious unit may
now make a Consolidate move.

- e g piacs SRR bR i
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- Basic Training

§ A French Veteran soldier needs to roll a 3+
; to hit. So if a French Veteran platoon, of
ten models, is engaged with a German
platoon they would roll 10 dice and every
dice roll of a three or better would score
5 a hit.

S e s R




THE UREAT WAR

Consolidation

At the end ot the Close Quartc
11 eithel liu‘\ll\\\u‘d of

.r¢ Combat, 1t &

unit s apponents e i

Falling Back, so that the victorious unit 18 no
. they

locked in combat with any enemy,
[his means they may move
an

longoer
may Consolidate
in any direction to recovelt
as the sudden victory may
and

up to D"
eftective tormation,

members flat-footed

icave IS
o storm onward

dumbfounded or ranng

according to the vagares of fate.

Units making a Consohidate move are not
slowed by Difficult lerrain. A
Consolidation move may NOT be used 1o

move into base contact with enemy models,

as this can only be done with an assault

move. Consolidating models must therefore

stop 1" away from all enemy models,
including any that may have just Fallen

Back from the combat that the Consolidating

unit has fought in

Pile In!

After the Close Quarters Combat has been

resolved, it might happen that some models

from units that did not Fall Back from the
combat are not within 6" of an enemy. These
models must make a Pile In move.

These models must move up to 6" in an
attempt 10 move into contact with an enemy or
if not possible, into a position in which they
are engaged and will be able to fight. Models
already within 6" of enemy may also be moved
closer or into base contact with the enemy unit
to make extra space if required and to make the
Close Quarters Combat look more visually

appealing. This is done in the same way as
moving assaulters but it is not slowed by
Difficult Terrain.

Once a unit is locked in Close Quarters
Combat it may only make Pile In moves and
may not move in the Movement Phase. Unit
Coherency must be maintained and models
may not approach within 1" of enemy their unit
1s not currently engaged with.

When making Pile In moves, the player whose
turn it is moves first.

& 2 B %

1 order to get some cover. 4

.| Consolidation: Having beaten the encmy this German

Lnit

chooses to make its Consolidation move back into the wood i

Yioy

Pile In: At the end of cach Assault phase, models in units that
are locked but which are not themselves engaged in combat,
Must move up to 6" to contact enemy. Following our picture
exan?pFe on page 47 Highlanders 8, 9 and 10 can now move up
and join in the fight. The Germans at the rear of the unit ar¢
then also Piled In. This makes the whole Close Quarters Combal
look visually more appealing, :
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"S'h“"ﬁng Into and Out Of Close

Is belonging to units locked in combat may not

weapons in the Shooting Phase. Their attentions are
wmp;etef)' eng‘dgefi by the swirling melee. Likewise,
while especially twisted and soulless commanders may
wish their soldiers to fire indiscriminatcly into the
Tiddie of Close Quarters Combat in the hopes of hitting
the enemy. this is not permitted.

Rules of the Game

Locked models may not normally become
casualties due to shooting. While Blast Marker
Templates may not be placed so that they cover any
models locked in Close Quarters Combat, they may
end up there after scattering and will affect friend and
foe, as will Sweeping Fire from a HMG. Units locked
in Close Quarters Combat do not have to take Morale
and Pinning checks caused by shooting: they are
considered to be much too focused on fighting to be
worried about being shot at.

r,___,_

Multiple Combats
When a unit is fighting more than one enemy unit, all
such units are said to be involved in a multiple
combat. Each unit’s attacks must be divided between
the enemy it 1s engaged with as follows:

« Models in base contact with the enemy must
allocate their attacks against the unit that they
are in base-to-base contact with.

Models engaged but not in base to base contact
must allocate their attacks against an enemy
unit that another model from their unit they are
within 6" of is in base contact with. Where this
is more than one enemy unit they may split
3 their attacks freely between those units
E although where possible attacks should be
i focused on the nearest enemy unit. Declare how
they are splitting their attacks immediately
before rolling to hit.

.
7
»

Muitiple Combats: German
Infantryman 6 can fight
either Highlander Platoon A

or British Infantry Platoon B.
Although also unengaged,
German Infantryman 7 must
fight the British Infantry and §®
German Infantryman 8 must 8
fight the Highlanders as they |8
are the closest enemy.

When determining assault results in a multiple

combat, total up the number of wounds inflicted by

each side to determine who is the winner. All the units

on the losing side have to check their Morale (and use
the same penalty as described in the Morale section).

After all of the losing units have taken their Morale
checks, any winning unit that is now free to make a
Sweeping Advance rolls the dice and compares its
total with the total of each of the Falling Back enemy
units it was engaged with. Any it equals or beats are
destroyed. Remember that winning units can only
Sweeping Advance if all of the units they are locked
with Fall Back or are destroyed. At the end of the
Assault Phase, all units that were involved in a
multiple combat must make Pile In moves towards
enemies that were originally in the combat.
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Basic Training s
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An Example of a Close Quarters Combat: o o
In this example a German Assault Platoon (in 1918) is assa:l?lnsr)i ﬁ;;t»tzalinf'izz;‘inp z-atoon, e . dis
occupying a trench. After the German players assau.lt‘mcfve@em:d:lks) so all his models J;O mOd‘la’ :1‘ . | zit’«f
ther in contact with or within 2° of the Bl‘if:.iSIT1 SOldlefS fAH occu;yinz a trenal v n an fighy {Q‘ \
so can all the British models). Since the British soldiers vo 4 Pirits dacii eed t {;u of
the German grenade attack first. The British Platoon needs to t'a‘ eLD Mo, :‘;’d <7 t,a "1 Since e: he
are 10 German models and only § British), the British Platoon's is d{ id wil he -1 4 6 r; "
quired. ‘The British player rolls a § and passes so they will not b? P%;;m eB 'at' :1141 ttrike firgy (tﬂ; at
in cover gives them an Initiative of 10 compared to the Germans Lj. The Britis 48900 avie gy s¢

LTS , :
(1 per model as on their profile) and need a L+ to hit (bas'er% . Foess 1&&?,hof 4+l éha British p : $
rolls L hits, and now they'll need to roll to Wound. The British soldiers av}el a 3 S when COMPargy ¢ : A
the Germans 3 T which means they'll need a L or better to Wound. They roll 2 Wounds and 2 of the gy,
man models are removed as casualties.

Now it's the German players turn, he's got 8 models left (remember the 2 killed by the British uw B
no longer in the fight) and since they are all within 2 of an opponent each one gets to adg +1 attag B
(Fix bayonets bonus). When added to the 1 A on each models profile the German player gets to roll 1, £ C
dice to hit. The German Assault Platoon soldier has a WS of L+ so the German player needs to rol) g {
or better to hit, he ends up with 10 hits! The German soldier also has a 3S compared to the Britig, : A
soldier's 3T means he'll also need L's or better to Wound. The German player does U Wounds ang Britig, § i
models are removed (remember no Cover Save in Close Quarters Combat). -

As the British player only scored 2 Wounds compared to the German blayers L Wounds he has lost, the
combat. The British player now has to take a Morale check, the British infantr

Y's 7 LD is modifieq by

-2 (for the number of Wounds they lost the combat by) so they need to roll a 5 or less to pass their
Morale test. They roll a 7 and fail. The British now must Fall Back and the German make a Sweeping Ag-
,. vance. Both sides roll a D6 and add their Ini.tiative scores (in this case a 3 for the British ang al
% for the Germans), the German player rolls a L which gives them an 8, and the British player rolls a ?
.5;‘&‘ which gives them a 5. Since the German players 8 beats the British blayers 5 the British unit is de-
§tmyed and the remaining models are removed from the table.

The German player now rolls a D6 for his Consolidation move.




s a ﬁmunate co@maqdcr who can rely on his soldiers
always erormmg tc:}rlvssly. In the chags zmél
confusion of bz'mlc‘ sn)lmi?g‘rs can become demoralised
3 soriented or simply terrified by the violence unlcaghc(i
against them.

To represent this clement of the unknown, your units
of soldiers may have to check to see if thej morale
holds under certain circumstances. Particular events
will require that your troops take a Morale check, and a
unit in particularly dire straits may be forced to take
several Morale checks in a single turn.

Morale Checks

Units use their Leadership characteristic for taking
Morale checks. This represents the orit,
determination, ¢lan or even plain stupidity of soldiers
in action. Morale checks are taken by rolling 2D6 and
comparing the total to the units Leadership score. If
the total is equal to or under the unit’s Leadership
value, the test is passed. However if the score rolled
is higher, then the test is failed and the unit will
immediately Fall Back.

Officers Morale
Officers in The Great War have a Command Range
(usually between 8" and 12").

Units from a Company and within the Command
Range of their Company Commander model or any unit

Morale: German Assault Platoon A can 0
that of the Battalion Command Group (C). The same app

value of Company Command Group Bl or

MORALE
"‘\\\

nly use the Leadership v

Rules of the Game

of the same Battalian . ithi X

P B‘I'k liflttcllx(jn and within the Command Range
i3 ¢ Battalion Commanding Officer can use the
) Sl Y e S P o

(.1 teers Leadership value for any Leadership based

checks they need to make.

( omm‘and Groups should always take any tests they
dru‘rcquwcd to make first, before other units can use
their Leadership value.

You can find more detail about Command Groups on
Page 55.

Units that do not have a specific commander, such as
Support Wweapons, may only use their own Leadership
value, or that of the Battalion Commanding Officer

Morale Check Modifiers

Certain circumstances can make Morale checks harder
for a unit to pass. For example, a unit that has already
suffered heavy casualties will be more inclined to give
way than a unit that is at full strength. This is
represented by applying Leadership modifiers to
Morale checks, which can reduce the unit’s Leadership
value by —1, -2 or sometimes even more.

Insane Heroism

Occasionally, soldiers will refuse to retreat even when
faced with impossible odds or particularly harrowing
experiences. Sometimes you can push someone just too
far! A score of a 2 on 2D6 always indicates a unit has
passed its Morale check regardless of modifiers.

(Alyor |
B, they can only use the Leadership

lies to Assault Platoon

Battalion Command.
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Taking Morale Tests
Units pormally have to take
followmng situations

A) If a unit takes 25% or more casualties f_mm
test at the end of the

shoating in the turn
Shooting Phase
B) If a unit is defeated in Close Quarters Combat-
test once combat results are established

C) If an enemy unit performs a Tank Shock attack
on the unit - test once the vehicle has moved

A) Shoeating Casualties
A unit losing 25% or more of ity current strength
in models from shooting during a single Shooting
Phase must pass a Morale check at the end of the
Shooting Phase, with the appropriate modifiers or
else it will Fall Back.

A unit that is already Falling Back, is Pinned or
is locked in Close Quarters Combat does not have
to take this test.

B) Losing an Assault
Units that lose a Close Quarters Combat must pass
a Morale check at the end of the Close Quarters
Combat Phase with the appropriate modifiers to
held their ground. If they fail, they must Fall Back.
Units taking this Morale check suffer a -1
Leadership medifier for the difference in Wounds
their side has lost the combat by.

Basic Training
: Aplﬁmoraarmwantryhaslosta
. Close uarters Combat. They would normally
reqmna?arlasstopassmelaaderslﬂp
 test, but since they are below 5 models
(1) and lost the fight by a difference of
2 Wounds (-2), they now require a L or
Jess in order to hold their ground and
 remsin on the table.
 Also refer to Basic Training on page 57.

C) Tank Shock
- Units that are driven at by an enemy tank may wisely
decide it’s time to abandon their position and fall
 back. Ifa tank contacts any model in the targeted unit
 during the tanks Movement Phase then the unit must
 take a Morale check to see whether or not it Falls
Back. See Tank Shock page 62.

a Morale check the

Units of less than § models
Sometimes a unt W i1l be almost entirely wi

only a fow madels left. Untts of less than § mm‘;‘m
take a Leadership test at the start of each of theiy

a-1totheirl cadership penalty. Ithey pass they are g membet
with heroie fervor and continue to fight on, Il the :lm models): he
they sufter an outbreak of common sense and begip ;ll. round these
Rack and so are removed from play. all o theit table

11 the test is failed while the unit is in Close Qo Unit “‘"Cfc
Combat. it 18 assumed the unit has suddenly chosey : 1f a unit &
qurrender ot flee. The opposing unit may not (‘Qnmnda:“ jirection W1
as they are too busy dealing with prisoners or Watching ¢ . o
surprise as the enemy run n | l"irl:‘!{»: %

Command Groups, Grenade Launchers, Anti-Tank fifles : ;::‘::L i

and all support weapons such as field guns and HM(g lha;t ‘
can (but not necessarily) start the battle with less thans B
models never have to take the test at the start of the gy, *
thevre obviously used to fighting in smaller numbers,
The 1 Leadership penalty also applies to any tests the
unit might need to make during a turn (such as Pinning or

,\ssaullcd
A unit that
o regroup
are moved
: A 1f succe
shooting casualties). Close QU

Command Groups never sufter from this -1 Leadership ‘
maodifier if the unit is below 5 models, although Suppon

Weapons do.

Fall Back

A Fall Back is a fighting withdrawal, not an all-out rout.
Sometimes a fighting retreat in the face of overwhelming
odds is the only option left. A withdrawal can give soldiers
the chance to retire to a stronger position, to regroup for a
fresh attack, or hold back the approaching enemy.

Units make a Fall Back move upon failing a Morale test,
and in each subsequent Movement Phase until the unit
regroups or leaves the table.

Units reduced to less than S models that are Falling Back
must be removed as they are deemed to have surrendered,
become walking wounded or otherwise unable to take any
further part i the battle.

Most units Fall Back 2D6". Fall Back moves are not

slowed by Difticult Terrain. A unit Falls Back directly
towards their own table edge by the shortest possible route.
If playing a mission where there is no ‘own’ table edge,
models Fall Back towards the closest table edge instead.
Certain missions may also specify different rules regarding
Fall Back direction.
_ If any model from a unit that is Falling Back moves
mto contact with a table edge, the entire unit is removed
from the game and counts as destroyed, as it scatters
and deserts the battle,

Falling Back from Close Quarters Combat

Models Falling Back from a combat will move through
all enemy models that were involved in that combat 8
these enemies have already missed their chance to catch
the Falling Back unit. If any of the models end theif
move less than 1" from one of these enemics, extend
the Fall Back move until they are clear. ‘
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- mes a unit will find its Fall Bac
_assible terrain, friendly mgdg_j:l; :}2: blocked
wember they have to stay away 1" fron),, models
). The models in the Falling Back unit mg enemy
these obstructions in such a e h d’}’ move
1o their tablc edge by the shortest route ‘maiif‘t 'bz'ack
Unit Coherency. » aining
{f a unit cannot perform a full Fall Bac :
direction without doubling back, it lisB;‘::;?\?e\: m any

Firing while Falling Back
Soldiers who are Falling Back may conti :
put are obviously moving. B

Assaulted While Falling Back
A unit that 1s assaulted whilst Falling Back must check
to regroup immediately before any assaulting models
are moved. NO modifiers apply to the check.

If successful. the unit regroups and will fight the
Close Quarters Combat although they are treated as

Falling Back: The German Infantry m
10 go around and across the bridge. If t

ake a Fall Back move to
heir route across the brid

Rules of the Game

havin .

.,losegQ?lr;rIth‘laf tve value of 0 for the first round of

ey acs assmr;e;(:m}t:at. If the unit fails to regroup then

0

destroyed. ave surrendered, scattered or been
Should :

S t:le Falling Back unit fail the check or be

position ]'kegmup, the assaulting unit is moved into

e 10Ln a standard assault before any models are

¥ Ce remove X . :
Consolidate. d, the assaulting unit may then

ialling Back and Pinning
13; Clllott;adum-tthe Plnning r‘ules, Morale checks are not
s p};n r?l s which are Pinned. However, it is possible
ot 1r11g check may be required of a unit already
i dgT ack. Take the test and apply its full effects if
? i3 0 make matters worse, a unit may not regroup
Whlle Pinned either, unless they are assaulted. When the
Pinned ur.m has missed a turn it will revert to Falling
Back again, no doubt fervently hoping to get out of the
mess they’re in.
Units that are Falling Back may not Go to Ground.

. -"lw‘®v'.,

ward their table edge. As the
ge was blocked, they W

river is impassable they need
ould be destroyed (see Trapped).
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al. For example, 1! can shoot “l““‘ﬂh}“ d;"?!t Uity L
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move ‘ofl" table — once 4 model reaches the edge, thy
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<hip test it and 18 removed, doubtless .‘\{!l(‘:l(llﬂp‘. tales of the
» unit successfully passes 1ts Leadership tes TIOVEC, B foas Py B
e 0 further during that unstoppable nature <
> e any further : g
regroups. It cannot move ro \s are allowed to compatriots in the rear arcas, e
Movement Phase, except thal models are allc o ;
i ; ‘+ has regroupe shis as
Consolidate. Once a unit has regrouped 1t fights of
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COMMAND GROUPS :
i > leaderless meanies are composed of a varying number of
No army in the First World War went into battle leaderless, Companies are 1 od of & ViR ‘
1 ¥ . I3 ) £ [ 03 ; 1 : - i 2
although granted some poor bloody infantrymen might platoons and a Company Cot o ‘. (?‘y e
have preferred to. Every company had an officer with a  bought as a single choice m llm).umy 151 (.\u‘. 1008¢ \
few aides and every battalion had a higher ranked officer  Forces page 67) though cach Platoon and Command {

and his staff to help direct the battle. In The Great War we
have tumed these ‘units’ into Command groups.
Command groups have the following features:

» Any unit in Command Range of the model in the
Command Group that represents the relevant
commander may benefit from his Leadership.

« Any unit in Command Range of the model in the
Command Group that represents the relevant
commander may roll a Leadership test to target
any other unit than the nearest.

« You may not target a Command Group unless it
is the nearest target although some weapons fire
may scatter onto them.

« Command Groups do not suffer a —1 Leadership
for being less than 5 models.

» Command Groups may regroup even if reduced
to less than 5 models (you still may not regroup
if within 6" of an enemy model or if not in unit
coherency).

Command Structure
All units in your Battalion may benefit from their Battalion

Group can act independently on the battlefield.

Platoons bought as part of a Company benefit from their
Company Command Group’s Leadership when in
Command Range.

Platoons cannot benefit from another Company
Command Group’s Leadership or orders.

Units not part of a Company may therefore only use
their Battalion Command Group’s Leadership and
orders for Target Priority.

Command Range

Command Range is the distance at which the
Leadership effects of the Commanding Officer are
noticeable. Some armies, due to their poor officers,
have a limited Command Range.

12" is the Standard distance.

To use the Commanding Officers Leadership, a unit
must have at least one model in Command Range
distance from the Commanding Officer model in the
Command Group unit,

Command Groups should always take any tests they

are required to make first, before other units can use
their Leadership value,

- You cannot use a Commanding Officers Leadership
m the following circumstances:

/

; * The Command G = 3 ‘
Command Group benefits. If playing more than one and Group is Falling Back.

Battalion, each unit may only draw benefit from their

’ * The Command G Py
Battalion Command Group and not from any other one. roup 15 Pinned.




qargeting Command Groups
"4 Qommand (roup 15 @ small unit usually standine
 hehind their soldiers. In the heat of batdle, it s uniikely
e ety R ,w““m spot the officer’s unit iz
asiddie of his formation. Most armies took great care
o ensure s 1!1(‘” “‘“'Cm were hardly recognizable
from rank and file units
This means that.
+ You cannot choose to target the Command Group

with any of your units, unless it is the nearest target

Rules of the Game

available (ignoring Falling Back units and units
reduced to less than 5 models). .

* You cannot place a template so that the hole is
centered on any model in the Command Group unit.
Due to scattering however it is possible for some
template weapons to still land on a Command Group.

The Movement Phase
{ he Command Group follows all the movement rules
for models of their type, be it infantry or cavalry.

VEHICLES

———

On September 14" 1916, the BEF deployed the first tanks
onto the battleficld. They did not have an auspicious start,
of the 49 tanks ready to go into action only 32 actually
made it to the starting poimnt on the British side. Of those
32 only 9 made it across to the German lines.

This section covers the rules for Tanks and Armoured
Cars used in The Great War.

Vehicle Characteristics

Vehicles have characteristics that define how powerful
they are in a similar way that soldiers do. However, as
vehicles do not fight in the same way their
characteristics are different. Vehicle characteristics are
as follows:

Front Side Rear
Type Armour Armour Armour  BS
Mark IV tank 11 10 10 5+
Type

Vehicles come in a several different types. The different
types are Tanks, Fast Tanks and Armoured Cars.

Armour Value

The Armour Value of a vehicle tells you how hard it is
to damage. Vehicles have separate Armour Values to
represent their protection on their front, sides and rear.

Ballistic Skill

Vehicles have a BS value just like soldiers and it represents
the accuracy of the crew as they fire at their enemy with the
vehicles weapons. The BS 1s generally less than normal
soldiers, to represent the fact the vehicle is moving, and
has more limited visibility across the battlefield.

Vehicle Movement

~ Tanks

- World War One Tanks moved across no mans land ata
- Speed of 3-4 miles per hour, about the speed of th::
. &dvancing infantry. As such, Tanks have a speed of 6.

Tanks, unlike most other models can only turn once
at any point of their movement. Tanks turn by pivoting
on the spot about their centre point. Turning does not
reduce the vehicles move, but once the Movement
Phase is over they can only make turns as described in
the Shooting Phase to bring weapons to bear if they
have not actually moved in the Movement Phase.

Fast Tanks

Late in the war the BEF introduced the Whippet and the
French introduced the FT-17 (the most produced tank of
the war). These were faster moving, lighter and more
maneuverable than the earlier Mark IVs and St
Chamonds. These tanks were able to advance rapidly
on the battlefield in order to achieve the breakthrough
that the Allies were desperately seeking.

We refer to these tanks as Fast Tanks in the army lists.
Fast Tanks can move up to 9" (instead of 6" for other
tanks) and are more efficient with their weaponry while
moving, as demonstrated by their separate entry on the
Vehicle Movement and Shooting table.

Unless otherwise specified they are subject to all
other rules for tank movement such as the Breakdown

and Difficult Terrain tests, etc

Armoured Cars
Armoured Cars are fast vehicles, and they have a

movement of 12". However if you have a road an
Armoured Cars speed increases to 18" as long as it stays
on the road. Armoured Cars can turn any number of
times as they move just like any other model.

Terrain Effects
Tanks that move out of, into or through Difficult Terrain

risk becoming stuck, or bogged down. A Tank tests

whenever it attempts to enter Difficult Terrain, move

through or out of it. If the test is failed, the Tank halts
immediately. If it was attempting to enter Difficult Terrain
it stops just outside. If a Tank has moved up to 6" ‘the test
is taken on a single D6. If the dice rolls a 1 the test 1s faxlgi
and the Tank is immobilised for the rest of the game, while
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a 2-6 means that it can carry on moving. For Tanks moving
more than 6" you roll 2D6 and if either dice comes upal
the Tank is immobilised for the rest of the game, however
if both dice come up as 1’s the Tank is considered to be so
bogged down that it counts as destroyed. Armoured Cars
are not allowed to cross Difficult Terrain, if for some reason
they enter difficult ground they are immediately bogged
down and count as destroyed.

Trenches

Trenches are a special type of Difficult Terrain for Tanks.

Due to the varying width of trenches and the different

abilities of the various Tank types to cross them there is g

table to use whenever a Tank tries to cross g trench,
When the tank gets up next to the trench roll a D6 and

consult the table below:

o B ovn T

ch: In order to cross a trench a dice roll is required and the Mark IV D56 has rolled a 6 and can cross

safely. Mark IV D47 has failed the test by rolling a 2, but as it is equipped with a fascine it can reroll this result and 5.

T
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1 Tank is permanently ditched and cannot
move for the remainder of the game.

2,3 Tank gets stuck trying to cross, no move this

turn but roll again on the table next turn.
4,5,6 Tank crosses successfully.

Tanks equipped with a Fascine are allowed a re-roll
on this table but have to accept the result of the
second roll.,

Tanks and wire

World War 1 tanks were an excellent way of breaking
thro_ugh enemy wire. If a tank moves through a Wi
section the wire section is removed.

D




~ Tank Breakdown :
2 anks were extremely unreliable
i ﬁ;rgdcred lucky if more ’than h@lt‘ of your:;mi:liye\:?%
working order at any given ‘nmc. Too take this iL n
at any tank that moves in its turn muysg l'o]}:‘ [r;t:
fal is rolled, roll another D6 apg Consu](t ,‘ )
kdown Table. If the Tank has moved 3" oy 1o¢ t e
or less for Fast Tanks), after. consulting the Breakri:((‘
Table you may re-roll the dice once.

T T A T

wn

BREAKDOWN TABLE
D6 Roll  Result

| Smoke starts pouring out of the tank,
any shots it takes are at -1 to hit or an

extra D6" scatter for barrages.

|3

Overheating, its getting hot and the
crew opens the hatches, treat any glanc-
ing hits as penetrating.

3 Drive Gear Jams, Tank will move 6" in
a straight line from now until it hits
something or is destroyed.

4 Throws a track. Can still fire weapons

but cannot move for the remainder of

the game.
5 Breaks Down. The tank can not move

or fire this turn as the crew is frantically

working to repair the tank. It will act
normally on its next turn.
6 The engine spits and sputters but then

catches and runs normally — no effect,

the tank acts normally.

Rules of the Game

Vehicles and Shoo
; n a vehicle fires

u.haructcrislic (rcprcscm‘il
like other units. Vehicl
but are limited in the
they can fire.
Shooting table

ting
it normally uses its own BS
12 the BS of the crew) and shoots
es can fire weapons on the move
\ number of larger weapons that
ll){ctcr to the Vehicle Movement and
il el stl(‘)lv:i"/\,:s‘u‘u vehicle iu..nul u"quircd to
B wmp“n;f: .Ag, c»l.\rgc(.. especially since most
Ry : :\ung m all directions, Vehicles are
i shp g 1 'wmpnn at any target in that weapons
d may fire at more than one target 1f they wish.

Vehicle Weapons

V Elinle agrea i 11

g Ll.\lLflt. L.‘ll’l"l(‘.d h_y vehicles differ from the ones used
oY Infantry. The limited line of sight and the difficulty

to loz > We ] it
o load the weapon with ammunition explain why they
are less efficient.

T'he stat line of weapons carried by vehicles are:

WQ*‘R“" Range Strength Special

l\j[achmc Gun (MG) 18" 4 Pinning

Gun 24" 4 Large Blast
Marker,
Pinning

Vehicle Machine Guns

Vehicle Machine guns shoot 6 times during the
Shooting Phase and are not able to use Sustained Fire or
Sweeping Fire HMG special rules.

Although tanks and armoured cars were equipped
with HMGs, in order to ensure vehicles are used on the
gaming table in the way they were used historically, the
weapons are deliberately different.

Vehicle Guns

Vehicle Guns follow the shooting procedure and special
rules of Medium Field Guns. Refer to page 42.
Although tanks were armed with a range of different
calibre guns, to ease game play we have given them all
the same effects.

Notes: Tanks can always use all their wea
If moving up to 3" they can us¢ either one
Other Vehicles can use all their weapo

VEHICLE MOVEMENT & SHOOTING TABLE

Fast Tanks

Movement Tanks
Stationary All weapons All weapons All weapons
Up to 3" Up to 1 Gun or Up to 1 Gun or All weapons
All Machine Guns All Machine Guns
Upto 6" All Machine Guns Up to | Gunor All weapons
All Machine Guns
Upto 12" NA Up to | Machine Gun Up to 1 Machine Gun
(9" for Fast Tanks) e

pons as long as they have
gun or all their MGs assu
ns if moving 6" or less,
h pick a different targe

Armoured Cars

ming they actually have a choice.
and up to one MG if moving up to 12",
¢ within their line of fire.

Remember that Vehicle weapons can ¢ac

————
pmonsme———
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Choosing a Target ‘
Vehicles have the advantage of being able to

automatically pass the Leadership test required to target
enemy units other than the closest. They are still bound
by the Line of Fire restrictions (i.e they must be able to

draw a Line of Fire to their target).

Turning to Face
Tanks may not pivot during the Shooting Phase.

Armoured Cars may pivot, but the pivot counts as a
Movement for determining the number of weapons able

to shoot.
Some vehicles have turrets that can swivel around to

engage targets that the vehicle is not necessarily facing.
Turret mounted weapons can turn before shooting.

This does not count as Movement.

Firing Weapons
The rules for firing vehicle weapons are the same as the

rules for firing the same types of weapons by infantry —
you roll to hit, roll to Wound, and then make Cover

Saving throws as appropriate.

Vehicle Line of Sight

Choosing a Vehicle as a Target
Any of your units can choose the closest vehicle as 4
target. Just as when shooting at infantry, they may take 4
Leadership test to fire at one further away. When a unit
fires at a vehicle it must direct all of its shooting at it.
Roll to hit against vehicles in the same way as you
would against other units. If any hits are scored you
then roll for each to see if they penetrate the vehicle's

Armour Value, as explained later.

Vehicle Armour Values

Not all vehicles are armoured equally. As such, each
different type of vehicle will have different Armour
Values, with individual vehicles varying depending on
whether the shot comes from the front, side or rear.

If the hole in the middle of a Blast Marker is not over
the vehicle but the Blast Marker 1s, then the Strength of
the shot is halved (rounding fractions down).

In the case of a barrage weapon of any kind, if the
hole in the middle of the Blast Marker ends over the
vehicle, the shot is assumed to hit the Rear of the
vehicle. Use the Rear Armour value for such hits

Armour Penetration

Hitting a vehicle is no guarantee that you will actually
damage it. Once a hit has been scored on a vehicle, roll
a D6 and add the weapons Strength characteristic 10 it.
comparing this total against the vehicles Armour Value.

Just like infantry, vehicles need to be able to draw a
Line of Sight to their targets in order to shoot at them.
Vehicles trace their Line of Sight for shooting directly
from the weapons mounting. Weapons mounted on
vehicles often have a limited arc of fire and may not fire
on units that are outside this arc. Nevertheless, for the
purpose of shooting, each vehicle mounted weapon
counts as a different unit and so, can pick his own
target. A tank may then shoot at more than one target

~ unit in a given turn,

* If the total is less than the vehicles Armour Value:
the shot has no effect.

* If the total is equal to the vehicles Armour Value,
the shot causes a glancing hit.

* If the total is greater than the vehicles Armour
Value, the shot causes a penetrating hit.




A hit on @ vehicle can have a variety of resylts A
vehicle’s anmour could be completely picrccdn e
Sy result in giving the crew a paspy \'!;D)‘l:t

gively, a lucky shot could detonate an{ma;mt;\ :
within the vehicle. If a vehicle's :mnourk"?

hed. you need _m determine what damage ::
csused. Roll a D6 for each shot that glanced w\
etrated the vehicles armour and look u{w the i

on the appropriate damage table below.

result

| GLANCING HIT

{Weapon Strength +~ D6 = Armour Value)

Result
1-2 Crew Shaken
Crew Stunned

WS

4 Armament Destroyed
5 Immobilised
6 Vehicle Destroyed!

PENETRATING HIT

(Weapon Strength + D6 > Armour Value)

o
=N

Result

Crew Stunned

Armament destroyed & Crew Stunned
Immobilised and crew stunned
Vehicle Destroyed

Vehicle Destroyed

Vehicle Explodes!

o T S O O S

Damage Results

Crew Shaken :
The vehicle is rocked by the attack, but no serious
damage is sustained. The vehicle may not shoot next
turn.

Crew Stunned
The vehicle is seriously knocked about by the attack.

The vehicle may not move or shoot next turn.

Armament Destroyed

One of the vehicle’s weapons is ripped off by the force
of the attack or its crewmen killed or wounded. A
weapon chosen by the attacker cannot be used for the
rest of the game. If a vehicle has no eligible weapons
left, treat the result as immobilised instead.

Immobilised A 1
~ The vehicle has taken a hit that has crippled a whee : ;
track. It may not move for the rest of the game. Al

Rules of the Game

"_n‘!Tmhiiisud vehicle may not turn in place but its turret
?\T 't has one) may continue to rotate to select targets
d.nd other weapons retain their normal arc of i]rc‘
Further immobilised results  count  as .
destroyed instead.

armament
Note: A vehicle which suffers an immobilised or
armament destroyed result when it has no weapons
left, and is already immobilised, counts the result as

a Vehicle Destroyed result instead.

Vehicle Destroyed
T'he attack critically damages the vehicle. The vehicle is
destroyed and becomes a wreck.

Vehicle Explodes!!

The vehicle's fuel and ammo detonate, ripping the
vehicle apart in a spectacular explosion. Flaming
debris is scattered D3" in every direction, measured
from the vehicles edges. Models suffer one Wound
on a roll of 4+ (Cover Saving throws allowed), but
other vehicles struck by this debris are unaffected.
The exploding vehicle becomes a wreck. The D3"
affected area around the vehicle also becomes
Difficult Terrain with a 5+ Cover Save representing
scattered wreckage or craters.

Wrecks

A wrecked vehicle should be marked with some cotton
wool smoke and flames and left on the table. It
continues to block Line of Sight as if it were intact but
counts as Difficult Terrain for infantry movement. It
provides a 4+ Cover Save for models on top of it or
looking around it.

Its worth noting these results are all deliberately
simplistic for ease of game play and players can, should
they both agree, modify the charts to suit themselves.

Obscured Targets

Vehicles do not benefit from cover in the same way as
infantry — their sheer size means that they will be
relatively easy to hit. They can position themselves in
such a way as to make it harder for the enemy to hit
them in a vulnerable location.

When firingon a vehicle, check that the firing models
have a clear view of the whole surface (front, side, or
rear) of the vehicle that they are firing on.

If at least 50% of the side they are firing at is
obscured by intervening terrain, or by other vehicles,
artillery models, or wrecks then the target is classed as
obscured. If the target is obscured and a glancing hit is
scored, the vehicle owner rolls a D6. On a roll of 4+,
the hit is cancelled. ‘ e

If the target IS obscured and a penetrating }fnt 18
scored, the vehicles owner rollsaD6 ~ona ryll ot'a 4+,
the penctrating hit is downgraded to a glancing hit.
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Vehicles and Assaults

Vehicles can be both very dangerous and very
vulnerable at close quarters. On one hand, massive
armoured vehicles can scatter infantry before them,
as no one in their right mind would wish to be caught
beneath the tracks of the iron beast. On the other hand
a stationary vehicle can often be casily destroyed, as
individuals clamber over it, attaching grenades and
shooting into vision slits.

Tank Shock

Tanks can overrun enemy units during
Movement Phase. During their Movement Phase, a
player can declare that a tank is going to attempt to
Tank Shock an enemy unit. If the tank has sufficient
movement to get into contact with any model of the
targeted unit, the enemy must move aside and infantry
may be forced to Fall Back.

To make a Tank Shock attack you must first specify
the direction of movement before moving. After the
initial turn, you may not change direction during the
move. Next, measure to see if any enemy units will
be reached by the tank. If an enemy unit is not
reached, just move the vehicle and no Tank Shock
takes place. If a unit is overrun by a tank and
individual models would end up underneath the
vehicle, they must be moved out of the way by the
shortest distance (maintaining Unit Coherency if
possible) but otherwise the unit is unharmed.

Remember that vehicles cannot move over friendly
models and may not be able to move over wrecks.

If an infantry unit has to move models in response
to a Tank Shock, it must take a Morale check. If an
infantry unit fails its Morale check it will Fall Back.
A tank may still shoot if Tank Shock is successful

or not.

their

Infantry Assaulting Vehicles

Infantry can pose a grave risk to vehicles if they get
close enough. Soldiers can wreck a vehicle by shooting
through vision slits, planting explosive charges, or some
other imaginative act of mayhem.

Whilst vehicles can be assaulted by infantry, they
cannot be locked in Close Quarters Combat by them,
so when a vehicle’s player turn comes around it can
simply drive off (unless damage prevents it).
Alternatively it could just remain stationary and blaze
away with its weapons at the enemy around it.

Launching an assault
A unit can engage a vehicle by assaulting it in the Close

Quarters Combat phase. The assault move is conducted
just the same as when assaulting other units. Models
can only assault the side of the vehicle facing them at
the start of their assault.

You may never assault the Front of a vehicle that
moved in its previous wm. As assaulting a tank can be

a dangerous task, any unit declaring an assault again
a tank must pass a Morale test to do so. If fajle A thm
unit doesn’t launch the assault. N

Hits
Models attack vehicles with the same number of ttackg

as they would if attacking any other unit - so a mgq 7
gets +1 for the Fix Bayonets modifier, for example. The

roll to hit score needed is as follows: ,

Target D6 roll needeq

Attacking a vehicle that is
Immobilised or was stationary  Automatic hit

in its previous turn.

Attacking a vehicle that moved
6" or less in its previous turn 4+

Attacking a vehicle that moved
more than 6" in its previous turn 6+

Armour Penetration in Close Quarters Combat
Armour penetration is worked out as normal (D6 + the

Strength of the attacker).

Grenades
A well placed grenade can often severely damage or

destroy a vehicle. Grenades have to be clamped or
placed so as to inflict enough damage, so each model
using them can only make one attack, regardless of the
number of attacks on their profile or any other bonus
normally gained in the assault. Only models in base
contact with the vehicle may attack it using grenades.

Against vehicles grenades have the following
armour penetration:

6 + D6 armour penetration

Results

At the conclusion of a round of Close Quarters Combat
against a vehicle there are no Sweeping Advances or
Consolidation moves. The vehicle and infantry are free
to simply move away on future turns.

Models that have assaulted a vehicle are not classed
as locked and therefore can be shot at during the
Shooting Phase, just bear in mind Large Blast Markers
and templates may well hit both sides.

Vehicle Morale

Vehicles don’t need to take Morale checks for any
reason; they are clanking great behemoths. It 15
assumed that in all cases the vehicles crew has
unshakeable faith in both their vehicles and you 33
their supreme commander. Any occasional lapses
that do occur are represented by shaken and stunne
crew damage results. ;
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ese rules may apply to units in many of the grm;

: { 3 sy are lic (]

The Great War, so they are listed here for convenjey .
ce.

Assault Training
This ability represents the training that some unit
penefit from and that enables them to move I its
quicki\ on the battlefield. hore
[f not Assaulting, any unit with this capacity ma
move o ﬂ.lC Assault Phase, ignoring penalties f0)1/'
pifficult Terrain. Models in the unit may not come
within 1" of an enemy model or unit, :

Scouts
In the right circumstanccs, stealthy soldiers have the
ability to work their way into a forward position on the
pattlefield.  Once both sides have completed
deployment, but before the battle begins, each unit with
the Scout ability may be moved D6" further onto the
table, ignoring penalties for Difficult Terrain.

If both sides have scouts, the winner of a Strategy
Roll may decide to move his scouts first or second.

Pioneering Equipment

Pioneering equipment consists of wire cutters, Bangalore
torpedoes, shovels, and anything that might be of use in
removing wire. 1fa unit with pioneering equipment ends
Jeast 3 models in contact

; their movement phase with at

: with barbed wire, they will remove it at the end of the
turn providing they do not shoot in the Shooting Phase or
“assault in the Close Quarters Combat Phase. The)_/ may

. move normally on their next turn. A single unat can
temove more than one barbed wire section, provided at
least 3 models from the unit are in contact with each
section of wire.

Infiltration Tactics .
Soldiers trained in Infiltration Tactics arc better trained at
Crossing Difficult Terrain such as shell cratergd g'rounc.i,
- Obstacles and woods. To represent this, any umt with this
Mraining may roll 3D6 and pick the highest result when
ing through Difficult Terrain rather than 2D6
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Bombers

B TS §
s fE)lynbus arc': the soldiers that would
grenades into the f ght so they coul

with grenades | :
S just pr Bl
make Just prior to the ass

carry sandbags full
d shower the enemy
A _ ault. Bombers may
attack‘;lzgzczzzﬁttacfk instead of firing their rifles. Their
7 M ug(i:C.OV 8‘ and is at Sl.rgngth 3. When a unit
D th; s )Bombcrs ability, all models are
sy v OVY grenades. You'may not choose to have
S § El!se firearms Yvhxlc other models throw
d* RASS. The number of bombers in the squad
ctermines the number of hits the target unit will take:

*8or more models in the unit, the target takes a
D6+2 hits

* 4-7 models in the unit, the target takes D6 hits
* 3 or less models in the unit, the target takes D3 hits

This attack does cause a Pinning check. Cover Saves
are not allowed against a bombers attack, this is because
the grenades land in and around the troops and so they
have nowhere to hide.

Bombers may assault after throwing their sackfuls of
grenades and so will be able to throw standard grenades
as they assault.

Spotters

Spotters are soldiers trained to spot for the guns and
correct the fall of their shots. Spotters are assigned to
mortars or field guns at the start of a battle. So long as
the spotter is within 12" of their assigned weapon the
weapon can use the spotter’s abilities.

« If assigned to a mortar, the mortar ¢an use the
spotter’s Line of Sight as opposed to its Own.
You still measure range from the mortar but use
the spotter’s Line of Sight to pick your target.

« Ifassigned to a field gun, the field gun can reroll
any misses.

» Spotters cannot be targeted unless the unit is
within 6" of the spotter.

Smoke '
[n World War One smoke barrages Werc used to hide

movements from the enemy. Smoke is.placed on Tumn

1 in the Shooting Phase of the rgspectxvf: army. Use 2

Large Blast Marker templates side by sxfie, in contact
and forming a line (with cotton balls on it 10 represefxt
the smoke), and place them where you want. The Sm":}c
may scatter 2D6". Smoke blocks all Lmes:’ of Sight :r
firing. On the Shooting Phase of Turn 2 the smoke
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shrinks to the Blast Marker template (replace the
Marker of your choice first and the other is placed 1n
contact with it), and on Turn 3 it is removed completely.

Cavalry

111 the major armies in World War One had large
contingenis of cavalry. They were used as scouting
troops and throughout the war, held as a reserve to
exploit the breakthrough that all the commanders

hoped for.
This unit behaves differently on the battlefield than
a normal Infantry unit. The exact changes are detailed
below, divided between the different phases of the

furn sequence.

Movement Phase

Cavalry moves at a speed of 9", Cavalry are capable of
making a faster move if they concentrate on moving and
do not take the time to fire their weapons. They may
use the Elan special rule as described on page 98. In all
other respects they move as infantry.

As cavalry was notoriously slow when crossing
Difficult Terrain, they only roll 1D6 and use the result
to determine how far they move. Trenches and Barbed
Wire are impassable to Cavalry.

Cavalry may never move into a building. Cavalry
may not Go to Ground, though it may be Pinned.

Before the start of the game, you may agree with your
apponent to let the Cavalry dismount during the course
of the game. Cavalry can only dismount at the start of
their Movement Phase, if they are not Falling Back or

inned. Remove the mounted models and
replace them with appropriate dismounted models. The
unit may move as normal, but will not be able to

are not P

remount during the game.
Once a Cavalry unit has dismounted, the unit loses

all benefits from the Cavalry special rule and is
considered from now on an Infantry unit, though the
unit keeps its equipment. The profiles of the Troops are
replaced by the profiles of Soldiers from the Infantry
Company of their army list. Captains profiles remain
unchanged. Dismounted Cavalry are not considered
Light Troops anymore.

Shooting Phase
Cavalry follows the same rules as Infantry when shooting.

Saves

If cavalry moved in its turn it does not get any benefit
of Cover Saves. Only if they remained stationary on
their turn do they get a Cover Save.

Close Quarters Combat Phase

Cavalry are capable of making an especially fast
charge to assault their enemies. When assaulting they
move 9". They are slowed by Difficult Terrain - but
remember that a Cavalry unit only moves 1D6" it

Difﬁcult Terrain. Otherwise they assault exactly 25
Infantry would.

Morale
Cavalry Fall Back 3D6" due to their speed.
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THE GREAT WAR

ORGANISING A BATTLE

Now that you have got the rules for moving, shooting
and fighting with your army we'll ook at how to organtse
a game, including how to choose your force, how to set
up the battlefield, and how to select a mission,

ORGANISING A BATTLE SUMMARY

1. Selecting Your Game Theme
2. Choose Forces

3. Prepare the Battlefield

4. Choose Mission

5. Deploy Forces

6. Start the Game!

PLAYING THE GAME

Selecting Your Game Theme
There are many ways of playing games using The Great

War rules. Some players will wish to recreate a specific

historical battle or engagement, with detailed orders of

battle, accurately painted models and carefully con-
structed terrain. While for others, it will be all about
simply playing a fun game using the army they have
just collected or friends getting together to do battle
with equally matched armies in a balanced game with
an objective which will test their generalship and luck
with the dice to the limit!

Each of these approaches will give a different expe-
rience of the game, depending on your gaming tastes.
On any given night any of these options are correct,
there is no right or wrong and indeed they can be mixed
together. It is your game.

However, in order to help you on your way especially
if you have never played a table top wargame before, we
present a number of these different styles of play. More
choice will be included in future Great War supplements
and on the Warhammer Historical web site.

For simplicity, we have categorised these styles as

follows.
Standard Missions
Operational Missions

Battleground Operations

standard Missions offer balanced scenarnos thyg Wil
put yout general’s skills to the test. Both sides will
have an equal sized force Ihey do not require &

specific scenery and can be set up quickly. They g,
good for testing a new army hist or playing with 5 New
opponent and will need no preparation. As it wag g,
for forces to engage without purpose cach mission b

a choice of objectives

Operational Missions offer an opportunity 1o take g
Srandard Mission and add some detail and purpese
They are inspired by real circumstances from The
Great War. Some use the deployments found in g
Standard Missions as a basis, others have ney
deployments  but cach mission has a differen
objective and will give a different style of play.
Operational Missions also introduce the concept of
Attack and Defend forces.

Battleground Operations are one of the best ways to
experience the conditions and constraints of warfare
between 1914 and 1918, setting your game in the wider
scheme of First World War history. This setting will be
a specific engagement of The Great War, such as the
famous battles of Ypres, The Somme or Amiens.

They will provide a series of Standard and
Operational Missions with additional special rules to
translate the conditions of these battles to the tabletop,
restrict the types of armies you can field and provide
information on the amount of terrain you can use,

Battleground Operations will be featured in future
supplements for the Great War along with additional
Standard and Operational Missions.

Players may of course make up their own missions
based around historical or hypothetical engagements,
varying the way units are deployed, the victory
conditions, the terrain, or even adding their own mission
special rules to represent particular occurrences.

They may also decide to vary the army lists, to repre-
sent different forces more suitable to their missions o
the historical scenario they are recreating.

Regardless of which style of play you choose, or if
you have never played a wargame before, you and your
opponent need to agree and select a theme for your
game and choose the scenario and mission, then you ar¢
ready to move to the next stage. For convenience, and
because we recommend you play your first few games
of The Great War using the Standard Missions anyway:
the next sections assumes that is the case.
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.+ force is considered to represent a Battalion.

The MOt popular approach to playing a Standard
Mission game mvolves bx?lh you and your opponent

ecting forces 1o a prc{vmusly agreed points limit
A limit of 1000 points a side produces a wel] bulanccd
‘ame that can be conclu.dcd in a couple of hours on a
g x 4' table. As you build up your armies and enter
e ranks of 11.19 veteran gamer, you will no doubt
crave opportunities to get your entire figure collection
onto the battlefield and play with bigger point value
armies in specific missions of your own creation.
Don’t be in a mad rush to play huge points limit
games — it is far better to start small and gain
familiarity with the rules rather than trying to master
everything at once. You will inevitably make
mistakes in your first few games. so it is better to play
a number of small. quick games to learn the ropes
pefore moving up to a full-sized game.

As detailed in each army list, all the forces you can
use are categorised broadly by type. These types are
Headquarters (HQ). Core Companies, Battalion
Support, Regimental Support and Divisional
Support. These categories tell you something about
the role the troops in question play in the army.

In some lists you will see that some Supports are
indicated as Companies (e.g. Infantry Compnay or
Highlander Company). If you select that support
choice, you may field a single Platoon as it’s not
mandatory to field a full Company. The same goes
for Cavalry Squadrons: you may select a single
Troop if that is a preferred option.

If the Army List only gives the option to field a
Platoon/ Troop, you may still field a Company as long
as the unit entry offers the option for Companies.

A headquarters unit usually includes an officer and staff
(usually represented by 2 or more soldiers). These arc
the leadership units for your army and every army will

{:.‘Me a headquarters unit to command it.

Core Companies

%‘5 are the soldiers that make up the bulk of your
amy and as such, every army will have at least two such
5. A company usually includes a Commancfl Group
2 - 5 Platoons of infantry. For some battalions 'the
Company may be replaced by Squadron or Section
units will still form the core of your force..

v
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1es¢ are light gy
fepresents ge
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Into thig ¢

pport

ot ppgrl units in your army. It also
-S Ao b : ~ ¥ b .
pecialised forces drawn from the

anks. Light Mortar
. rtars and UMGs usually £
ategory, d HMGs usually fall

Reglmental Support
Cgimental S 'L uni

e ]fm“l Support units are more specialised and

, °>  common than Battalion
lamethrowers and field

Regimental Support units,

units.
types of

Support
guns are

Divisional Support

Support units are literally the big guns and specialised
su its of is secti

: ppun units ot the army. In this section you'll find the
‘ %a\ 1estitems of equipment. Tanks and Heavy Mortars
are examples of Divisional Support.

Note about Support choices:
Vhe o6 g S i i
When you see a Support choice that resembles this:

Regimental Support
(0~ 1 per Core Company choice)

77mm Gun

0 - 2 Light Mortar Sections
Jaeger Companies

0 — 2 Machine Gun Sections

This means that you get one Regimental Support
choice per Core Company choice, so if you had made
three Core Company choices you could take up to
three Regimental Support choices. Within Regimental
Support you are limited to a maximum of two Light
Mortars (0-2) and two Machine Gun Sections (0-2).
So if you have three Core Companies, you could take
a Jaeger Company and two Machine Gun Sections as
your Regimental Support but you cannot take three
Machine Gun Sections as you are limited to a
maximum of two.

In the Army List section, starting on page 87, you
will find some example rosters that will also help you

Despite the allure of many specialised
units such as tanks and stormtroopers
the key to victory in any Great War
game will be your Core Companies of
Infantry and Cavalry. Take plenty of
them and deploy them wisely.
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Fhe Army lists

Fhe hists i this book reprosent Jitterent battalions trom

Vestern Front i
the

middle vears of the war as well as some ol the
D B

the anmies of the major powers on (he \
1914 and 1918 Future supplements will covel

additional Baush Commonwealth forees from |

To create vour foree you select one ot the Rattahon

Organtsation Tables that represents youl models, be
it a 1914 German Jacger Battalion ora [O18 French

Veteran Battalion. You then select umits from that
able, following any restrictions placed on the
pumber of units or support chotees, up o the total
potnts you and your opponent have agreed to
Remember you have to take an HQ and two Core
Company choices from your list before you can take
I'he number of Core Company

any support units
many ol the

chotces taken will
various support chorces you can mclude i your
I'he larger your army the more support you are

determine how

army
allowed, as bigger forces get more support,

Multiple Battalion Games

s vour collection ol miniatures grows, the urge "y
: 4 Use
them all at once W i1l become hard 10 resist Cspecialy »
f

o ()p(-l‘\lmlml Missions and “iﬂlle

VOU Mmove Broup

Operations Above a total of 2000 pts, the hulluh(

Organisation [ables can become a limiting factor “)‘“
allows you to build the mummum sized lmllulm:
| reasonably be expected to complete a """‘\'lun‘

table

that cal
On a larger scale, an army will consist of any sye)
Such

pattalions, cach performing separate missions, |f you
want to play an especially large game then, as wel] 4
agreeing a poimts [imit, you may wish (o agree 1o i““"Uuaé
the number of battalions. Hach battalion will be a separaie
{orce, using its own Battahion Organisation Table,

You may field up to one Battalion per 1000 pts or pag
(hereol. So a 1,500 pts army could be composed of up
(0 two Battalions. All Battalions must come from the
same list, but not necessarily use the same variant (y
1018 French army could be composed of a Veteray
Battalion and a Second Line Battalion).

Fach Battalion must still feature at least one HQ) and
two Company choices unless you agree differently with

your opponent.
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sections, each lead by a senior NCO. Two to Five Plat ]
company HG commanded by a Major or Captain. g HE R N

: A Battalion was formed up of 3 to 5 Companies, under the 1 i 3
' 2 o : . s s eadership of a Major or
lieutenant Colonel. During the First World War it was the smallest level of organi‘)sation
that was capable of any kind of independent action, i.e. without support and guidance
from higher echelons. DI

This table shows the breakdown of the commands of infantry formations and in parenthesis
you'll find the rank of the commanding officer.

BEF b 4 French Army

Battalion (Lieutenant Colonel or Major) Bataillon (Lieutenant Colonel] \
; Company (Major or Captain) Compagnie (Commandant ou Capitaine)
Platoon (Lieutenant) Section (Lieutenant) :
Section (Corporal) Gruope (Sergent)

German Army - :
Battalion (Major or Oberstleutnant)
Company (Major or Hauptman)

. Zug (Oberlieutnant) 5
Gruppe (Gefreiter or Unteroffizier)

Ror the Cavalry arm the company was knovn as a Squadron and the platoon 458 Troop.
: vhat specialised in their tasks.
18 t, ' +pin a platoon had became some . ; :
11y atfl ?Le:?;ggs sggt?jgl;msporgam' sed larounélo ;Stlﬁ& !;Ig;hme gmonl’e Wifuo iefi?: Zigngrtl,
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¥ ; ; .
&lloweg some platoons to be entirely upgr ,ded to Bombers or add light machine guns O

4 the effects of this equipment to represent the fact
£ the Platoon were

tigt ¢ launchers etc. We've reduce  oed with it
hls"'Orical}.y not all members O




' GREAT WAR

PREPARE THE BATTLEFIELD

Setting up a well-modeled, interesting battlefield will
enhance the enjoyment that you get from playing a
game of The Great War. Many players will happily
collect several armies before even considering the
possibility of investing some time and effort in
producing good terrain. This is a shame, as a new set
up for your games can breathe fresh life into the most
heavily used armies and missions. Adapting your tactics
from fighting in rolling woodland to fighting in a war
torn town is both challenging and fun.
It is best if terrain placement is done by mutual consent.
A common convention is for the player hosting the game
(or arriving first) to set up the terrain, and for the other
player to have choice of the table edge. In the mission
descriptions this player should be assumed to have won
the dice-off for table edge or quarter. In tournament play,
terrain will often be pre-set by the organisers, in which
case a roll-off is needed for starting table edge. In other
circumstances the players should mutually set up the
terrain, ensuring that the set up 1s acceptable to both.

How Much Terrain?

During World War One, battalions were usually
required to take possession of villages, woods or high
ground as part of the wider offensive. These types of
action ideally suit themselves to Great War games, and

players prepared to spend some time in further readip
will find many excellent examples 10 use as settings fo,
their games. Where possible we have given SOme
suitable examples to link the missions in this book 4,
particular actions.

The amount of terrain placed will depend on the type
of mission or theme of your game. As a general ryle at
Jeast a quarter of the playing surface and up to a thirg
should have terrain on it, although there could be mgre
if you are depicting a trench assault across a crater
riddled No Mans Land or an attack on a village.

An equal division between terrain that blocks Line of
Sight and provides cover (such as woods or buildings),
terrain that blocks Line of Sight and doesn’t provide cover
(such as hills) and terrain which does not block Line of
Sight but provides cover (such as scrubland and craters)
makes for good tactical play, although this is entirely
subject to the players preferences and theme of the game,
Terrain pieces can be of any size but Area Terrain will
need to be larger in order to get any real benefits, and
while a field of crops may be quite regular in shape,
woods should be more irregular looking and you may
want to build or buy your terrain with this in mind. ;

Here we discuss two examples of terrain set-ups made
by Dave Andrews.

TRENCH WARS

and the defender launches their counter aitacks.

This terrain set-up is very suitable for missions set in the late part of the war. The table is 8' x 4' but made in modular sections
so either end piece can be removed for flexibility when playing games. Whilst the table is used mainly for Operational
Missions. there are plenty of choices for objectives if playing Secure and Hold. For Meeting Engagement missions the
trenches will add a new dimension of tactical play as both sides need to cross them in order to engage and take possession
of table quarters. This is representative of the desperate fighting that could occur after an attack has reached the enemy lines,
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Choose A Mission

Standard Missions are the most common way The Great
War battles are played. They are relatively simple, and
do not require an army that is designed specifically
towards a single style of play. There are two Standard
Missions to choose from. You can either agree with
your opponent which Mission to play, or roll a D6 and
consult the table below.

D6 roll Mission
1-3 Meeting Engagement
4-6 Secure and Hold

Some of the missions have special rules listed, but you
are by no means required to use them all. In fact it’s
probably better if you try a few games without any of
them at first and then gradually add special rules to
your game.

Remember that if you and your opponent agree you
can use or disregard any of the special rules as you see
fit. These are just there to add a few twists to the game.

We have also included a brief historical example for

each mission, so players can theme their games and this
will be expanded further in the Battleground
Operations in future supplements.
Feel free to move terrain to theme it to your game and
further reading will give you many more examples from
the battles of The Great War.
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Scoring Units A
;)uring the military offensives of the late part of The

Great War, the most powerful and specialised Unitg
assaulted the objectives to take them, or broj,

either :
pushed on to secure groyp d

through enemy lines and s ‘
Following behind, to secure and control these objectiyeg

were the infantry companies who made up the bulk of
any fighting force. e 5

The concept of scoring units 1s central to the majority
of the missions presented here, missions are won or logt
entirely by getting more scoring units onto the objectiye
than the enemy.

An army’s infantry platoons, cavalry troops ang
command groups arc the only scoring units availabje
There are a few exceptions when a scoring unit does not

count as scoring:
« If it is Falling Back or Pinned.

« Ifit is less than 5 models.

Strategy Ratings

Some armies have elaborate command and control
systems that allow them to react quickly to changing
battlefield conditions. Others rely on applying pressure
everywhere at once and lack the means to set the agenda
on a given part of the battlefield. In The Great War
these differences are reflected in an army’s Strategy
Rating. When a strategy roll is called for, players roll

a D6 and add their Strategy Rating which can be found
in their Army List. The player with the highest result
then gets to choose the mission, deploy or move first or
some other benefit.
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v+ The Battlefield.

Before deciding Deployment Zones (see nex the players must determine the position of D3n
£ chooses a point on the (by placing a counter on it, choosing

t section - Deploy Forces/,
table to be an objective
hen the opponent does the same, and the |

:
objectives. The winner of a roll-of !
e objectives has been determined. These x

a detail of a terrain feature, or any other method that &
players alternate choosing a point on the table until the posi
objectives may not be in impassable terrain, nor yithin 12" of a table ed

s equally clear).
tion of all th

ge or another objective.

+++ Special Rules

‘The Damn or Dusk Attack and fieserves special rules ma,

+++ Game Length

'The game lasts for 7 twns and

y be used.

then uses the fandom Game Length special rule.

NEWS FROM
THE FRONT

The Messines Ridge had to be taken
pefore the Allies could 1launch
their offensive on the IYpres
Salient during 1917. The Allies dug
mines under the German positions
when detonated, over 10,000

and
German soldiers were killed or
buried. To add to the horror,

almost 2200 guns immediately opened
on the remaining German

fire
By mid afternoon, the

positions.
entire ridge ha
7000 Germans taken prisoner.
Allied troops had to withstan
numerous German counterattacks the
next day but were able to hold
their positions and the Germans

were T orced to withdraw.




DePLOY FORCES

There are two stages to deploying forces for battle in

gtandard Mission. First you need to determine wh'i
method you will use to deploy your forces and the;1
what type of Deployment Zone they will deploy in ;

peployment Methods

This section determines how your forces will be placed

on the table-top. You can probably come up with plent

of other methods. Y
You can either agree with your opponent which

deployment method to use, or roll a D6 and consult the

table below:

D6 Roll Deployment Method
Frig?) Place Alternate Units
54 Strategy Roll
5-6 Hidden Deployment

Place Alternate Units

When deploying. players alternate placing units and
when all units are deployed, any units that are entitled
to move before the game starts will make a move. Units
E are deployed in the following order: Divisional support,
E Regimental support, Battalion support, Core Companies
and HQ.

When deploying units, one selection from the
Battalion Organisation Table is considered to be a
single entity. In practice a selection might be an infantry
company consisting of 3 infantry platoons and their
company HQ. When deploying a single selection, the
units that it consists of may deploy separately from one
another on the battlefield if you wish.

Mttt
o

Strategy Roll
The players make a Strategy Roll and the winner

chooses to deploy all his force first or second.

i srwey TR Sl et
! £ .+ A note on ?e & ros
! . eannot norma Ay inspec O\;Iiayers are,
. B ar 10 deploymeﬂ"~ . 400 yion
' Phlc;wever free to share v game, 1V A3
if tney) so wish. AfLer i tion wnil
11 worth shal’ " %nfo ps  did
. alk apout vnich on tH
g well ©OF

particularly
battlefield. **

First Manoeuvres
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++ In war, no plan survives contact with
the enemy. In any Standard Mission, just
befQI‘e the player that should go first
beg:%ns his first turn, an opponent with
a higher Strategy Rating ce;x:m decide to
try to steal back the initiative
catching the enemy flat-footed. If h;
decides to do so, he rolls a dice. On a
x_‘esult, of a 6, he will go first instead,
immediately beginning his first tuwrn.
If playing in a multiplayer or multi
be}ttalion game, only the battalion force
with the Strategy Rating can make the
move, potentially leaving other allied
battalions behind., ++

Hidden Deployment

Both players deploy in secret by either drawing a map
and marking the location of their forces on that or
placing some form of screen across the table before

placing models

For some Missions and Deployment Zones such as
Reconnaissance in Force, you may not wish to use these
deployment methods and you will need to plan where
forces will deploy with your opponent first. It is up to
you if you want to make changes, it’s your game!

Deployment Zones

Once you know how your forces will deploy into battle,
you need to determine where they will deploy on the
table top You can either agree with your opponent
which Deployment Zone to use, ot roll a D6 and consult

the tables below:

D6 Roll Deployment Zone Type
1-2 Pitched Battle
3-4 Pincer Sweep
5-6 Reconnaissance in Force




- - P'TGHED BATTLE ".;;:MMMM

Z ttie
v opposing forces deplov in ba

i the most claxsic style of engagement. the i
head. guny biazing. )
. B

The table ix divided length- :
ways into two halves, by "
drawing an imaginary line | &
through the middle of the short ‘ % c%. L
table edges. For example, a 6" T - -~ -~ - i g T
X 4" wable would have two 6" x e

2" halves, N "

The players make a Strategy | S e
Roll, and the winner chooses ‘ .
one of the long table edges to
e his own table edge. He will
then deploy his force in his
haltof the table, with all mod-
eis more than 12" away from
the table's middle line (this is
his “Deployment Zone'). His
apponent will deploy in the
apposite half.

Make any Scour moves.

Start the game!

sk A

------ PINCER SWEEP ------

Both armies are rving to outflank the enemy, when contact is made and bartle erupts.

The table is divided into four
quarters, formed by drawing s s g I RS

Wo imaginary perpendicular » e S p——-
tines through the centre point. | i R ——— |
: |

Soa 6" x 4" table would have {4
four 3" x 2" quarters, :
The plavers make a Strategy ; ‘
Roll, and the winner chooses §e ’ k.“ e
one of the long table edges to 1 41 by : =
be his own table edge. Hewill i
then deploy his force in one of
the two table quarters on his
side the table, more than
12%way from the centre of
the table (this is his ‘Deploy-
- ment Zone'). His opponent
will deploys in the diagonally
Ipposite quarter,
. Suantthe game!




A clash of patrols escalates into a major eng

The table is divided lengthways
nto tWO halves.

The players make a Strategy Roll,
and the winner chooses one of the long
able edges to be his own table edge.
He then can deploy up to two units |
from his Cor¢ Companies selections
and up to on¢ unit from his HQ
selections in his hal fof the table (this is
his ‘Deployment Zone’). His opponent
then does the same in the opposite half,
but must position his three units more
than 18" from enemy units.

No Scout moves are allowed in
this deployment.

Start the game!

All units that were not deployed,
and were not declared to be Reserves
during deployment, must enter the
game in the Movement Phase of
their first player turn by moving in
from their own table edge, just like
units moving in from reserve.

Start the Game
Once everything has been set up, the players both roll a
dice with the winner choosing to go first or second and

then start the game!

Ending the Game

A game lasts a number of turns, which is dependlant gtr;
the mission. When the game ends, remember all uni
that are Falling Back or pinned do not count.

~ Wipeout!

* Regardless of the Victory
any Standard Mission your enem
(Scoring or not) left on the table, you

 What Price Victory? L
~ Achieve all your objectives ~ Ring ou o
Both sides achieve equal number of obJ
Stalemate.

Neither side achieves an ©
the Western Front.

Conditions, if at the end .of
y has no units

win the game!

bjective — All Quiet on

e ] Recounmssmce IN FORCE ------

agement as the

First Manoeuvres

sun rises and reinforcements begin to pour in.

+++ There will be times when you find
yourself facing an unexpected opponent
such as British versus French. This is most
likely to occur in competitive play, but
could also occur when a regular opponent
has started to collect a new army. In such
circumstances, don't let this worry you,
and treat the game as a training exercise.

; During The Great War, troops about to be
% involved in an assault could be pulled back
from the line and given a period of inten-
sive study. This would include looking at
maps, air photos and models of the expected
terrain. They would then take part in a
reenactment of the assault, in a specially
marked out field with attempts made to sim-
ulate creeping barrage, loss of command
and anticipated enemy counterattack. These
were all vital factors in determining the
outcome of the actual assault and achiev-
ing victory.

OQur ahistorical matchups can be
considered much the same thing, and
nothing should stop a good game with a
pleasant opponent. +++ L

".‘ﬁﬂj ‘*W GhBE g T S



pecial rules can be used in yout

The following s A
Some arce recommended for

games should you w i1sh
and your opponent can

OMC of the missions, but you
em if you wish.

all or none of th

agree 1o use some,

Dawn or Dusk Attack
Many assaults began just before ¢
iried to take advantage of darkness. But soon either
light or artificial flares would stop this

advantage. At times, battle raged on into the dusk.
After deployment, but before determining who has
the first turn, roll a D6. On a L, the battle starts
Night Fighting rules are used
attle starts at dusk
rn 7 and

jawn as the attacker

the raising sun

before dawn and the
On a roll of a 6, the b

for turn |
are used on tu

and the Night Fighting rules
any subsequent turns. For some missions, the amount
of Dawn or Dusk may be specified.

Night Fighting

It is much harder to accurate
ht- soldiers must be sure of their t
opening fire, and tend to be more cautious than
normal. After selecting a target, but before the unit
fires. a check needs to be made to see if the firers can
see their target through the darkness. Roll 2D6 and
multiply the result by 3, then measure the distance
between the two units. If the distance between the
firing unit and their target is higher than the total
rolled. the unit cannot fire at all in this Shooting
Phase. as they search the darkness for a target that

ly identify enemy units
at mg argets before

never appears.

Mortars may fire at unseen targets, but if they do,
a Hit result will scatter D6" and scatter results will
scatter 2D6". (There is a small arrow on the ‘Hit’ face

of the dice to help with direction)

Random Game Length
At the end of the mission’s stated number of turns,
roll a D6. On a 4, 5, or 6 a further turn is played.
Repeat this process at the end of every turn until a 1,
2. or 3 is rolled, or three additional turns have been
played. If it is dark on turn 7, it remains dark for
these additional game turns. Note you could apply
this to the start of the game should you roll a Dawn
Attack, to generate some additional unpredictability

to vour attack.

Reserves
Reserves are forces in the same sector as the soldiers

on the battlefield who can be called in to reinforce
them at relatively short notice. When deploying their
army, players may choose to not deploy one or more
units and instead leave them in reserve. Units in
reserve become available in later turns of the game.

STANDARD MiSSION SPECIAL RULES

—

r of each of his Movement Phasesy eXce

> )
yoving any other unit, the may‘e‘
3 Uphed g . Y
for each of his units in resepy,

At the sta
the first, before n
must roll a dice
Depending on the turn in qugstmn, a certain regy),
will mean that the unit has arrived. Once all the ypy,,
have been rolled for, the player may start dcmnyn,é
the reserves that have arrived that turn. Whep 4
arrives, it must move onto the tah|,
cither from the players oWn table edge or as specifieq
mission description. Each models move
measured from the edge of the battlefield as if they
had been positioned just off the board in the previgy
This means HMG’s, mortars etc will be unable

reserve unit

in the

turn.
to fire in the turn they arrive.

Reserves Table

Turn1 Turn2 Turn3 Turn 4+

Reserves unit 4+ y e 24

arrives on

N/A

Note: You must roll for reserves as soon as
possible and must bring them onto the table as soon
as they are available. You many not delay making the
dice rolls or keep the reserves hanging around off
table until you decide you need them!

A unit could be a platoon or a entire company, you
just need to agree with your opponent before you
start rolling for reserves how you intend to divide
them up as there are pros and cons to both!



tend to ding
both!

S ——————

bm(leﬁcld almost by coincidence, a mix of defensive

wture uud bhetter mwlhgvm'v ol the Opposing positions
meant that by 1918 a pattern of attacker versus defender
was common

Attacking heavily — ontnumber
defenders, but first they had to cross No Mans 1 and
under withering machine gun fire and work their way
through enemy wire belore they could get 1o grips
with the encmy

(_)pcmtionnl Misstons using the Attack and Defend
rules give you an opportunity to come 1o grips with
some of the challenges faced by the commanders in
word War One, but stdl have an exciting game

You can choose to play some of the Operational
Missions below, or use some simple modifications and
play the Standard Missions hsted carhier. The format 1s

forces  could

similar.
1. Select your Game Theme
2 Choose Mission
5 Choosc Forces
4, Prepare the Battlefield
5. Deploy For Battle
6. Start the Game

s ob S mgin pipyency

_OPERATIONAL MISSIONS

Unlike 1914 when enemy torces could meet on an open

Select Your Game Theme &

Choose Mission

Nothing really changes here except Yol Wil now e
choosing between Standard Missions and Cperaticonial
Missions, Opetutional Missions ¢ nsble yeous play Atack
and Defend varants with one player taking on the rols
uf the Attacker and the other the yefender. In 1hese

mitssions, generally speaking the Aftad ker will hav
twice as many poinis (o s for their army selection as
ihe defender, We will look at this more cloacty m the
( hoose Forces sechion

Should you decide 1o play Operational Missions with
equal-sized forces, it 15 still best (o determine who will
be the Attacker by means of a Strategy foll with the
winner deciding either to be Attacker or 11 fender, The
Attacker can then make use of the Sustained Attack
special rule on page %6

It is wise to choose your mission at this stage so you
can theme vour force and your hattlefield to the mission
or roll a D6 and consult the table below

The Operational Missions are

i -2 The Blitz
3 ~4 The Pocket
§ .G Storm the Hill




THE GREAT WAR

The mission details are listed later as Operational ~ Battalion, Regimental and Divisional Support
You are not restricted by the Core Company

Briefings with details of terrain and force ,
deployment. limitations but the amount of support you take stij) you meé’
If you are going to play Attack and Defend, it is needs to remain within the limits of your Battaliop E 3
best to try and allocate some time so you can play Organisational Table. So if you can only t:ftke 0=a ]
two games where each player plays as Attacker and Machine gun sections then a maximum of 2 is stif) -
Defender. As an Attack and Defend game is likely to  all you can take.
be quicker than a standard game anyway, once you :
are familiar with the rules this should be easy to do What this will allow you to do 1s create your army : vic
and the rest of this section assumes 1hatvis the roster as an Attack force and then, whcp playing 4 E ;,w“cx
decision you have made. game as a Defender, just remove the required number - e
of points by reducing the units. This is quick ang 1 wgur“"“’l
Choose Forces simple, and will allow players taking part %n themed 4 4 0
Operational Missions can still be played with 1000 competitions and campaigns to make adjustmentg ] k"
point armies although the missions will become more quickly without the need for lots of army rosters or E e ba:k
of a challenge with 1500 points for the Attacker and the carrying around of extra models you might not ' U‘w
750 for the Defender. It is recommended that each necessarily need. : of Yla
player prepares 2 army rosters, onec to use¢ as e 2 ot o
Defender, and one to use as Attacker. It is assumed ‘ %K “:: o
that when preparing to launch an assault, units 13 g o
would have been selected to fit the task. The same X 13 o
can be said for troops garrisoning a menaced sector. 10 FRDHI HIGH Gommn - : s
However, because of the way the army list 3§ ces MEM £ s
Battalion Organisation Tables are cons-tructed, the : . Conditiie E ! fne
Defender will find themselves at a disadvantage 1++ FRead the Vl?torxnfluence e Res
when selecting their force and will be restricted for sarefully as tnese gltia; in mind many '3 £
certain types of weapons such as machine guns, choice of forciisig rave options for '3 j
when in reality, these were used extensively in Gf ths ar my and Territorials if n
defence. ; Second Line T‘r,oot},);e Defender. +++ b s
Therefore in Attack and Defend missions, although you are playing 3
the attacking army roster has to remain true to the : -
Battalion Organisation Table the defending army can l
ignore the restrictions regarding selecting support per .
Core Company choice and can use the following :
guidelines: —— —
When making your choices, do bear in mind that it
0-1 HQ is unlikely tanks would be used in defence so make
There is no need to take a HQ unit unless you want choices sensible to the requirements of the mission.
to. This decision will probably be influenced by the But of course, the choice is yours, there are no hard
size of game you are playing. and fast rules here.
1+ Core Company Prepare the Battlefield
You only need to take one Core Company, rather Each Operational Briefing gives you a suggested ]
than the usual two. You can of course take more if battlefield but there is no reason why you cannot ]
theme your own. Its assumed the table top will still &

you wish.
be 6' x 4' but if you have the space and time, you can
theme and plan for bigger battles.

'« Deploy For Battle
 Unlike Standard Missions, most Operational
‘ Missions have specific deployments and these are
& listed in the Briefing, but you could use the standard
§ deployments, as an alternative, as this gives you eve
- more game variation. :

Basic Training

‘The BEF 1918 Ba L
181b Field Gun per ore

ttalion may take one
Company but

4f playing as Defender you could take
two, but you don't need two Core

' Gompanies in order to do 80.

- Start the Game
. The Attacker will go first.




=----- THE BLITZ ------

W men are ready. The time has come 10 launch 1)
: 1e

/l”(ll Uﬁ;’. [ e, Cr l ” o vV 178
- s )n.gl‘,) i. Y §
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...OPERATIONAL BRIEFING... | | f
{

yictory Conditions
packer, your objective is to breakthrough the enemy front line
i of the game th .

the end & e Attacker must have at least one scoring unit in the Defenders Hear

ot has no scoring units remaining on the table. i
S ¢
:

Line Area or ensure the

e board 1s divi(ied lengthways into thirds, as shown on the map

.. the Front Line Arvea the Def . ; : d

o B s Gt Theoe 3 e’;del may place two lines of trenches or other defendable positions across the width

the. ‘ can be . \ ¢

5 B i Fuges a; e linked by communication trenches and the first 1ine may include 2 pill boxes oOr

; — B s n ahe B }:r i;’rs Aive them. He may then place D3+L Barbed Wire sections in the Front Line within 6" of i

| ghe trenches. e 3 5 . T Y ‘
§ ne Area the Defender may place some buildings, woods or other terrain pieces suitable Lo b

theme of the game. !
o Mans Land the At or ; :

In Ko i tacker and Defender may place craters and other suitable terrain that can be used toO provide :

caver in a mutually agreeable mamner.

e

+++ Deploy Forces ¢
The Defender dgploys his units in the Front Line Area. He may deploy up to half his units in the Rear Line Area or as {
The Attacker deploys at least half his forces in No Man's lLand, at least 51" away from any lrench section. '-
‘The Attacker can choose to keep-up to half his 'gx

¢

snits off table and use the Assault Haves special

+ Start the Game

fghg Attacker may choose to use a Preliminary

‘“zmbardmmfr and Dawn Attack.
.+ Special Rules

Resexves arrive they move on fro

m the short

The game lasts for 8 turns and then uses the

. Random Game Length special rule.

M Barbed wire
S ~Dep1°}'ment %0

—
—

W




THe POCKET -====~

The attacker must sweep aside any
peen driven back by the enemy offe
ht for their lives.

1 along the front.
nder s army has
d. they are 1€

the enemy back @
The defe
exhauste

The offensive 1s pushing
resistance as quickly as possible.
units have been cut off. Cornered and

ady 10 fig

you
5?71415

. e Victory Conditions . cormered forces quickly aod B i B
. As Attacker your objective is to eliminate et repaining within the Defe - 2
tmeae o RIS b e et 0 2 e, o PeenE S g
ac iy

‘, Zone, then he wins. If he does not and the ' g .
s Deployment Zone, then the Attacker has worl. v bt -
S g ¥

. e

... The Battlefield. ! fvdl

! : rd is divided as shovm On the map- Pl deployment 5
I‘h'e gl ! Jace any ter ~ain pieces of his choice within the pefenders Aeploymiel ¥0O |

\ The Defender may piac RS He may then place D3+l Barbed Wire Lne
' could be a farmhouse, woods or a Broup of buildings- g b
6" of the edges of the Deployment ZONe . al I
The Attacker and Defender may place terrain on the remainder of the table in a mut 1y b
to suit the theme of their game- q

1,0
.+ Deploy Forces ; e
‘fhe Defender deploys in his Deployment Zones ! et R . el
fhe Attacker deploys in his Deployment Zone. ‘The Attacker can ke.aep u}? th S uni B
the Attacker's deployment, the Defender may redeploy up to 3 units yithin the Defender De .
£inal turn will be at Du

aten u

... Start the Game

Randomly determine if the firs

++ Special Rules

5
The Attacker's Reserves can enter

{ table edge.
‘The Defender's and Attacker's units fall back

toward the nearest table edge A,
- 4+ Game Length
' The game lasts for 6 turns and fandom Game Length

. should not be used as the Attacker needs a quick
result or his offensive may fail.

t turn will be a Davn Attack or the

the board by any

n this scenario.

N
e
(..2
the chaos
desperate sipuations were born frc'Jm fenr 3
*‘es.ulted from the lighting offensives © ' §
the German Army g
€
e
e

ouog juswiordaqg

such
the 77th Us
ittlesey that

Lost Battalion of
Division commanded bY Ua jor Wh
45 the Argonne Forest.




; @ t0 SeCure da vi
h;:x: e 1:1 tal position on the battlefield th
smash the enenty aside, take the ground and av g 5
; P vait re

AS strackers Y

At the

e Battlefield

o
e
. fhe Defer
X mods or any s9
. the vhole &I
He may then P
In ho Mans Land the
‘some COVET in a mutuablly agreeable manner.
The Attacker and Defendexr

o suit the theme of their game. The D
repzesent the defensive line

... Deploy Forces.
" 'he Defender deploy
‘The remainder may be deployed in the
The Attacker deploys in
use the Assault naves special rule.

++ Start the Game

The Attacker may choose
Bombardment and Davmn Attack.
.+ Special Rules

‘The Attacker's Assault Waves can enter the board by any
table edge outside of the Defenders Deployment Zone
‘after tumn L. If arpiving before then, they must enter
from the Attackers Deployment Zone board edge-

‘fhe Defenders Reserves move on from the player's

- .’ Deployment Zone board edge-

wG&mIaength

The game lasts 8 turns
should not be used.

to use a FPreliminary

énd Random Game Length

B Somme, High Wood Was ©

------ STORM THE HiLL ------

enemy is commi
g v iy cammitted ;
inforcements. 10 holding onto. You are the spearhead-

...OPERATIONAL BRIEFING...

cour objective is to take and hold the position
of the game the player with the most scoring unit

 is divided a :
poard 18 ed as showm on the map. The Attacker should be 2L" y £fr
der may choose what terrain I i e s
et rain he will place as the Ant Hill. This may consist O
o " tion deemed suitable to create a theme for the game It do
ea Wi provieaH o1 ¢ . X ‘ e
lace D3+2 Bay’ » :‘?Ovcl Save to represent the stoutness of the defensive position.
3+2 Barbed Wire sections within 6" of the front of the -
Attacker and Defender may place craters
may then place terrain in their respective Deployment Zones in
efenders zone should have plenty ©

s his force first. At least half his units
rest of the Deployment Zone or used a
his Deployment Zone. ‘fhe Attacker can choose to

t1less examples of battles Y
B s, During the finel 19 o Offensdzves
W struggle toOK place for the Buttes o
' Werlencourt, a low hill that Ge ; p411 on
onghold Allied A o by counter
amerous occasions bub re then driven O5 sai i
attack. During a 5 987 period the Blmi . Kiso on
bave been taken and retaken seventeen i ;uom,hs
s cnt,est,ed for Wno

known locally as the Ant . b

s in or within 6" of the Anb Hill wins.

Defenders Deployment Zone.
£ a hill yith yrenches,

es not need %O be a4 hill but

At Hill in ho Yans Land.

rain that can e used

and other suitable texrs o provide

agreeable manner

a mutually
and

f trenches or woods to use as cover

s Heserves.

keep up to half his units O

should be within the Ant Hill or as close as possible.
¢ table and

o
@
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o e g S g «

auogz udwio (dag I89%0v3 v

e i L, el Gl R

»f‘#mo‘;dad 'jaﬁua; aq



Defend missions you § w5

5 Hold as Attack and D¢ :
Meeting Engagement L SLC? = a: tc)lattleﬁeld and place terrain approgrlqtely to theme y
n create yoU ; method. Both missions reward

If playing

Deployment Zones first so you can ¢ e teploymen
bably best to ignore the Reconnaissance in e :

B, X ; ength and Sustained Attack spec1al rules

forces, Random Game i

. MeETING ENGAGEMENT —eeme

y - " N i
AL, BRIEF ING

'a, _ OPERATION J ,

; o w0l of territory: At the end of the m i the : mas

3 Par RostAtif Engagement, the objective is to tak 5 A g
. ; ? ors Deployment Zone Wins-
' oy 4 A e 73 0.7 a4 Defen"ie;s ‘li bimone of the table quarters depending on the di oft
The Defenders Deployment Zone which w1 o i 3
. “ o4 sl erent deployments and ‘
| should get a number of very unique engagements with this missior the dif ) m 5 slov
- ! The
placement. ! .
y should be placed
The Defender should place terrain in his Deployment Zome- fhe remainder p ;.bas e
mutually agreeable manner to suit the theme Of their game- R
The Defender deploys his force first. on |
Start the Game cau
‘The Attacker may choose t0 use Dawm Attack. mu
At
Special Rules vel
i ‘fhe Defender may use Barbed Wire. the
3 The Attacker's Heserves can enter the board by any table edge outside of the Defenders Dep.
% catl
) ’
de

¥

8ic position.

ﬁle
T deploys h.is 1 orce .fll 19
lkf e]lde B¢
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~_ OPERATIONAL MissioN SPECIAL RULES

following special rules can be used to provide an
tive and more diverse game. Some are
mended for use in certain missions, but you and

if you so wish.

reliminary Bombardment
a major offensive, the attacker will often attempt 1o
soften up his target with a heavy bombardment before
nching his attack. The barrage could come from

artillery units far to the rear, air strikes, or mortars close
the front.
A Preliminary Bombardment is unlikely to cause
‘massive damage to a well dug in force, but it would
‘make the enemy soldiers keep their heads down. Some
of them would be so dazed that they can only react
slowly to the assault which would undoubtedly follow.
The bombardment can also help to clear the way for an
attack by destroying fixed defences like Barbed Wire.
- Roll 1D6 for each enemy unit and each section of wire
- on the tabletop. Should you roll a 6, the unit or obstacle is
~ hit. A unit takes D6 hits from the shelling, automatically
- causing | Wound each (no Cover Save is allowed) and
- must roll a Leadership test or be Pinned in their first turn.
A unit of 5 or less models takes D3 hits rather than D6. A
vehicle that is hit by a Preliminary Bombardment starts
 the game stunned. Troops that start the game as Reserves
- cannot be hit by a Preliminary Bombardment.
A section of wire that is hit is automatically
estroyed, remove it from play.

Intact buildings that are hit are reduced to ruins and
all units inside still take the hits.

Counter Bombardment

After the attackers Preliminary Bombardment the
defender has an opportunity to fire a Counter
Bombardment. This was because it was generally
assumed that once a bombardment stopped, the attack was
about to begin and bringing down defensive fire might
break up the assault. In order to return fire, the Defender
must make a Leadership test on the Leadership of the
highest Command Group they have on the table. If this is
successful they may use the Preliminary Bombardment
special rule as a Counter Bombardment against enemy
troops and vehicles. 1f no Command Group is on the table
or the Command Group has been Pinned, then no roll can
¢ made as communications have been disrupted.
Ifyou opponent chooses to take A erial Intervention
you may also use Aerial Intervention.

ault Waves

did the attacker put all their forces in one frontal
as any failure would have been ever most costly
already the case. Most of the times, units

ur opponent can agree Lo use some, all, or none of

were launched one after the other, ready to exploit any
potential breakthrough (though such breakthroughs
were a rare occurrence! ).

An Assault Wave is played and deployed like
Reserves, except that the turn of entrance of each unit is
plotted before the game begins by writing down the turn
of arrival (beginning with turn 2) and where they will
arrive. If for some reason access (o the allocated arrival
point is denied, the unit will be delayed and revert to
the Reserve rules from the following turn.

Due to the difficulty of coordinating exactly the
arrival of many formations you cannot plot the arrival
of more than 2 units in a given turn.

Barbed Wire

If the Defender has suitable models then he may
deploy Barbed Wire at the start of the game. Wire
comes in 6" sections. Unless stated otherwise the
defender gets D3+3 sections of Barbed Wire to
deploy at the start of the game.

Wire counts as Difficult Terrain for all non-tank
models. Tanks can drive over Barbed Wire with no effect.
Tanks also remove wire sections when they move
through them

Off-Table Artillery Batteries
Some weapons such as field guns and heavy mortars
were either too cumbersome or took too long to be
emplaced to be of any use in attack. They could not
achieve the same pace as the troops rushing forward and
were often left behind sitting in a chosen position to
support the infantry by delivering a support barrage.

The Attacker must exchange all Medium Field Guns
and Heavy Mortars for an Off-Table Artillery Battery.

Before the deployment but after the table edges have
been chosen, choose a point along your table edge (you
can mark this spot by deploying a gun model there). Each
turn, you may fire an Off-Table Barrage from that point.
This barrage fires one Large Blast Marker template for
every Medium Field Gun and Heavy Mortar withdrawn
prior to the game. If more than one template is used, they
are fired using the Multiple Barrage rule.

The Off-Table Battery has the following profile:

Category Range (Min/Max) Strength Trait
Off Table Battery 24" /72" 4  Indirect
Support Weapon Fire

Special Rule: The Off-Table Artillery always scatter
2D6".

Any Spotter bought may still be used on the table and
his Line of Sight may be used for the Off-Table Battery
and will reduce the scatter to 1D6.



Sustained Attack

Occasionally, one side will have an overwhelming
superiority in numbers, with wave upon wave of men
hurling themselves forward. To represent the size of an
attack like this, the player making the Sustained Attack
can ‘recycle’ some of their units when they are destroyed.
Recycled units are brought back into play to represent
the almost limitless supply of reinforcements.

Any Core Company unit (i.e., Core Company platoon
choices on the force Battalion Organisation Table) that
is wiped out or reduced to less than 5 models and
removed from play may move on from the player’s own
board edge or either of the short table edges outside of
the enemy Deployment Zone. They move on at the
beginning of the player’s next turn.

Destroyed vehicles and HQ units cannot be recycled.

Aerial Intervention

During the later stages of the war, rather than just provide

observation date, aircraft starting flying at low altitude and

using bombs or machine guns to support their comrades on

the ground. This is represented by Aerial Intervention.

Unless stated otherwise (or playing an Early War
game) Preliminary Bombardment can be exchanged for
an Aerial Intervention. This is free, and the decision must
be taken before the game begins. You must have a
suitable airplane model to use this option and you can
never have more than one Aerial Intervention available.

The airplane is kept as Reserves, and its arrival is
subject to a dice roll in the same way as any other unit
kept in Reserve.

During the Movement Phase in which the airplane
becomes available place the model anywhere on the
table, even over enemy formations. It will not shoot until
your next Shooting Phase.

During the enemy’s Shooting Phase, any unit can
target the airplane. Measure the distance as usual, but
adg 12" to the measured distance to represent the
altitude. If the .airplane is in range, proceed to shooting
as usual. The airplane has an Armour Value of 9 and any

.
8
¥
B
3
1

enctrating hit will destroy it (remove it

Glancing or P
from the table).

During your Shooting F :
can decide if your airplane will mak

hase, the airplane shoots. You
e a Strafing Run or
a Bombing Run. To make a Strafing Run, place the
flamer template in front of the airplane (note that the
airplane may not pivot before the attack). Resolve a
Sweeping Fire, as if shooting a HMG (see page 40). The
airplane is considered to have a BS of 5+ and never jams.

To make a Bombing Run, place the Large Blast Marker
in contact with the airplane base. The Bombing Run is
then resolved like a Heavy Mortar shot, the same as page
39. Any unit suffering a casualty from a Bombing Run
must pass a Leadership test or be Pinned down.

Once the airplane has shot, it is removed from the table
and becomes available once again, but the Reserve Roll
will begin with a target of 4+. Once shot down, an
airplane is not available anymore for the whole game.

If at any moment airplanes from both sides are on the
table at the same time, they will engage in a dogfight.
Move both models aside as they fight in the skies over
the battlefield. During each Assault Phase, each player
rolls a dice for his airplane. If one side beats the result
of the other by more than 1 point (such as a dice roll of
4 vs. a dice roll of 2) it shoots down the opposing
airplane. Remove the destroyed airplane from the game.
The winning aircraft is available again as a Reserve the
turn following its victory.

o T
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THE GREAT WAR

book vou will find the Army Lists for 1914 and 1918. These two periods have been chosen a5
“called *war of movement’, that came before and after the trench warfare that was typical
ghting in the open, though often in some kind of prepared positions ang ;
csses (but some bloody failures as well!). The first supplement to The m
Gireat War. Over the Top, will explore the time of the trench wars on the Western Front and the armies of that fim
The armies chosen here are the ones that fought on the North-Western front in France and Belgium and the 3
are closely related to the popular perception of the First World War. As mentioned earlier, other armies wi]] 4

In this part of the
!ht‘{\ ;‘)Llf}l\‘f&‘l'l.\(‘d the so
of the 1915-1917 period. Armies were fi
1914 at least, cavalry still met some SUCCess

appear in future supplements.
This chapter is sub-divided in 1914 and 1918.
Battalion Organisation Tables. When building your army,

Fach sub-part presents the Army Lists for that period and the
refer to Choose Forces on page 67. This will explain

army rosters selection process. We have included some sampl
e

how to pick vour units and the constraints of the
army lists to illustrate that.
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1914 - SHATTERED ILLUSIONS

All nations that took the field in the summer of 1914 shared the same optimism, naivety and strong belief that the
war would be over by Christmas. The months to come proved that all their expectations were absurd and this war

was going to last for a while. : o ‘
Many wars at the end of the 19th Century had already demonstrated that the face of warfare was changing, but

Germany and France had both created plans for this conflict (the Schlieffen Plan ;md the Plfm }_\'\’ll) that were equally
flawed. Both were based on the belief that offensive would get tl}c upper cdgc‘agumst a dctcnsn‘F posture. .l he
Germans had prepared a vast manoeuyre that would see her anmies enter Bclgmm: encircle thg French armies by
turning around Paris before heading back to the west. The F'rc.nch plan was even simpler a}]d mvolved a general rush
toward the German frontier. Neither of these plans was realistic or had drawp the lcsso‘ns)lmm the Russq-l;\p:mcsc war
or the Boers conflict, they were based on the experience of t‘hc Franco-Prussian war of 1§70. when the Germans had
taken Alsace and Lorraine from France, sowing the seeds of hate between the two L:ounp"ws. » T
Needless to say, both plans failed tragically. The F rcnsch were repulsed on t'h'c frontiers, \\'}ulc the S?chhcncn l‘igxlx

degenerated in a race to the Channel while each army trlcfi o outmanoeuvre its enemy. Dum'xg lhu}l time, t:)nl; u: 11\un
rifles, machine guns and heavy artillery —the new tools of modemn \\;at'tzlrc- took thc1§ tnU. B)‘ itl‘m‘ Tl‘lt‘-~£.)f 1i )li-\ . the
~ British Expeditionary Force had been decimated, the French had sutfcr‘cd alx}msf 1,()0(')\()0\1) casua ng jm.x:il :
German hopes for a quick victory in the West were sham‘:rch Befprc New Y car’s Day tlu‘cjppu.\mg armies hac
- begun to entrench themselves to escape the deadliness of automatic weapons in the open field.

The Great War had begun.




" IHEBEFIN1914

: [ i
Unlike the other major European powers Englqu 41d not Strategy Rating:
The British Expeditionary -3 ’
n 1914, 1 T

have a large conscript army. _

Force (BEF) was a wholly professional force 1
than its opponents. The

Command Range:

and as such it was much smaller
140,000 men compared
All Command Groups in a 1914 BEF

entire BEF only numbered about
to the 4 million French and the 5 million Germans.

Boer War, the British
o Army have a 12" Command Range

Drawing on their lessons from the
rifleman was an excellent shot. He was trained to fire 15
£ 600 yads. Unlike

aimed shots per minute at a rangc 0
the colourful uniforms of the French Army the BEF wore 3
Special Rule

khaki uniforms that were much more suited to warfare

in the 20th Century. But the BEF was woe

in hand grenades, mortars and heavy artillery.

At Mons in 1914 the BEF and the German army met
for a furious series of engagements that inflicted heavy  pressure.
Any unit with this rule that is reduced to less th
s than §

casualties on the attacking Germans. In fact, so accurate
and fast was the British rifle fire that the Germans models and forced to Fall Back is not removed
i 5 ove
play but still has a chance to regroup. Should thefrom
unit

assumed that they were under machine gun fire. But the
fail the first regrouping test then it is removed from p]
play

BEF was forced to retreat because of German numbers
and artillery, which inflicted heavy casualties. Bytheend  as normal.
Also, units with this rule do
) not need to ap
ply any

t(:’ 19(;4(;}23 BEF had suffered almost 80,000 causalities,
e ontemptibles” were a spent force, and anew ~ m i '
; odifiers to their Morale t
e est should
y would be needed. of Close Quarters Combat. (her o9 & i

fully lacking
Professionalism
The BEF stayed cool under fire and tremeng
ous

Ari
- Squadt

il
" “‘\r_{{z!‘)

) Core




Army Lists of World War One

BEF INFANTRY BATTALION - 1914

e BEF Infantry Battalions, the Old Contemptibles were
7914. Their traiming and professionalism were '
; .{ew of them and the battles of Mons and Ypre

il Without (jny doubt the bestrmilira;jv units available in
. qualled on the Western Front. Unfortunately, there were so
s became the graveyard of this outstanding Expeditionary Force.
Y H »
) ! ngaiion Command Group Regimental Support
(0-1 per 3 Core Company choices)
Highlander Platoon
Scout Platoon

24 Core Companies
[nfantry Company

Divisional Support (0-1 per 4 Core Company choices)
Cavalry Squadron
181b Field Gun
Armoured Car

‘Battalion Support (0-1 per 2 Core Company choices)
0-2 Trench Catapult
02 Machine Gun Section

BEF CAVALRY BATTALION - 1914

- Of the three major powers that were initially involved in the First World War. Britain was the only one to have a
consistent and realistic doctrine on the usage of the Cavalry Arm. They were 'used as scouts to protect the flanks
of the moving army and were trained as mounted riflemen, despising the headless (and suicidal) charges bf their
German or French counterparts. Though distinctions existed between the Lancers, Dragoons and Hussars, the
differences were meagre and they share here the same entries in the unit listing.

1 HQ Regimental Support

Battalion Command Group (0-1 per 3 Core Squadron choices)
Infantry Platoon

2-4 Core Squadrons 0-1 Highlander Platoons

Cavalry Squadron

: Divisional Support

Battalion Support (01 per 4 Core Squadron choices)
(0-1 per 2 Core Squadron choices) 131b Field Gun

01 Machine Gun Sections Armoured Cars

- Special Rules:
~ Treat the 131b Field Gun as a 181b Field Gun in all respects
The Battalion Command Group gains the Cavalry Special Rule. Its cost increases by +10 pts.

BEF HIGHLAND BATTALION - 1914

Highland Battalion could be used to represent Highlanders, Lowlanders, Guard units, Royal Fusiliers, or any
other unit with a certain esprit de corp. Also this variant can be used to represent the bulk of the BEF in the last

‘months of 1914, after considerable experience was acquired in the fields of Flanders.

m Regimental Support

Batminm Command Group (01 per 3 Core Company choices)
e Infantry Company
A?:-!:pa:;es Divisional Support
i ol (0-1 per 4 Core Company choices)
n Support Core Company choices) Cavalry Squadron
iper 5 181b Field Gun

Trench Catapult
Machine Gun Sections



: ou
Battalion Command Gr e

T VW T

] 4
Colonel i : ‘3; 1 4 2 K
Major i ! 1 3 1 8 g
: 3 2 .
vl 2 4 - ding Officer and 2 soldiers (aides, staff, messengers, ete),
a Comman

A Battalion Command Group consists of

- Major, it costs 30 pts.
If led by a Colonel, the Command Group costs 60 pts. If led by a Maj

Special Rules:
N : Professionalism.
The Commanding Officer has a pistol.
All the soldiers have rifles.

[ (H%‘}:S'Eiimman d Group may have up to 3 additional soldiers for +10 pts each.
Compan
Infantry A These are the Old
WS BS S T A% % I A Ld Contemptibles, highly trained in
marksmanship and well treated.
Soldier & 3 3 1 3 1 8 They proved to be a potent, if
Captain R N S small formation.

The Company Command Group consists of the Captain and 2 soldiers for 30 pts
The Infantry Platoon consists of 9 soldiers for 90 pts

Equipment:
The Captain is armed with a pistol,
All soldiers have a rifle.

Special Rules:
Professionalism.

nal soldiers for +10 pts each.
ers for +10 pts cach.

\\

Any Platoon may have up to 3 additional so]dj




This profile represents the more

A Id maotivated or elite units in the
BEF and could also he used 1o

1 8 represent guard or veteran

2 ] units.

quipment:
The Captain has a pistol.
The Highlanders have rifles.

Special Rules:

Professionalism.

Options:

The Command Group may have up to 3 additional Highlanders for +11 pts each.
Any Platoon may have up to 4 additional Highlanders for +11 pts each.

out Platoon

These are soldiers who had some

WS BS S ¢ W

experience sneaking around such

4+ 3+ 3 3 1

as woodsmen and game wardens.
1 8 They would sometimes be sent
ahead of the main advance.

' All Scouts have a rifle.

Special Rules:
Infiltration Tactics.
Scouts.
Professionalism.
These troops are considered lights for Unit
Coherency rules.

Options:

A Platoon may have up to 2 additional Scouts for +11 pts each.

Army Lists of World War One




The BEF went into France wfm |

o : ivated and supe,
. on a well motivate uperh
valry Sq::adl' o Lige Ld (rained cavalry force. 4 ,/‘/ _
ws BS . 3
3 1
Soldier e ? 3 1 4 2 8 ottt pe
Captein bl : and 2-3 Cavalry Troops. The Squadron
- d of a Cavalry Command aniuposts 45 pts.
L . : i
' comcammaniqéadr ansa;gx;;zg?isifa Captain and 2 Soldiers an
' ‘ rou : , ;
A Cavalry Troop consists of 9 soldiers for 110 Pts
special Rules;_ -
jonalism.
Equipment: : Professiona
The Captain has a sword and a pistol. Cavalry.

All Troopers have swords and rifles.
rules.

These troops arc con

sidered lights for coherency

i —————

Options:
The Command Group may have up to
Any Troop may have up to 3 additiona

3 additional Troopers
I troopers for +12 pts each.

for +12 pts each.

Machine Gun Section

s s T w I A 1d
Crew 4+ 4+ 3 3 1 3 1 8 /
This unit consists of a Vickers Heavy Machine Gun and 3 crewmen for 50 pts.
Equipment: mour
All crewmen have either pistols or rifles.
Options:
A fourth crewman can be added for +15 pts.
—
Trench Catapult Section y
WS BS § T w ; The BEF had no mortars in 1914
A Ld and soldiers had to improvise
Crew o 5 weapons to act as mortars. One
e G | 8 solution was the Trench Catapult.
15 unit i
unit consists of a Trench Catapult and 3 crewmen for 30 pts,
Equipment;
All crewmen have either pistols or rifles. Sp;;ial Rules: g
: e Trench_Catapult is treated as a m
Xcept that it’g range is limited to 18" |

SCatters 2D6".




Army Lasts M’ Warkd Wy t}m-

WS BS S T W The 18 th Field Gun was the
1 A Ld standard medium artellery piece
4+ P 3 : of the BEF. This entry may also
" 1 3 1 8 represent the 13 1b gun,

) ment:

Options:

The Field Gun may have up to 2 additional crewmen for +10 pts each

131b Field Gun

;iho;-‘ri}; hﬂ%:;‘;;:;‘; f:{ 111 81:]) f] wId.Gun., we have given the same characteristics o the 131b as at the scale of

8 : X mn shell weight is negligible. With your opponent’s permission, providing you have
a suitable .}'10rse limber model, you can treat the 131b as a light gun. This will move at the same speed as the
cavalry (9") but cannot use the Elan Special Rule. All shots taken at the gun ignore the limber and horses and

hit the crew as normal. Remove the limber once the gun is emplaced. In this situation, it gives you the chance
to use your limber model.

mﬂ! boiler plates welded on and a mounted machine gun. We have chosen a generic armoured car to try to
cover the many types and varieties that were used.

Pts Front Armour Side Armour Rear Armour BS \

Armoured Car 70

} Armoured Car has a front mounted Vickers HMG which is classed as a Vehicle Machine Gun.
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nco-Prussian War
e-Lorraine
ar French
from

nch defeat in the Fra -
(];?7;?1) resulted in the loss of the Alzz_i;/
region of France to Germany. The ;;]r S rigthn
plan XVII was designed to take e ffensives. It
the Germans in a series of coordinated o e i
would also demonstrate to the Russians - Zt st
French were capable of immediate offensives agal }
the Germans, thus tying down large numbers 0
German troops. But plan XVII had some sen)(l)uj
flaws: it called for a push into German terlrl.tory fuele ‘
by the spirit of elan, a vital force of spirit and guts
that was uniquely French. Many in the Ercnch army
felt that their defeat in the Franco-Prussian war s
due to the fact that the army had acted too timidly in
the face of the enemy. The French believed t.’hat by
attacking, you held the advantage in the COI‘lﬂl?t and
pushed their commanders to be always aggressive.
The French army of 1914 looked a lot like their
Napoleonic counterparts, wearing bright red trousers
and dark, blue coats. The cavalry men still had ostrich
plumes on their helmets and in some cases still wore
cuirassier armour over their chests. The French soldier
marched to war in 1914 with few machine guns, little
heavy artillery, an outdated rifle and a flawed strategy.
In the first three months of the war, the French army
suffered nearly one million casualties and had only
been saved by the miracle of the Marne. Their plan
XVII resulted in huge losses and no gains; their
officer corps was decimated and most of their trained

soldiers were lost.

" TuE FRENCH ARMY OF 1914 |

Strategy Rating: “ﬁ
3

Command Range:

All Command Groups in a 1914 Frency,
Army have a 8" Command Range_

Special Rule

Elan
Afier their defeat in 1870 the French High Commang

was convinced that the offensive was the best way to
defeat the Germans. Armies rushed toward the Srontier
in the early days of August according to the Plan xyy
On the field, the aggressive behaviour of the Frenc}.z
armies was named the ‘Elan’,

Units with the Elan special rule can move | pg» in
the Shooting Phase if they do not shoot. Before
rolling the D6, designate any enemy unit in Line of
Sight. Your unit must make the Dg" movement
toward the enemy unit designated. You may not uge
the Elan special rule if you don’t have any enemy unit

in Line of Sight.

FRENCH ARMY INFANTRY BATTALION — 1914

1 HQ
Battalion Command Group Regi tal S
mental Support
foore B e (OEI per 3 Core Company choices)
i avalry Squadron
Regimenta] Colours

Territorial and Reserve Company Ch
asseurs Company

gﬁi;talion Support
' un Section pPer 4 Core Com :
Pany choices )

Light Mortar §
75mm Gun

ection




. Army Lists of World War One

CHASSEURS BATTALION - 1914

sseurs were the light iroops of the Frenep,
ad of the main armies and took their pay;
» be used to represent some Colonial bay,

:4rmy and only hay
u.1 the_ﬁghiing int
lions, such as t

1d-picked f; ;

" {1 ;’“ d from selected soldiers. They were used

e Tir‘ ,71 ""”?t‘{:‘ or within Belgium. This variant can
atlieurs Sénégalais or the Morocco Zouaves.

1),

- HQ % : :

g, R gattalion Command Group Regimental Support
| (0-1 per 3 Core Company choices)
Core Company Cavalry Squadron

75mm Gun

Chasseurs Company
Regimental Colours

attalion Support ivisi
e IR ipary choices) Divisional Support
b Y (0-] per 4 Core Company choices)
Light Mortar Section
Infantry Company

special Rules:
%o, . W ¥ g The Battal_ion Comm*‘f"d Group has the Infiltration Tacti
g, % ~ considered lights for Unit Coherency rules.
The Regimental Colours has the Infiltrati ot e , . :
& filtration Tactics and Scout Special Rules. This increases its cost by +3 pts.

¢s and Scout Special Rules for +10 pts. It is

WY CAVALRY REGIMENT - 1914

e
,n‘l B [,  The French army had “ large cavalry arm which was for the most part squandered in the opening French offensives

of the war. This battalion is an amalgamation of all of those types.

Through strong, the 81 French Cavalry Regiments were outnumbered by the Germans and more than once were
~ peaten by their enemies. Their mad charges were not the best means to take advantage of this prestigious arm. This
 variant allows you to field some of the most colourful units from the beginning of the war, such as the heavy
Cuirassiers and the African Spahis, the latter suffering atrociously during the winter they spent in Flanders.

1 HQ Regimental Support

Squadron Command Group (0-1 per 3 Core Squadron choices)
75mm Gun
2-4 Core Squadron 0—1 Machine Gun Section

Cavalry Squadron Regimental Colours

Divisional Support

(0-1 per 4 Core Squadron choices)
Infantry Company
Territorial and Reserve Company

 Battalion Support
of frk - (01 per 2 Core Squadron choices)
s Cuirassiers Squadron

Special Rules:
The Battalion Command Group become Cavalry and exchan
The Regimental Colours may become Cavalry for +5 pts.

ge their rifles for carbines for +10 pts.

:‘R@mental Colour Bearer

Eiric i r, the French Regiments : . ,
into bgtglce I';;]a: ;‘;i‘:; 2?;{11; zf 1914 identified with the Franco Prussian war Regiments and even though the

' tinued the tradition of bearing a standard
ctice h by the 20th Century, the French army con s

mmh;: faneﬂ O'f; o faVO‘“;“ Zlhis and highlight the archaism and flavour of the French army, a flag bearer c?.,n
W mef eldi)} 5 repzese ge 10 del carrying the colours, any officer model will
4 on the table-top (se¢ pa

3). If you don’t have a mo
cither representing some kind of political watcher or the gen

continued to use flags and carry their country’s colours

eral eagerness of a high ranking officer!
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e cH ARMY UNITS OF 1914

Battalion Comman S 17 AL |
e T P L g
S e
3
Colonel ¥ ;4 : 1 4 2 8 !
e i : 7
Major 3 1 3 1
Soldier g % e .
: ficer and 2 soldiers (aides, staff, messengers, o, : » /
gy and Group consists ofaC ommandllllf!gdfb’; a Major, it costs 20 pts. ) é
e Bjtxt,ahmcgl?tzg the Coimnand Group costs 50 pts.
~ a J >
puiad Special Rules: »
ipment: s Elan. :
E(']Fll;lepgommanding Officer has a pistol. /
All the soldiers have rifles.
Options: . Idiers for +10 pts each.
ghe Command Group may have up to 3 additional so die P ‘
(ay !
_~
Chasseurs Company .
These soldiers were the F rench
’ WS BS B T W@ 0x e armies light infantry. .
Chasseur 4+ 4+ 3 3 1 3 1 7
J Captain g 3 3 1 - 2 8
?h eCI(ajz;]sseurs Company is composed of a Chasseurs Command Group and between 3 and 4 Platoons
= asseurs Commanq Group consists of a Captain and 2 Chasseurs for 30 pts
Chasseur Platoon consists of 10 Chasseurs for 70 pts.
N~
Equipment: Oy
The Captain has a pisto], Special Rflles:
All Chasseurs have g rifle. Infiltration Tactics.
Scouts,
These troops are considered lights for Unit
Coherency rules.
Optiong:

' The Commang G
ITOUP may hay : :

& tional Chasseurs for +7
additiong] Chasseurs for +7 pts each -




ntry Company ; Anny’l,ists of Wmﬂ Wﬁ One |

S

: g 1 . These are the men that made up
A the bulk of the French army.
They suffered hideous losses in
. the opening offensives of the
g % war.

4+ 4+ 3 3 :

3 Soldiel’
e 3+ 3 3 l

captai®

:mﬁmn'y i Cons\isrs of a Command Group and be
The Company Command (J\l‘oup consists of a Ca Pta?n = .’;.,l‘\)v(_
Jnfantry platoons consist of 10 soldiers for 55 pis s
: ipment: o
1_E.q’;’;’13 Captain is armed with a pistol. Sp;c‘al Rules:
All soldiers have a rifle. o

en 2 and 4 infantry Platoons.
oldiers for 30 pts.

Options:
The Command Group may have up to 2 additional soldiers for +6 pts each
Any Platoon may have up to 4 additional soldiers for +6 pts each i

Cavalry Squadron

WS BS S I W | A 1d The French army had large forma-

tions of cavalry available in 1914,

ready to exploit the breakthroughs
plan XVII would create. This pro-
file includes Dragoons, Hussars,
and Chasseurs a cheval.

Trooper 3+ 5+ 3 3 1 4 1 7

{ Captain s RO 3 3 | 4 a4 8

of a Squadron Command Group and 2-3 Cavalry Troops.

Cavalry Squadrons are composed
composed of a Captain and 2 Troopers for 45 pts.

The Squadron Command Group is
A Cavalry Troop consists of 9 Troopers for 100 pts.

| lEquipment: Special Rules:
The Captain has a sword and pistol. Cavalry. : : ;
' These troops are considered lights for Unit

All Troopers have pistols, swords and carbines.
2 : Coherency rules.

Options: . ;
The Command Group may have up to 2 additional Troopers for +11 pts each.
Any Troop may have up t0 3 additional Troopers for +11 pts each.




Cuirassiors ware

- FRR cavalry, who still wope
w hreastplates and
: 1 I 8 mets whet the war stapyq

Cuirassier
Captain e
ts Squadrons are composed of @ Squadron Command Group and 2-3 Cuirassiers Troops.

8 m Command Group is composed of a Captain and 2 Troopers for 40 pts,
“uirassier troop consists of 9 Troopers for 125 pts.

P Special Rules:
- Equipment: 5
The Captain has a sword and pistol. Cavalry.
All Troopers have pistols, swords, lances and
carbines.

| Options: 4 4 nis euals
The Command Group may have up to 2 additional Troopers for +15 pts each.
Any Troop may have up to 3 additional Troopers for +15 pts each.

; o
Regimental Colours a1 ort
The French soldiers will b jy. Y .
WS BS S T W 1 A Id spired by their countries Mag 1 W
Flag Bearer 5 & 3 3 ] 3 ] 7 going forward with them,

This unit consists of one Regimental Flag Bearer model for 40 pts.

Equipment:
The Flag Bearer has a pistol

Special Rules:
o Elan.
The Flag Bearer must be attached to any Command Group prior to de i i
. : ployment. Any unit the Flag Be
attached to can re-roll failed to hit rolls once in the turn that they assault while he lizl’es degidy ‘
Any unit he is attafhed to must assault an enemy in the Assault Phase if they are within reach. .
.Any unit within 12" of the Regimental Colours may re-roll once per turn the D6 for their Elat; movement, |

7 Machine Gun Section

| B B 8. T . w
Crew o 43 3 1

: Aﬁﬂmﬁi have either pistols or rifles.
Options:
A fourth crewman can e added for +15 pts.
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WS BS S T o Territorial soldiers had fulfilled
I A 14 their military obligations and had
= . 3 : passed out of the army. Due to the
3 1 9 1 5 losses suffered, they were thrown
R st : A chk into combat to help stop the
! 4 5 8 German army.

i ' ‘, - -

orial & Reserve Platoons consists of 10 soldiers for 40pts

pment: B
The Captain is armed with a pistol. : chm ules: e
All soldiers have a rifle. | Ou cAnnot have more Tcrrmh)r:al & Reserve
Companies than you have Infantry Compames.
Options:

The Command Group may have up to 2 additional soldicrs for +4 pts each
Any platoon may have up to 4 additional soldiers for +4 pts each

. ght Mortar Section

Crew 4+ 4+ 3 3 ] 3 ] >

 unit consists of a Light Mortar and 3 crewmen for 40 pts.

pment:
“All crewmen have either pistols or rifles.

| Options:
The Light Mortar may have an additional crewman for +10 pts.

mm Field Gun

WS BS S T W A 1Ld

Crew 4+ 3+ 3 3 1 3 1 7

e outbreak of war the French 75mm Field Gun and its crew had an impressive reputation and was the
' J This is reflected by the BS3+.

for all other medium artillery in the worl

nit consists of one Medium F ield Gun and 4 crewmen for 75pts.

have either pistols or rifles.

- | Options:
i The Field Gun may have up to 2

additional crewmen for +10 pts each.
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; THE GREAT WAR

IMPERI

When Germany went to war in Aug
the best equipped army in Europe. Taking

the Russo-Japanese war, they had developed
fications. The

range of artillery to destroy enemy forti
German army had 210mm and 250mm mortars and a
amed “Big Bertha”. The

420mm siege howitzer n

Gel"man army had twice as many machine guns issued to
their battalions and many more mortars than either the
BEF or the French Army. As well as having more heavy

guns than either of their opponents, the German Army
was a much larger formation that mobilised much more
quickly than either the BEF or the French Army. The
Germar.'l army put over 1.8 million officers and men into
battle in August of 1914. They also had a highly
developed war plan at the start of the hostilities.

The Schlieffen Plan called for a massive attack into
France winh overwhelming force before the Russians
Cf)uld finish mobilising their army. The German army
;vould sweep through Belgium and outflank the French
orces in the field, hopefully attacking them from

ust 1914, she had
lessons from
a wide

AL GERMAN ARMY 1914

behind. This also meant that all the fighting v

French soil not German. The Kaiser told (:;ﬂdbf:cm

troops that “You will be home before the e Epartip

fallen from the trees.” By the end of AUgL:::‘;";Y have
St Uermay

‘forces were only 50km from Paris but gaps had ,
° - ad begun

to open up between the German armies. The Fr
British were able to exploit this at the ham‘vnch and
Marne and stop the German advancement, € of the

Strategy Rating:

4

Command Range:
All Command Groups in a 1914 Germ;
Army have a 12" Command Range 5




ion Command Group

Core Companies
Jaeger Company

simental Support
(01 per Core Company choices)

77mm Gun
0-2 Light Mortar Section

-2 Machine Gun Section
[nfantry Company

ion Command Group

Core Companies
Company

mental Support

Core Company choices)
i Gun

Light Mortar Section

achine Gun Section

n Infantry Battalion of
ty) in its will to get fo grips

Core Company choices)

Platoon or whole Company)

JAEGER BATTALION 1914

moving roops were the German armies light infantyy
: s e

admirably and even whenfa(‘ing the BEF a1 y, pres th

r (single Platoon or whole Company)

INFANTRY BATTALION - 1914

1914 was the living embodiment of the Deutsche Gemeinschaft (German
with the despised French and British. With over 1,000,000 births per year, the

‘of Germany was unrivalled and this available manpower

Army Lists of Warld War One

quivalent to the

['r(’ll(‘h Chasse ; .
51 A ASSeurs. ) rf ¥
ey confirmed their The_\ performed

reputation of discipline and efficiency.

Divisional Support

(0~} per 2 Core Company choices)
(:encra] Staff Officer
Cavalry Squadron

Special Rules
"7|:h§‘ Battalion Command Group has the Infiltration
actics and Scouts Special Rules. This increases its

cost by +10 pts. it is considered lights for Unit
Cobherency rules,

GUARDS BATTALION

In 1914 the German Army had many prestigious regiments, compose
leadership of t;l; .bes}tgojjﬁcers_ ,The d[ﬁr erent Prussian Guard r egiments (composed of the 5 Guard Divisions that
 took to the field in 1914) fall in this category, as might some Bavarian units. When they faced the BEF they

 discovered to their CO.SI that they could be defeated, such as on the fateful day of 11th November 1914, when the
Prussian Guard saw its assault repelled in the woods east of Ypres. :

d of hand-picked troops and under the

Divisional Support

(0-1 per 2 Core Company choices)
Cavalry (single Troop or whole Squadron)
Infantry Company
Heavy Mortar Section

Special Rule
A German Guards Battalion can select up to 1 Gen-
eral Staff Officer without using a support choice.

was translated in a formidable standing army.

Divisional Support
(0-1 per 2 Core Company choices)
General Staff Officer
Heavy Mortar Section
Cavalry (single Troop or whole Squadron)
Guards (single Platoon or whole Company)
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' GERMAN ARMY UNITS OF 1914

Battalion Command Group
| Ld
wS BS S T W | A
4 2 9
Colonel 4+ 4+ 3 3 : : : ;
Major 4+ 3+ 3 3 : l 7
Soldier 44 4+ 3 3 1 ;

and Group consists of a Commandi

Battalion Comm :
it roup costs 50 pts.

If led by a Colonel, the Command G

Equipment: :
The Commanding Officer has a pistol.
All the soldiers have rifles.

ng Officer and 2 soldiers (aides, staff, messengers, etc),
If led by a Major, it costs 20 pts.

Options:
The Command Group
The Battalion Command Group may all have grenades for +5 pts.

may have up to 3 additional soldiers for +10 pts each.

General Staff Officer

WRLBS S ToowW e ok

Ld

Officer 4+ 4+ s 3 1 3 1

The General Staff Officer consists of one model for 45 pts.

Equipment:
The officer has a pistol (and usually a monocle!)

Special Rules:

The German General Staff was a
highly developed organization to
aide in troop movements and de-
ployments.

The General Staff Officer becomes part of the Battalion Command Group for the duration of the game. As long

as the General Staff Officer is alive the Battal

improved communications. If the General
Major is killed the General Staff Officer ta

| ' ion Command Group unit has +1 to their Leadership for any rolls
(i.e. a Major now has a LD of 9) and the Commanding Officers Leadership radius is extended to 18" to represent
Staff Officer is killed both bonuses are lost and if the Colonel or
kes over as Commanding Officer but the bonuses are still lost.




Wy Company Armay Lists of Workd War One

o T Y

: These soldiers representi the
gl  m T 1 | Bulkofthe inperial Germen
: 1 % | " army, and it was on their shoul-
34 24 N ders h . € b
St ‘ 3 ers that the chance for victory
or defeat rested. :

try Company consists of a Compan
Infan y Command Group consists of
¥ toon consists of 12 soldiers for 55 pts.

Y Command Groy

] ﬂnd h - sevpy )
a Captan and 2 g ctween 2 and 3 Infantry Platoons.

soldiers for 30 pis

ipment:
ains are armed with a pistol.

All soldiers have a rifle

i Options: —
| The Command Group may have up to 2 additional soldiers for +5 pis ¢ ct
Any platoon may have up to 6 additional soldiers for +5 pts cacl; g
The Command Group or any platoon may have grenades for +1()-pt<, per unit

Guard Company
The Prussian Guard repre-

WS BS S T W 1 A Ld sented the best of the German
army. Highly motivated these

3+ 4+ 3 3 1 4 1 8 soldiers were the elite of the
y) g early war German army.

" I+ 3 3 1 -

A Guard Company consists of a Command Group and between 2 and 3 Guard Platoons.
The Company Command Group consists of a Captain and 2 soldiers for 30 pts.
Guards Platoons consist of 11 soldiers for 90 pts.

Eﬁm‘pment:
The Captain has a pistol and grenades.
All soldiers each have a rifle and grenades.

Options: o ‘ .
tional soldiers for +10 pts eac
The Command Group may have up t0 2 additio STy

Any platoon may have up to 7 additional soldiers fo




A Ld
1 i
2 8

Jaeger
g 1+ 3

7 3+ :
Captain Mup and between 2 and 3 Jaeger Pl
7 soldiers for 40 pts.

£ a Captain and

y consists of
mand Grot

sist of 12 80

A Jaeger Compan
The Company Com
Jaeger Platoons cont

Special Rules:

Equipment:
The Captain ha
All soldiers each have

sa piStOl.
a rifle.

Infiltration Tactics.

Scouts.
These troops are Consi

Coherency rules

The Command Group may ha

Any platoon may have up to 6
The Command Group 0f any platoon may

additional soldiers for
have grena:

. veup to 2 additional soldiers for +8 pts each.

+8 pts each.
des for +10 pts per unit.

Machine Gun Section

I

ws BS S T W
1 3

Crew 4+ 4+ 8 2

1

This unit consists

Equipment:
All crewmen have either pistols or rifles.

of 1 Maxim Heavy Machine Gun and 3 crewmen for 50 pts

Options:

The H i
eavy Machine Gun may have an additional crewman for +15 pts

Light Mortar Section
o WS BS 8 T W
& Ak 3 1 S
3. {

pts.

Equipment:
All cre i
Wwmen have either pistols or rif]
es.
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T P A
. ' w 1 A Ld
Y 3
4 ] "
3+ 3 3 1 4 n g

This covers the various hypes of
cavalry available to the German
Army, such as Uhlans, Dragoons
and Lancers.

: Squadrons are composed of g Sq
Squadron Command Group is compo
Cavalry Troop consists of 9 Troopers f¢

uadron Command G
sed of a C
100 ps,

! roup and 2-3
aptain and 2 Troopers fo

e ment:
- The Captain has a sword and a pistol.
- All Troopers have pistols, swords, lances, and
~ carbines.

Special Rules:
Cavalry.

rules.

r 45 pts.

These troops are considered lights for coherency

avalry Troops.

Options:
The Command Group may have up to
Any Troop may have up to 5 addition

2

L

al Troopers for +11 pts each.

additional Troopers for +11 pts each

‘Heavy Mortar Section

The German army had a range
of mortars to count on during

the war.

The 77mm gun was the German

WS BS S T W A Ld
Crew 4+ 4+ 3 3 1 8 1 7
This unit consists of a Heavy Mortar and 4 crewmen for 60 pts.
Equipment:
All crewmen have either pistols or rifles.
‘German 75mm Field Gun
WS BS S T W A Ld
Crew 4+ 4+ 3 3 1 3 1 7

equivalent of the French 75mm.

e unit consists of a Medium Field Gun and 4 crewmen for 60 pts.

., ; Mmt

All crewmen have either pistols or rifles.

! Options:

for +10 pts each.
The Field Gun may h

ave up to 2 additional crewmen

1
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MODERN WARFARE

¢ : . ore As it Cf seen as the bi .

The last year of the Great War was pivotal in the history of warfarc as Lt gsc:mcen t:wei::zh O_f quem tacticg

that would fully develop at the dawn of the Second World Wagl TimsrcS impr 4 quired in the 0
¢ rrible years.

<ands ives ing four te

and mud. at the expense of thousands of lives during ;
A > . ~rnarts. The battalion was

The armies of 1918 bear little resemblance with their 1914 counterpart by now an 8lmost

independent formation that benefited from its own support and was able t;)l unde?ake lzmtetc)l, _but h}gmy effective
operations. The platoon was built around its automatic and support weapons, the most important cing the light machine
new weapon was acquired, the armies were able 1o bring

guns that changed the face of the war. Once mastery of this : ‘
ad ceased since the first winter of the war

with them much needed fire support, leading to a war of movement that h . .
Artillery also hugely improved and tactical units enjoyed a better, more effective accurate artillery support. The f 2

pioneers in these techniques werc the British., but their methods were soon copied. Tanks were now produced ey

masse, and the German Stormtroopers reached the peak of their efficiency. >
With this new evolution. the tide turned and the war could not last longer. In the end, the steel beat the flesh, ang B 4

§

the Germans were defeated.
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WS BS

| Colonel e 4 3
| Major et ) S 3 3 4

Soldier 4+ 4+ 3 3 l !

8 R eatalion Command Group consists of an officer and 2 soldiers (aidze(;, S::saff’ messengers, etc). If led by a
Colonel, the Command Group costs 50 pts. If led by a Major, it i

Equipment: E o
The Commanding Officer has a pistol and grenades. i 3
All the soldiers each have a rifle and grenades.

Options:
The Battalion Command Group may have two smoke barrages for +30pts. :
The Command Group may have up to 3 additional soldiers for +10 pts each. | /
Infantry Company
WS BS S T W I A Ld
Soldier 4+ 4+ 3 3 1 9 1 .
Captain 3+ 3+ 3 3 1 4 2 g

The battles of the Somme and Ypres, had exhausted Kitchener’s New Army but it was still in a condition to take
against the enemy. By now, these soldiers had acquired the experience to fight on equal terms with their

An Infantry Company consists of a Company Command Group and between 2 and 4 Infantry
The Company Command Group consists of the Captain and 2 Soldiers for 40 pts
An Infantry Platoon consists of 8 Soldiers for 50 pts. :

Equipment:
The Captain has a pistol and grenades.
All soldiers each have a rifle and grenades.

| Options:
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¥ lander Compan}'

WS BS i
These are the more highly moti-
%4 4+ vated . better trained or veteran
e formations in the BEF toward
3+ 3+ the end of the war

4 Highland Company Consists of a Company Command Group and between 2 and 4 Highlander Platoons.
A m(?gm yw Command Group consists of 3 Captain and 2 Highlanders for 35 pts. Highlander Platoons consist
ers for 70 pts.

] v, : enf: E !

3 2 ?apfﬂi“ is armed with a pistol and grenades.
“TH' shlanders each have a rifle and grenades.
All Fhig

- | Options: nd Group may have up to 2 additional Highlanders for +10 pts each.

i nmomn nai have up. to four additional Highlanders for +10 pts each.

iy Fisoos j ay have one Highlander replace his rifle for a Lewis Gun for +10 pts.

Any leéon n;\ have one Hi;:hiander replace his rifle for a Rifle Grenade Launcher for +5 pts.
Any p1‘amon g;r-Plamoﬂ fielded with the maximum number of models may:

sad Hiihi}j;iander replace his rifle for a second Lewis Gun for +10 P;* for 5 ot

R 8. 1415 eplace his nifle for a second Rifle Grenade Launcher for +3 pts.

Have a Highlander replace his nfle

S s




s BS S T w units, they Wergneededm hel ik 4
ik e oy I 5 hold t:z; f;gnt and 1o suppey;
. : 54 o : y g any attacks. [
Soldier 2 ~ . 3 I 3 g f
Captain il
. 3 and between 2 and 4 Territorial Platoops.
e onsists of a Company Command (:rouP an iy
A Territorial Company consists istare of the Captain and 2 Soldiers (
§ists y

The Company Command Gmup' consists 0 iyl
A Territorial Platoon consists of 9 Soldiers for 5.

Equipment: : s
The Captain has a pistol and grenades. }
All soldicrs each have a rifle and grenades. 4

Options: g
r"l)hc Command Group may have up to 2 uddxtlpnal ‘.soldjcre. h)'r ‘h4 p
Any Platoon may have up to 3 additional soldiers 1()‘r +4 pts c'ac(‘. oy
Any Platoon may have one soldier replace his rifle for a ng:s b ph._ i
' one soldier replace his rifle for a Rifle Grenade Launcher for +5 pts.

Any Platoon may have

Scout Platoon |

Scout 4+ 4+

A Scout Platoon consists of 8 soldiers for 60 pts.

Special Rules:

Equipment;
All Scouts each have a rifle and grenades. Scouts.
Infiltration Tactics.

Options:
Any platoon may have up to 2 additional scouts for +7 pts each.

Assault Party

W8 BS B T w1 i
Soldier 3+ 4+ 3 3 :

This unit consists of 7 Soldiers for 60 pts

Equipment:
All soldiers each hace : i ¥
soldiers each have 5 carbine and grenades S[}e;::;l Rules:

- ‘Wiltration Tactics.

Pioneering equipment.




: WS BS S T W - .
: Ld
prmper e 40
c‘pmjn 3+ 34 ;. 3 l ; ; 2)
8

A P consist )
Cavalry Troop consists of 9 Troopers for 9¢ pstf a Captai
Equipment |
B ei8 hes & sword and & ) Special Rules:
All Troopers have swords and rifles. Cavalry.

Army Lists of World War One

T?ze BEF still maintained large
Jormations of cavalry late in the
war and was able to put them to
use in the last offensives.

'P and between 2 and 3 Cavalry Troops.
nand 2 Cavalry Troopers for 45 ps,

The Command Group may have y

p to 2 additional T b "
Any Troop may have up to 3 add; roopers for +11 pts each.

tional troopers for +11 pts each.

Machine Gun Section

WS BS S T W I A
4+ 4+ 3 3 1 3 1

This unit consists of a Vickers Heavy Machine Gun and 3 crewmen for 50 pts.

~ Equipment:
All crewmen have either pistols or rifles.

| Options:
The machine gun section may have one additional crewman for +15 pts.

e 5. T WY A 1d
TR TV R e S S

ent:
have either pistols or rifles.

By 1918 the BEF had developed
and fielded the excellent Stokes
3" light mortar.

{ Options:

| The mortar section may have one additional crewman for +10 pts.

121




Special Rules:
See Spotter rules on page 63.

A spotter is armed with a pistol. A Spotter doesn’t count as a choice on the Battaliop
Organisation Table, you are gllo»yed up to one Spotier
per Field Gun or Mortar Section in your army,

18Ib Field Gun
s BS S oo W | A Ld
Crew it S SR 3 1 3 1 7

Equipment:
The crewmen have either pistols or rifles.

Heavy Mortar Section

This unit consists of a Medium Field Gun and 4 crewmen for 65 pts.

Options:
The Field gun may have up to two additional

crewmen for +10 pts each.

Crew 4+ 4+ 3 3

WS BS S x W | A
1

The BEF was equipped with the 9.45" mortar whos
throwing the 1501b “pig” over 1000 yards.

e shells were known as "flying pigs”. It was capable of

This unit consists of one Heavy Mortar and 4 crewmen for 60 pts

Equipment:
The crewmen have either pistols or rifles.

TANKS

Any of the Mark IV or Mark v British tanks can be equipped with a Fascine for +15 pts

Mark IV male tank

Pts Front Armoy

r Side Armour Rear Armour

120 11

11

ik \' t;lnl‘




At!ﬂjf.l

c IV female tank

Pts Frong A
AT i
ur Side Armouy Rear Ary
lour
130 Il :

ABU of Westhef Wy Chnie

S ——

"""—-—-»-—-.-/u«,.,.,.. —
l ‘ A
e,

: 1) 54
. IV female tank has 5 Hotehkigg Guns (Ve
R Mark : Fobieitn R nnite . o 8 (Vehicle Machine o3
TS atchkiss«gun (Vehic I_L Machine Gun) firing 1o the frong ymL Cruns), two mounted in each side Sponse and
%%: fora Vehicle Gun (upgrading the Female 1o 1o sy V

; 1ay exchange ' g1l 3
““ilphrudim_ J 48ge one side sponson Machine Gup

Pts Front Armour

Side Armour Rear Armour BS
Whippet 110 11 (0 o
he Wh?ppet e * Lewis Gung (Vehicle Machine Guns), one firing in cach direction
- The Whippet was much more mechanically rel; ’ \ :

able than other an
I, the Whippet has
ppet is a Fast Tank.

z ks of the era and - .
for tank breakdowns. As the faster tank of Ww o M@ era and as such

doesn’t need to roll
The Whippet may not have a Fascine. The Whi

the Assaulr Training Special Rule.

Mark V tank

Pts Front Armour Side Armour Réa; Armour Lk BS o

| MarkV 170

11 11 11 5+

The Mark V tank has two 6 b guns
Guns) one firing in each direction.
The Mark V was more mechanically reliable than the Mark IV and doesn’t need to rol

You may exchange the two Vehicle Gun
the Mark V by +10 pts.

(Vehicle Guns) mounted in side sponsors and 4 Hotchkiss (Vehicle Machine

I for tank breakdowns.
s on the side sponsons for two Machine Guns. This increases the cost of

j;.".l\ziark V* tank

Pts Front Armour Side Armour Rear Armour BS

1 5+
Mark v+ 200 1 a

2 : : i 4 Vehicle Machine Guns, one
The Mark V* Male tank has two Vehicle Guns mounte}? 51:21 Zld;hipﬁljgs\/ ’a:‘]?nay l:e ok adid el RiEA TV
firg : e on eac . S )

N g:qu;eggm; O%ﬁﬁfrio\;}ie;:ia?g ::sné Machine Guns, one firing to the front, one firing to the rera and
“emal i€ for +20 pts. The
on each side..
Rules: ; ipped with a Fascine.
g ; sidered to be equipp b - :
m g o gt 0o hg:ék % ! iiv:;z;oi’(t)zne Machine Gun section bought separately (this unit does
ik V* can, at the start of the game,

t Phase as long as the
uppo : : ’ at the start of the Movemen : :
Wms P e = drops Zﬁ independant unit that counts as Pinned the tpm it

g 18 not Shaken or Stunned, and becore ing the unit, the Machine Gun section is

f the vehicle. If the tank is destroyed whilst transporti
as well, :
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BRITISH INFANTRY
BaTTALION 1918

H

Battalion Command Group
Colonel and five soldiers

Core Companies

Red Company

Company Command Group-Captain and

two soldiers
First Platoon-10 soldiers, one with

a Lewis LMG \ ;
Second Platoon-10 soldiers, one with a Lewis

LMG :
Third Platoon-10 soldiers, one with a Lewis

LMG
Yellow Company
Company Comman

soldiers : ¢
First Platoon- 10 soldiers, one with a Lew1s LMG

Second Platoon- 10 soldiers, one with a Lewis

LMG
Third Platoon- 10 soldiers, one with a Lewis

LMG

Battalion Su(?g)ort
Two Vickers HMG Sections

d Group- Captain and two

| Regimental Support
One Light Mortar Section
Platoon of 10 Highlanders, one with a Lewis

LMG

Divisional Sug_)port
.!;' One Mark IV Male Tank

o
A

=
-~

17 quuipment

|  Officers are armed with pistol and grenades,
i soldiers are armed with rifle and grenades, except
where rifle has been exchanged for another

+ weapon.

=+ Overview

. This Infantry Battalion has 8 scoring units and is
designed for the offensive. At less than 1000
points there is potential to increase some platoons
| ®© full strength and add additional Lewis L MGs

o  for more fire power. Exchanging the tank for a
=1  Heavy Mortar and bringing all the platoons to full
strength would make the Battalion particularly

]  durable in either attack or defence,




1
i

s




 THE GREAT WAR

Nivelle offensives of

After the costly failure of the
s began to rebel.

1917, many veteran French soldier
The soldiers had many complaints and for the most
part they were legitimate. Compared to their allies and
enemies they were poorly fed and treated, given
inadequate leave, faced terrible conditions and were
being poorly led. Although there was no violence, the
troops would refuse to attack, but still defended their
trenches against enemy assault.
As Commander-in-Chief, Petain addressed the
soldiers’ complaints quickly and aggressively. He
immediately instituted leave programs and added field
kitchens and medical services for the troops. He also
promised a plan of limited offensives or an
“aggressive defence”.

With these problems solved Petain was able to get

THE 1918 FRENCH ARMY

the French Army back into fighting shape after the
terrible losses of the previous three years. The Frep, ch
Army was ready and able to support the BEF during
the Germans 1918 offensives and launch counter

attacks once the German offensive ran out of steam,

Strategy Rating:

#)

Command Range:
All Command Groups in a 1918 French
Army have a 12" Command Range.
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- FRENCH ARMY 1918 InFanTRy BATTALION

most French divisions were below haifStrength Sl
3 | 3 3 : :
& guﬁrefe(; dlt?:n% the battle ()f V(,’I'dlﬂ’t and ﬂl?’ ,Via\llzng n()t_flllb’ re
>, 3 3 ¥ e
- od hope under the leadership of Petain gng o
‘ ok B e o Era rhpthe arrival of Americans opened opportunities fi '
ﬂﬂd tanks (more than 5,000 tanks were pr Tl o ¥ e d’” lgh s b 37
: Sk A e B ?up}e of light guns (the 37mm
: : e the British production).

gy D( m’f)red Jrom the unbelievabie
Jrensive. Despite these losses, the French had

>

Regimental Support
| (06] ;);g CorgCompany choice)
. Companies s mm Gun
s Veteran Compan
infantry Company 4

11O

'Baﬁalion Command Group

Do e R 3T S 1 P

Divisi
[ Bupport (02 per Core Company cholce) iy G :
-3 Machine Gun Section Tarl:k ore Company choice)

Guns
02 37mm : Heavy Mortar Section
0-2 Light Mortar Section
Assault Platoon

VETERAN BATTALION 1918

This list represent; any of the elite formations or battle hardened regiments such as the Foreign Legion that
have been on the line for a long time, and have considerable combat experience. i

1HQ Regimental Support
~ Battalion Command Group (01 per Core Company choice)
0-2 75mm Gun

Core Companies Infantry Company

.';*'eteran Company
{ Divisional Support

(01 per Core Company choices)
Tank
Heavy Mortar Section

Battalion Support (0-2 per Core Company choice)
0-3 Machine Gun Section

0-2 37mm Gun

0-2 Light Mortar Section

SECOND LINE BATTALION 1918

Jist can be used to represent any of the under strength or less reliable formations that were mainly used on
\ d“f)’ in quiet sectors The une;cpected German offensives in 1918 saw these unfitted units take to the field
st a determined opponent that outclassed them in training, experience and material.

HQ , Regimental Support
s 0—1 per Core Company choice)
Battalion Command Group : o_lp 75mm Gun
S Infantry Company
¢ Companies
¢ Company Divisional Support

(01 per 2 Core Company choices)

/ ice .
A ) Heavy Mortar Section

n Support (0-2 per Core Compan

t Mortar Section



" UNITS OF THE FRENCH ARMY 1918

Battalion Command Group

wsS BS S T

4
Colonel %A 3 ‘ 1

Major syl ¢

i it
Soldier A A3 3 I ; : ‘ /

A Battalion Command Group consists of an officer and 2 soldiers (aides, staff, messengers, etc). If led by a
Colonel, the Command Group costs 50 pts. If led by a Major, it costs 20 pts.. " 4

Equipment: ' |
The Commanding Officer has a pistol and grenades. G
All the soldiers each have a rifle and grenades. ‘ )

Options: 3 : P
The Command Group may have up to 3 additional soldiers for +10 pts each. e
The Command Group may have two smoke barrages for +30pts. L sold!

Veteran Company

WS BS S T A4 I A 1d Veterans represent the soldiers
that have been on the front lines
Veteran $6 o A s 3 1 4 1 8 for a long time and have

considerable combat
experience. :

Captain 3 e 3F 3 3 1 4 2 8

A Veteran Company consists of a Company Command Group and between 2 and 4 Veteran Platdoﬁs@ .
The Company Command Group consists of the Captain and 5 soldiers for 65 pts. L
A Veteran Platoon consists of 6 soldiers for 55 pts.

Equipment:
The Captain has a pistol and grenades.
All soldiers each have a rifle and grenades.

Options:
The Command Group may have up to 3 additional soldiers for +9 pts each.
The Company Command Group may have up to 2 Chauchat for +10 pts each
Any Platoon may have up to 3 additional soldiers for +9 pts each |
Any Platoon may have one soldjer replace his rifle for a :

; number of models may-
Have a soldier replace his rifle for a second Chauchat +10 gt);

Have a soldier replace his rifle for a sec 1
. ' : : ond Rifle Grenade & ts
Add Pioneering Equipment and be upgraded to Bombers for??ﬂzze?:‘;;flpl :
el.
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WS BS S T

Even though the French army
had suffered at Verdun and
during the Nivelle offensive they
remained a powerful formation.

4+ 4+ 3 3
LA L 3 3

try Company consists of a Company Command G
Infan any Command Group consists of the Ca

: Icéfﬁy Platoon consists of 6 Soldiers for 35 p
F A0 3

roup and betw

ptain and 5 Soldiers fo
1s.

cen 3 and 4 Infantry Platoons.
I 55 pts.

Equipment:

%, in has a pistol and grenades.
3;1;]16 SS;:jpitearlsneach hzve arifle and grenades.
1 @ﬁ’o;(’;mmand Group may have up to 3 additional soldiers for +7 pts each,
%’ g lommand Group may have up to 2 Chauchat for +10 pts each
3 e C? toon may have up to 3 additional soldiers for +7 pts each.
\ B n may have one soldier replace his rifle for a Chauchat for +10 pts.
= ad P]amgn may have one soldier replace his rifle for a Rifle Grenade Launcher for +5 pts.
1 -l Pl? t?m'v Platoon fielded with the maximum number of models may:
| ‘-": ol IZ 2 soidier replace his rifle for a second Chauchat +10 pts
\ g::ve a soldier replace his rifle for a second Rifle Grenade Launcher for +5§ti.
: Add Pioneering Equipment and be upgraded to Bombers for +1 pt per model.
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Reserve Company

: Ld
T A 2
i 5
Soldier i 2 4R
Captain ey s 3 13
er of France was bled white. Soldiers were sent to the front 4

After four years of continuous war the manpower
without any adequate training, and some concessions were
also represent exhausted troops sent to the rear, and surpris
Offensives.

wade to the selection of able men. This entry can
ed by the quick advance of the German Spring

Group and between 3 and 4 Infantry Platoons. ;

. : e , Command
A Reserve Company consists of a Company d 5 soldiers for 30 pts.

The Company Command Group consists of the Captain an

Equipment:
The Captain has a pistol and grenades.
All soldiers each have a rifle and grenades.

Options:
The Command Group may have up to 3 additional soldiers for +4 pts each.
The Company Command Group may have up to 2 Chauchat for +10 pts each
Any Platoon may have up to 3 additional soldiers for +4 pts each.
Any Platoon may have one soldier replace his rifle for a Chauchat for +10 pts.
Any Platoon may have one soldier replace his rifle for a Rifle Grenade Launcher for +5 pts.
Any Reserve Platoon fielded with the maximum number of models may:
Have a soldier replace his rifle for a second Rifle grenade launcher for +5pts.

Assault Platoon

WS BS S T \4% I A 1Ld In many cases these soldiers were

chosen right before the mission,
1 7 then given instructions on what to
do and sent into no man’s land.

Soldier ot - 4+ 3 3 1 4

P W R

Assault soldiers were armed with pistols, shovels,

P renad
This unit consists of 6 soldiers for 45 pts. R e thought woukiis tea. 1
3
Equipment: :
. Speci .
All soldiers each have a carbine and grenades. I}Z;;Ziz;les% : %
n Tactics.

Pioneering equipment

Options:

An assault platoon may have up to 3 additiona] soldiers for +9 pts each
ch.
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Machine Gun Section

WS BS S Tk \%Y A 1.4
Crew 4+ 4+ 3 o 1 e |

This unit consists of 1 Hotchkiss Heavy Machine Gun and 3 crewmen for 50 points.

Equipment:
All crewmen have either pistols or rifles.

Options:
The machine gun section may have one additional crewman for +15 pts.

37mm TreHCh Gun The late war French army added

; \;\; iy : A Ld light guns to help improve a
g e . T units firepower and to deal with
| 3 I 7 pillboxs and strongpoints.
Crew 4+ 4+ 3 3 £k

~ This unit consists of a Light Field Gun and 3 Crewmen for 35 pts.

. The crewmen have either pistols or rifles.

Options: +10 pts each.
The Trench Gun may have up to two additional crewmen for +10p

Army Lists of World War One
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‘Iﬁamtcmsi ists of a Medium Field Gun and 4 crewmen for 75pts.

“mmalt:

have either pistols or rifles.

All crewmen
tions:
"1915:3 I? ield Gun may have up to two additional crewmen for +10 pts each. ’
Light Mortar Section
The 58mm mortar was the
WS BS S T w | A 14 standard light mortar of the
Crew I T TR e French army.

This unit consists of a Light Mortar and 3 crewmen for 40 pts.

Equipment:
All crewmen have either pistols or rifles.

Options:
The Light Mortar Section may have one additional crewman for +10 pts.

Heavy Mortar Section

W5 BS. 8 T w iyl

ebie o433y e

A Heavy Mortar Section consists of one Heavy Mortar and 4 crewmen for 60 pts

Equipment:
All crewmen have either pistols or rifles,

The French army he
numbers of w
Brandt 90mm
use to su _ ‘:.":
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TANKS

ascine for +15 pts

ach tank can be equipped with o F

Schneider CALl

Pts Fr . .
! ont Armour Si SR .
Side Armour R rmour
ear Armour BS

schneider CAL 110 11 10

9 54

_ eohneider CAL s armed with ¢ , Vehi .
The Sc‘ hne ! _ih 1 '{Smm gun (Vehicle Gun) in a side sponson and 2 tan 7 alid
hine Guns), one on either side of the tank. sponson and 2 Hotchkiss (Vchicle

French Army of 1918 is allowed only 1 Schneider CA1 tank

1 St Chamond

Pts Front Armour Side Arm;JrN : Rear\rmour s BS

St Chamond 130 1 i1 10

f Lh
E 4+

The St Chamond is armed with a 7Smm gun (Vehicle Gun) mounted in the front and 4 Hotchkiss (Vehicle
Machine Guns) one on each side in addition to the front and rear mounted guns.
The French Army of 1918 is allowed only 1 St Chamond.

Pts Front Armour Side Armour Rear Armour BS

Renault FT-17 80/90 10 10 A s

Renault FT-17 can be armed with either a turret 37mm gun (a Vehicle Gun) for 80 pis, ora s ks e
otchkiss (Vehicle Machine Gun) for 90 pts.

: Rmau}t FT-17 is a Fast Tank.



FRENCH INFANTRY
BATTALION 1918

HQ

Rattalion Command Group
Colonel and four soldiers

Core Companics
Yellow Company NS
Company Command Group — Caplain and
soldiers. two with Chauchat LMG's
First Platoon — 9 soldiers, two with (
LMG's and two with Vivien-Bessicr

: Girenade Launchers : =
- Second Platoon ~ 9 soldiers, (w0 with Chaucha

LMGi's and two with Vivien-Bessieres Rifle

Grenade Launchers, )
Ihird Platoon — 9 soldiers upgraded to bombers.

Tauchat
es Rifle

i | Red Company

P . Company ( ‘ommand Group — Captain and &
T soldiers, two with Chauchat LMG's

» » » s
5 First Platoon - 9 soldiers, two with Chauchat

LMG’s and two with Vivien-Bessicres Rifle
- Grrenade Launchers
Second Platoon — 9 soldiers, two with ( ‘hauchat
LMG's and two with Vivien-Bessiéres Rifle

Grenade Launchers.
Third Platoon - 9 soldiers upgraded to bombers.

Battalion Support

Two Hotchkiss HMG Sections.

Regimental Support

75mm Field Gun

| Divisional Support

FT-17 with Vehicle Machine Gun

Equipment
Officers are armed with pistol and grenades,
soldiers are armed with rifle and grenades, except
where rifle has been exchanged for another weapon.

Overview
This Infantry Battalion has 9 scoring units and is
(!Lﬁigﬂc‘d for the offensive. It 1S just less than ]0‘()()
p«unls .'tn“d cach platoon has plenty of firepower
}:i\ch:lngmg the tank for an additional HMG 'ind ¢
I,lfht .Munar would make the Battalion pa:‘ti; le ‘;
ctlective in defence with 4 number of tem latl'J it

% weapons to h:unpcr an attacker’s pr()grcs%p y

er

W’T’:ﬁm‘vﬂ i
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menting with the

In 1916 the German army began expcn’ R
idea of “storm troops” or “assault troops. i
an infantry unit would be given extra ﬁrc;zlotvt:f:n b);
iti i : , an
addition of machine guns and mortars v,

e o
taught to infiltrate enemy positions I sma%l n et
attack from the sides and rear. They also gave g

control to smaller units in the army, letting junior :
officers make decisions without clearing them throug
igher command. %
h'%)h: March 21 1918, the German army Jaunched .lth
Kaiserschlacht or Michael Offensive. With the soldiers
from the Russian front, the Germans felt that lhcy could
knock the British out of the war before the Americans
numbers could make a difference. Over 60()O.guns fired
a hurricane bombardment that stunned the British
soldiers and left them in no shape to resist the German
infantry infiltrating their positions to attack them from
the flanks and rear. On the first day the Germans took
21,000 prisoners and within a week they had advanced
65km on a 80km wide hole in the allied lines. The

AL GERMAN ARMY OF 1918

they also exhausted the German army. The net effect of

the Kaiserschlacht was to use up irreplaceable

anpower without achieving any decisive victory,
m

German Army Strategy Rating:
Stellungsbataillon Strategy Rating:

Command Range:

All Command Groups in a 1918 German
Army have a 12" Command Range.

Looted Equipment
Despite a good allocation of German manufactured

light machine guns, German soldiers continued to yse
looted Lewis Guns as it proved to be lighter and handier

offensive then began to run out of momentum as French
troops arrived to stiffen British resistance and Gerrpan
soldiers stopped to loot food stores. Further offensives
brought the German army to within 90km of Paris but

in an assault.
In all lists, you may exchange up to half the

MGO08/15 in your platoons for Lewis Guns for free.

The 1918 Reorganization of the German Army

During the winter 1917-1918 the German army under the leadership of Ludendorff underwent a massive
change in preparation for the forthcoming ‘Peace Offensive’. Some divisions, around a quarter of the total
manpower, were designated as Angriffdivisionen (Attack Division) and their soldiers underwent a three weeks
camp training during the winter. Only the most capable and youngest soldiers were selected for this training,
that had the ambition of spreading the Stormtroopers experience and tactics to the bulk of the German Army.
The remaining divisions were labeled Stellungsdivisionen (Trench Division) that would only perform garrison
duties and kept to hold the line. They were left with the oldest soldiers (unfitted for the new tactics) and had to

do their job with less support and obsolete material.

STELLUNGSBATAILLON (TRENCH BATTALLION)

77?bfrenc/1 Eatta/ion e e thaquless duty of holding the long frontline in northern France and Belgium. As
lt e est :vold{ens had been taken for the attack Jormations, the Stellungsdivisionen were left with the oldest and
ess performing troopers, and soon these units were overwhelmed with the general war weariness

1 HQ

Battalion Command Group

Regimental Support

(0-1 per Core Company choice)

2-4 Core Companies 7Tmm Gun

Infantry Compan
pany Divisional Support

(01 per 2 Core Company choices) | ‘

Battalion Support (01
per Core Company choice)
Heavy Mortar Section ' '

(}-»3 Machine Gun Section
0-2 Mortar Section
0-2 Grenade Launcher



ANGRIFFBATAILLON (ATTcK BAmLuou)wmmm
Battalions were mainly composed ,,

f the youngy
sotiras] sryoref i €51 5
¢ They all received special Iraining during iﬂlaf/ and meye capable men, with

i ot i 917-191% ‘
ctics and practice with reql ywe : Y that consis
b e ]tn’lifm’d waould be the ¢ d ‘W{’(l/,mm' By spring 1914 they were r,l ”; d * the{’rf’ P
W:M il S ’Wﬁmg tide of The Gregy War. They h eady for the Kaiser's Battle, the
e their task: experience, the best equipment, o Y had everything that was needed to

e g ood officer ¢ y
m{mtf[}’ Whal Misse [l wWiels an ()/)/)()r“;nt Ih(l! W()”/d /}(‘ W;(l/‘[’n;rl;/)r//‘; Zﬂj{ Ih(: *%./H.[ to /l(’/"(lf thF‘ ,/f’/j['fc
JLY Crushec

an average age below

Regimental Support

Q ‘
lion Command Group .
~ patia (01 per Core Company choice)

: 1 : 7Tmm (
: Core Companies }alarr:chnm I
: ‘ ethrower Detachment
k ‘ompan 3
) Msalllt(—(’ pany 37mm Gun
01 General Staff Officer

Battalion Support (0-2 per Core Company choice)
- -4 Machine Gun Section

¢-2 Light Mortar Section

0-1 Anti-tank Rifle Detachment

Divisional Support
(01 per 2 Core Company choices)
0-1 Stormtrooper Company

| (-4 Grenade Launcher Stosstruppen Company
,H“""i‘!a:.. Heavy Mortar Section
Ry, 0-1 Tank
gffd&}j: MI '
i

e

~ STURMABTEILUNG (ASSAULT DETACHMENT)

" Nicknamed the ‘Gladiators’ the Stormtroopers and Stosstruppen had acquired by 1918 considerable experience
- ofcombat and infiltration tactics. They followed the path opened by the Rohr Sturm-Abteilung in 1915, with the
* concept of dedicated and highly supported assault troops. Between 1916 and 1917 most German divisions built
" their own shock battalion, but none reached the excellence of the 17 centrally controlled Sturm-Bataillons. They
rarely fought on their own and had often a company or two dispatchefl to support an assaulting division in the
~ frontline. They also formed the Austro-Hungarians Stormtroopers (with limited suc%*ess), o O0

-  These assault units often had an impressive amount of support. lTl?e-3rd /?maw't Company of the Third Jager
* dssault Battalion was sent to support the 50th Reserve Infantry Division with no less than 2 Light Mortars, 2

Wﬂy Guns, 8 Maxims and 7 Flamethrowers!

Regimental Support
(0-1 per Core Company choice)

37mm Gun | :
77mm Gun (must be designated as a Li ght Gun)

Stormtrooper Command Group

M Core Companies
 Stosstruppen Companies Divisional Support
0-1 Stormtrooper Company (0-1 per 3 Core Company choices)
0-1 Tank

¢

ttalion Support (0-3 per Core Company choice)
0-5 Machine Gun Section
0-4 Light Mortar Section
Grenade Launcher Team
Anti-tank Rifle Team
sthrov er Team
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Battalion Command Group‘

GERMAN ARMY UNITS 1918

s R
WS BS S T W I
9
1 4 2
Colonel 4+ 4+ 3 3 2 :
4
Major 4+ 34 3 3 1 | :
3
Soldier 44 44 3 3 | )

1o jor, it costs 20 pts.
Colonel, the Command Group costs 50 pts. If led by a Major,

Equipment:

The Commanding Officer has a pistol and grenades.

All the soldiers each have a rifle and grenades.

. : B e L T s, staff, messengers, etc). If led by a
A Battalion Command Group consists of an officer and 2 soldiers (aides, >

Options:

The Command Group may have up to 3 more soldiers for +1.0 pts eacfh. o
One soldier may replace his rifle with a Bergman Sub-Machine Gun for +6 pts.

The Battalion Command Group may have two smoke barrages for +30pts.

General Staff Officer
£ s T w1 Ld
Officer 4+ 4+ 3 3 1 3 1 g

The General Staff Officer consists of one model for 45 pts,

Equipment:
The officer has a pistol (and usually a monocle!)

Special Rules:
The General Staff Officer becomes part of the B
As long as the General Staff Officer is alive the
any rolls (i.e. a Major now has aLD of9)and t
represent improved communications,
If the General Staff Officer s killed both
Officer takes over as Commanding Offi

attalion Command Gro
Battalion Command
he Commanding Offi

bonuses are lost a
cer but the bonuses

The German General Staff was a
highly developed organisation to
aid in troop movements and
deployments.

up for the duration of the game.
Group unit has +1 to their Leadership for
cers Leadership radius is extended to 18" to

nd if the Colonel or Major is killed the Get ral
are stil] lost, .

\.I,W;‘

= '—:‘
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Stosstruppen Company

Pene oy o WL ARy
8
Soldier e : ; | 9
Captain R 3 3 I 5 4

A Stosstruppen Company consists of a Company Command Group and between 2 and 3 Stosstruppen Platogps

The Company Command Group consists of the Captain and 2 Soldiers for 30 pts.
A Stosstruppen Platoon consists of 6 soldiers for 65 pts.

Special Rules:
Infiltration Tactics.
Pioneering Equipment.
Assault training.

Equipment:
The Captain is armed with a pistol and grenades.
All soldiers each have a carbine and grenades.

Options:
The Command Group may have up to 2 additional soldiers for +11 pts each.
One soldier in the Command Group may replace his weapon with a Bergman Sub-Machine Gun for +6 pts.
Any platoon may have up to 3 additional soldiers for +11 pts each.
Any platoon may have up to two soldiers replace their carbines for a MGO08/15 for +10 pts each.
Any platoon may be upgraded to Bombers for +1 pt per model.
Any platoon without a MG08/15 may have one soldier replace his carbine for a flamethrower for +15 pts.

Stormtrooper Command Group

WS BS S T W I A 1d

Fujor a3 4 s
Soldier Gt 3 4 I 5 1

A Stormtrooper Command Group consists of the Major and 2 soldiers for 70 pts

Equipment: .

The Major has a pistol and grenades. All soldiers i Rflles:

R i o o, Infiltration Tactics. Pioneering Equipment.
Stonptroopers can move 6” in the assault phase
even if they are not assaulting (this represents their
improved tactical training). Stormtrooper Command

: Groups have a Command Range of 18"".
Options:

The Command

ey tg?fmnﬁglga(\;ioﬁ, tr(; j additiona] soldiers for +15 pts each

The Command Group may get 2 SmokeyE;ZFrl:;;hf{(S;r“S%m? 2 Bergman Sub-MackES SN
pts.
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Y Towa gy

4+ 3 4 | ¥

138

9

3+ 3 4 ] .

Stormtrooper Company consists of a Co
‘!’!?Campany Command Group consists orfllizng‘ac?.mmand Group L i B
A Stormtrooper Platoon consists of 6 soldiers for 9% C;tt el e

Equipment:
g : . Special Rules:
-.‘(;apgams are armed with a pistol and grenades. Al Infiltration Tactics
soldiers each have a carbine and grenades. Wi WA ulrs :
26, Lquipment.
Storm troopers can move 6” in the Assault phase
even if they are not assaulting (this represents their
improved tactical training).

| Options:
o f ; One soldier in the Command Group may replace his weapon with a Bergman Sub-Machine Gun for +6 pts.
& I Any platoon may have up to 3 more soldiers for +15 pts each
\ B Any platoon may have up to two soldiers replace their carbines for a MG08/15 for +10 pts each.
& Any platoons may be upgraded to Bombers for +1 pt per model.
Any platoon without a MGO8/15 may have one soldier replace his carbine for a flamethrower for +15 pts.

| Stormtroopers and Stosstruppen

| The use of the words Sturmtruppen (Stormtroopers) and Stosstruppen (Shocktrooper) are somehow

| confusing. Contrary to the general belief, the Germans never used them to designate any specific unit, but

| more generally for any dedicated assault troop. In the accounts, there was mention of British Stosstruppen

| that was used to designate the Bombers thrown against the German lines! Basically, as explained by Prof.

| Gudmundsson in his ‘Stormtroop Tactics’ the word Stosstruppen replaced the old word of Sturmtruppen that

: existed in the German army since the 18th Century.
But despite this lack of proper designation, it cannot be denied that the German assault units were basi-

| cally divided in three kinds. . :
The first, for which we have decided to use the word Stosstruppen, was the assault battalions raised in al-

| most all divisions. They were allocated the best weapons, kept away from fatigue duties and spent their
times training and practicing infiltration tactics. They became soon the best soldiers of their parent unit and

spearheaded each major offensive. ‘
| The Stormtroopers (as we call them) are the assault troops that are attached to the Stgrm—]?ataﬂlons, the 17
| shock units that were under the direct control of the German Oberste Hegreslenung (High Commaqd). The
| selection process of these battalions was rigourous aﬁd only the best soldiers could hope to be admitted.
| They were placed under the leadership of the best officers and NCOs and learned all the modern combat
| techniques, including the grenade assaults ihat.made them famouq S :
Finally, the last assault unit covered in this list are the umFs rglscq dupng the 191 \Vll}ter in preparation of
Operation Mikaél. These are referred to as Assault Cqmpames n th{s list anc} despite ben_lg better than the
, B iy man, do not deserve the gaming efficiency of the atoryementmned' format}or}s. .
/ ticed Stormtroopers have a Toughness of 4. We have restrxctesi this increased I'ESlSF:
As yo&;}m;zy havlz 'nos - without doubt the best soldiers of the German Army, if
ance to the few soldier

f the 17 Sturm-Bataillons, ' g i ; &

not of the war, By many aspects these German Stormtroopers were the ultimate soldiers of their time, with ,l
an innovative training and precurso i
!

!

ol

ry battlefield techniques. They made great use of cover, were able to
.y i »ir increased Toughness represents all that, and saves
' i o the battlefield. Their increase | . :
b mdepemieﬂst l?:f gpecial rules to represent their revolutionary efficiency on the battlefield.
esetof:

the complications of a who
: L R At

e

et rromirier ==
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Assault Company
e T R R R S
4 l 7
Soldier D e l T
Captain -aaie Ak 3 ° :

and between 3 and 4 Assault Platoons,

1 > irou
An Assault Company consists of a C()mpa'ny Cqmmgnd ( (rjrgls.[i:)]dim for 35 pts.
The Company command group consists of the Captain and 2 ¢

An Assault Platoon consists of 9 soldiers for 60 pts.

Equipment:
All soldiers each have a rifle and grenades.

Captains are armed with a pistol and grenades.
]

ki ditional soldiers for +7 pts cach
The Command Group may have up to 2 additional soldiers ; . gl e g
One soldier in the Command Group may replace his weapon with a Bergman Sub-Machine Gun for +6 pts,

Any Platoon may have up to 3 more soldiers for +7 pts each.

Any Platoon may have one soldier replace his rifle for a MGO08/15 for +10 pts i
Any Platoon fielded with the maximum number of models may have a soldier replace his rifle for a second

MGO08/15 for +10 pts. i . e
One Platoon in each Company may have up to two soldiers replace their rifles for Rifle Grenade launchers

for +5 pts each.
Every second Platoon in each Company may be upgraded to Bombers for +1 pt per model.

Anti-tank Rifle

WS BS S T \%" I A Ld
Crew 4+ 4+ 3 3 1 3 1 7

Anti-tank rifle teams were introduced to help combat the growing numbers and growing effectiveness of British and
French armour.

This unit consists of one soldier and an Anti-tank rifle for 15 pts.

Equipmeqt: : ' Special Rules:
The soldier has an Anti-tank rifle and grenades. Scouts, Infiltration Tactics.

Machine Gun Section

Equipment:

All crewmen have either pistols or rifles, Special Rules: 4

The Machine Gun section can be equipped with ‘K e
Armour Piercing bullets for +15 pts. When using

Sustained Fiye against a Vehicle within 18
Machine Gun has a Strength of 5.

Options:
A fourth crewman cap, be added for +15 pts




Flamethrower Detachment

# T~

[Ty

Crew 4+ 4+ 3 3 1

3 1 7

J

This unit consists of 5 soldiers for 40pts.

Equipment:
Four of the soldiers have rifles and one has a

flamethrower and a pistol.

Army Lists of World War Ope

These were one of the many new and horrible weapons introduced during the war. Flamethrowers were used to help

destroy pillboxes or force enemy soldiers out of fortifications.

Options:

A Flamethrower Detachment may add up to 4 additional soldiers for +6 pts each.

3.7¢cm Anti-Tank Gun

B ne g T W

3 Crew Mok 3 3 I

- Latein the war the German army
Powerful British and French tanks.

This unit consists of a 3.7cm Anti Tank Gun and 3 cre

Equipment:
All erewmen have either pistols or rifles.

wmen for 35 points.

began introducing a 37mm Anti-Tank Gun to help combat the newer and more

Options:

A fourth crewman may be added for +10 pts.
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: Sk ‘ ff’;
% BN = B e % A Ld Mdbem g ‘ 0 fi '*,"
O T 7 moving targets with the
S R 1 3 1 - e
ists of a Medium Field Gun and 4 crewmen for 60 pts.
e ' Special Rules: be desiamnd G ITRE
\ll crewm ; ; The 77mm Gun may be designated as a Light Fiela
o Aﬁm have either pistols or rifles. Gun (free) to represent the Infantry Guns used by 1
: the Assault units. _
Options: %
The Field Gun may have up to 2 additional crewmen for +10 pts each.
L gk
L) b
Grenade Launcher
WS BS S T A% I A Ld |
Crew 4+ 4+ 3 3 1 3 1 L i \
] /
The grenade launcher team unit consists of 2 soldiers and a grenade launcher for 20 pts.
Equipment: N
One soldier has the Grenade Launcher and the other has a rifle. Both have grenades. |
Special Rules: N
The Grenade Launcher team may be attached at the start of the game to any Command Group of its Battalion. J oeach S

If joining a Command Group, the Grenade Launcher team becomes part of that Command Group for the game
duration and may not leave it. The stat lines for the Grenade Launcher crew are replaced by the stat lines of

Soldiers from the relevant Command Group, gaining all the Special Rules of these Soldiers. Only one Grenade ,‘ (apt
Launcher team can be attached to a particular Command Group. ]

—

o | Vark
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Light Mortar Section Ty

WS BS S T W I A Ld The German army
Crew 4+ 44 3 3 1 3 1 7 7.6cm mortar throt \

b : war. ' q

 This unit consists of a Light Mortar and 3 crewmen for 40 pts. )

- All crewmen have either pistols or rifles. \
Options:

The Light Mortar Section may have one additiona] crewman for +10 pts
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The German
. Army yy
170 Vused the

mm moriqy throughout ghe
war,

crewmen have either pistols or rifleg.

TANKS

' The German army was late-in developing the tank, but did make use of captured
‘The German army in 1918 is allowed only one tan

: allied models,
k of any type.

Pts Front Armour Side Armour Rear Armour ot BS :

ATV 145

12 11

11 5+

An A7v is armed with a 57mm gun (Vehicle Gun) mounted in the front and 6 MGOSs (Vehicle Machine Guns),
2 to each side and 2 more to the rear.

Captured Mark I'V Male tank

Pts Front Armour Side Armour Rear Armour BS

Mark IV 120 11 I TSR s

m Mark IV Male tank has two 61b guns (Vehicle Guns) mounted in side sponsons and 3 Hotchkiss guns
ehicle Machine Guns), one firing forward, one left and one right.

Captured Mark IV Female tank

&
i . ;’ 3 :
.sfi‘i"'-“s ~ B Front Armour Side Armour Rear Armour BS
30 I & i e e
1

| i ‘ J Wi Unttd in Cd Ch 51 o Sponsnn

P : : firing to the front : S
%Hﬁﬁcmss gun ( Vgh icle Mj:};;fc}?i;z)(}u“ for a Vehicle Gun (upgrading the Female to a
ay exchange one side spons

1% .tﬁ).
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GERMAN ATTACK
BaTTALION 1918

HQ
Battalion Command Group
Colonel and 4 soldiers, one with a Bergman

SMG

Core Companies

Assault Company “Grey”
Company Command Group — Captain and two

soldiers

First platoon — 10 soldiers, one with an
MGO08/15 LMG

Second platoon — 10 soldiers, one with a Lewis
LMG

Third platoon — 10 soldiers

Assault Company “Camo”’
Company Command Group — Captain and two

soldiers, one with a Bergman SMG

First platoon — 9 soldiers, one with an MGO08/15
LMG

Second platoon — 9 soldiers upgraded to
bombers, one with an MG08/15 LMG

Third platoon — 9 soldiers, one with an
MGO08/15 LMG

Battalion Support

One Light Mortar Section
One MG08 HMG Section
One Grenade Launcher

Regimental Support
One 77mm Field Gun with 6 crewmen

Flamethrower Detachment — 9 soldiers, one with
a flamethrower

Divisional Support
One A7V Tank

Equipment

Officers are armed with pistol and grenades,
soldiers are armed with rifle and grenades, except
where rifle has been exchanged for another

weaponn.

Overview
This Attack Battalion has 8 scoring units and is

designed for the offensive. At less than 1000
points there is potential for the HQ to take a
smoke barrage. Using these spare points and
exchanging the tank and flame thrower for a
Stosstruppen Company would increase the
number of scoring units and increase the
offensive options as scoring units win games.
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FHE GREAT WAR

T ———
AppiTioNAL ARMY ROSTERS

Earlier in Operational Missions yo
Defend army rosters to use as opposition to th

Remember as Defender you only need one
limited weapons, usually HMGs.

u will have come across the Attac
¢ example army rosters s
Core Company and can s

k and Defend options. Here we show twe
hown earlier in this section.
till take the maximum permitted of any

BRITISH INFANTRY
BATTALION 1918

HQ

Battalion Command Group
Colonel and five soldiers.

Core Company
Infantry Company
Company Command Group — Captain and four
soldiers.
First Platoon — 12 soldiers, two with Lewis
LMGs and two with rifle grenade launchers.
Second Platoon — 12 soldiers, two with Lewis
LMGs and one with a rifle grenade launcher.
Third Platoon — 12 soldiers, two with Lewis
LMGs and one with a rifle grenade launcher.

Battalion Support
Two Vickers HMG Sections.

Regimental Support
One Light Mortar Section.

Equipment

Officers are armed with a pistol and grenades,
soldiers are armed with a rifle and grenades,
except where a rifle has been exchanged for
another weapon.

Overview

This Infantry Battalion is a straight swap for our
carlier roster with the platoons brought up to full
strength. As the Germans have less access to
tanks, HMGs and LMGs are more effective, and
a Field Gun might be worth having if your
opponent regularly makes use of a tank.

GERMAN TRENCH
BATTALION 1918

HQ

Battalion Command Group
Colonel and five soldiers.

Core Company

Infantry Company
Company Command Group — Captain and four

soldiers.
First platoon — 12 soldiers, one with a MGO08/15

LMG.
Second platoon — 10 soldiers, one with a Lewis

LMG.
Third platoon — 12 soldiers, one with a

MGO08/15 LMG.

Battalion Support
One Light Mortar Section.
Three MG0O8 HMG Sections.

Regimental Support

One 77mm Field Gun with 6 crewmen.

Equipment
Officers are armed with a pistol and grenades,
soldiers are armed with a rifle and grenades,
except where a rifle has been exchanged for
another weapon.

Overview
This Trench Battalion has plenty of HMG
firepower. The platoon with the Lewis LMG is
used as a mobile reserve. The Field Gun helps as
an anti-tank weapon. The Infantry platoons will

gen.erally be in cover and this compensates for
their low Initiative.

;1‘
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THE GREAT WAR

PAINTING GREAT WAR MINIATURES

Uniforms tended 1o vary in shade depending on where
they were made and how long they had been in the field.
Painting units in slightly different shades can help when
identifying individual units,

Before painting your models, you will need to remove
any mould lines and undercoat them with o suttable
primer. There are many ways of painting model soldiers
and hobby magazines and other publications often
include specialist articles, Games Workshop stores and
many hobby stores often organise painting tutorials and
will always be pleased to help

Here we explain the basics for painting a miniature
and what colours can work, The paints selected all come

(rom the Games Workshop Hobby range.

For all the models the following techniques were used

as standard with all of the models.

Undercoat - Black | ;
Flesh - Dark Flesh highlighted with Dwarf Flesh and

then a final highlight of EIf Flesh : |
Guns — Bestial Brown highlighted with Vermin

Brown and Boltgun Metal

BASING & IDENTIFYING YOUR UNITS

Earhier in this book we suggested you base your models indivi

fually on 1" diameter bases, yet as you have

looked through the pictures you will have seen some alternatives like these here.

Multi-based Models

It 15 absolutely fine to multi-base your models like this, as it helps move
large groups of models around the battlefield quickly and helps with
identifying units. Within the rules the only thing that needs consideration
if using models based in this way is moving in-between gaps between
units. Generally you will not find this is an issue due to the way the game
flows. The only other point worth noting is removal of casualties, so a
couple of singularly based models within a unit will help here, or make
use of some casualty models to keep track of the unit’s status.

lh'ﬁ_gq . "fow

;“"&hh oy AN SO ot i,

Identifying Units

As many units in a Great War army can look very
similar, it is well worth coming up with a method of
identifying the different units, There are many ways of
doing this and here are a few examples,

Dave Andrews has gone for historical accuracy and
painted the unit markings on his late war British Infantry
(below).

e

Tom Weiss has done the same with his German
Infantry (below) from the 124th Infantry Regiment.
Whilst this is the method to aspire to, you need good
eye sight and a good memory for some regiments,
e

Alex Buchel has simply marked different companies
and platoons by using A1, B2 etc on the underside of
the base (above). This is very quick to do, and means
Alex can change around his formations casily.

Rob Broom has used a simple colour coding, one mark
of colour for the first Company (above) and two marks
for the second and so on. The different colours then
identify the platoons within cach Company.




Attivy Intetligence

se coat of Charadon Granite $% o e
A bé&aintcd I e (mifhrm ]().’K"“i‘}’. the uniform was then The |
was P B beiinet };llghhghtcd with Graveyard Earth tt € ;glu;lri and webbing were
areas a . "he webbing was naint, i ien highlighted w g
ebbing was painted with an Bone ‘12;1(1 f yell b
and a yellow unit marking

mitia Q¢ C €
K( ao 1) kl. :l(idL 118 Sn
l ‘] CO l[ ()1 ymma 1 l( I(l 1 (l O I ()“ldh .

PAINTING A FRENCH 1914 INFANTRYMAN

i{;}inl th§ coat with a Nccron The coat was then highlighted Finally the trousers were high-
yss/Chaos Black mix and the with Necron Abyss and the lighted with a Blood Red/Blazing

trouser?‘ with Mcchrite Red. The hat trousers with Blood Red. Orange mix and the hat with a
was painted with Mordian Blue. Mordian Blue/Skull White mix.

PAINTING A GERMAN 1918 INFANTRYMAN

Y

Then each was highlightcd; the Additional highlights of lighter
a Charadon Granite/ shades were addcd'on all areas
Skull White mix, the grenade bags with thcf helmet pmyr']ted ;]w\;b}én,
with Bleached Bone and the A(.ieptus Battlegrey/Skull White
with Adeptus Battlegrey. mix.

g:;uniﬁm_n was painted with
adfm Granite, the grenade
. thﬁg"h Kommando Khaki and
" eimet with a Adeptus
tlegrey/Chaos Black mix.

coat with

helmet




PAINTING BATTLEFIELD GRATERS

Games Workshop and Forgeworld produce a range of craters suitable to be used as s’hcll holes. Here we show 4
stage-by-stage modelling and painting technique for a crater from Games Workshop’s Hobby range.

1. Apply some sand with PVA glue around the edges 2. Undercoat with black spray paint the entire top
of the crater and you can also add some to the flat surface of the crater and leave to dry.
surfaces to give extra texture. Leave it to dry.

3. .Using a.big .brush, apply plenty of Graveyard Earth, 4. Apply Desert Yellow in a similar way. Then dry

trying to highli ght most of the top areas but leaving brush a mix of Kommando Khaki and Graveyard Earth

the deeper crevices black. across the top. Finally, just dry brush Kommando
Khaki on its own to give the final highlight.

> 11.1 clumps around the crater, you can apply
static grass with PVA glue. For extra detail,
duck boards have been made from balsa
wood and added with bits of barbed wire
(“Razor Wire’ from Games Workshop).
Games Workshop’s ‘Water Effect’ clear resin

has bgen applied to give the impression of
muddied water.
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'BLAST MARKER & FLAMETHROWER TEMPLATES

Tous® hese templates, simply photocopy them, stick them 1o 4 pi f
a4 PICCe o scrap ¢

ard and cut them out

Blast Marker

Flamethrower Template

Large Blast Marker

photocopy this page for personal use only.

' it to
" 9Copyright Games Workshop Ltd 2008. Permission is gf anted
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THE GREAT WAR

REFERENCE TABLES

USRIt  Jr e § 1 yames.
Shown here, are all the tables and charts for easy reference during gan

TURN SUMMARY
1) The Movement Phase
fined n the rules for movement.

2) The Shooting Phase

3} Close Quarters Combat Phase

bat will tell you more about this phase.

y i 1 $ o 1 - ~ 3 > » i \C
T'he player can shoot with any of his units that are within range of the enemy. Se
the shooting rules for more details on how to resolve shooting.

he player can move any of his units to assault the enemy if they are close enough.
Assaults are desperate, bloody affairs where units are fighting at very close range.

Ihis means that both forces can fight in the Close Quarters Combat phase, but
only on your turn can you move into an assault. The rules for Close Quarters Com-

MOVEMENT PHASE

s of > of - units as de-
During the Movement Phase you can move all, some or none of your units a SUMMARY

1) Chose a unit to move.

2) Move any or all of the
models in the unit up to
their maximum
movement distance.

3) Repeat the above until
movement is complete.

SHOOTING PHASE SUMMARY O
CoMBAT PHASE SUMMARY
1) Choose a unit to shoot with, in the following order: Resolve Assaults
1) Pick one of your units.
: , Y Declare an assault with it.
All Support Weapons such as HMGs, mortars and ;; Mtfvzr;]:;::;zﬁm‘ghmt
artillery shoot first. 4) Repeat the above until all assaulting units have moved.
Resolve Combats
Infantry by company (you must finish all shooting 1) Pick a Combat. ,
. 5 : 2) Fight Close Quarters Combat. Troops fight in Close
by a given company before proceeding to any other Quarters Combat. Models roll to hit and Wound as required in
. Initiative order.
unit) 3) Determine Assault results. Total up Wounds inflicted. The
side which inflicted the most Wounds overall in the combat is
All other units (including units not allocated to a the winner.
4) Loser checks Morale. The loser has to pass a Morale check
company). or Fall Back. If the loser passes the test go to step 7.
5) Sweeping Advance and Consolidation. Units that Fall Back
2) You must finish a step before proceeding to the next. br(z,lllg(;]gs ?f?;f; g?l%?g,tiﬁ::&f;;:iobsjestigqe?i’s;ﬁ,saﬁi?
The victorious unit may Consolidate.
3) Resolve the shooting process for the chosen unit. 6) Pile In. If units are still locked in Close Quarters Combat
then any models not in base-to-base contact are moved 6"
_ RERE towards the enemy to continue the fight :
4) Repeat the above until shooting is complete. 7) Repeat until all c);mbats hiba beee:lgre;ﬁ::&lm
TOUGHNESS
1 2 3 4 ) 6 7 8 9 10
: $ ok o 6+ N N N N N N
S 2 3+ 4+ 2k 6+ 6+ N N N N N
: $ b i 4+ 5+ 6+ 6+ N N N N
R » 2+ 24 3+ 4+ 5+ 6+ 6+ N N N
:: 5 24 St 2% 3+ 4+ 5+ 6+ 6+ N N
: . . : !
5 e #? 2+ 2+ 2+ 34 44 54 6+ 6+
' 8 24 2 24 24 oy : : _
H 9 24 , % 5 % 3+ 4+ 5+ 6+
F £ 24 4
10 2+ ) % = 2+ 2+ 2+ 3+ 4+ 5+
2 2 - ,
RS R L B8 at 2 2+ I " e 14+ d+




APONS GﬂART e

o Namte Category
: Close Range/ o Strength
. se Range/1 Q" s Veudts
G Close Range/3 {3 ?
e Close Range/2 3 ?
o . 3
H LW Rifle 18"
Action Rifle Rifle 2 :
Anti Tank Rifle Heavy/| 24 ’
Rifle Girenade Launcher Heavy/1 18" :
; 2 3
Wngf Close Rangc Template ? Indirect Fire, Blast Marker
W Launcher H\:a\y:'l 4 . Flamethrower Femplate
| Lewis Gua LMG 4/2 24" 4 Indirect Fire, Blast Markes
MGOR/1S LMG /1 24n
2 4
 (hauchat LMG 4/3 24
: : o 1
HMG Support Weapon 36" 4
3 7 Light Mortar Support Weapon 20" : Pinning, Sustamned Fire, Sweeping | ire
oy i Bt Wnpon i1 4 l'l‘nnmg, Indirect Fire, Large Blast Marker
. Light Field Gun Support Weapon 48" 3 Pinning, Indirect Fire, Large Blast Markes
i Medium Field Gun Support Weapon 79 Large Blast Marker, Minning
= 4
: : Large Blast Marker, P )
3 7cm Gun Support Weapon 48" 6 = wker, Pinnmng
nby use agamst vehicles
Movement Tanks Fast Tanks
. ” ; s s Armoured Cart
Stationary All weapons All weapons All weapons :
U ‘0 3" i 3 ~
P Upto i .(xun‘or Up to | Gun or All weapons
All Machine Guns All Machine Guns
Upto 6" All Machine Guns Upto ] Qun or All weapons
All Machine Guns
Upto 12" NA Up to 1 Machine Gun Up to 1 Machine Gun
(9" for Fast Tanks)
Notes: Tanks can always use all their weapons as long as they have not moved.
If moving up to 3" they can use either one gun Of all their MGs assuming they actually have a choice.
Other Vehicles can use all their weapons if moving 6" or less, and up to one MG if moving up to 12"
Remember that Vehicle weapons can cach pick a different target within their line of fire.
| BREAKDOWN TABLE GLANCING HIT
(Weapon Strength + D6 = Armour Value)

D6 Roll Result

Smoke starts pouring out of the tank, any shots it takes

D6 Result

are at -1 to hit or an extra D6" scatter for barrages. : i
. N 1-2 Crew Shaken
Overheating, its getting hot and the crew opens the 3 Crew Stunned
> 4 Armament Destroyed
strating. o e
B 5 Immobilised

hatches, treat any glancing hits as pe

" in a straight line 6 Vehicle Destroyed!

Drive Gear Jams, Tank will move 6

from now until it hits something or 1S destroyed. PENETRAT‘“G H“’

2 g : S -annot : ,
Throws a track. Can B firw weaport gt (Weapon Strength + D6 = Armour Value)

game.
Result

Crew Stunned

Armament destroyed & Crew Stunned
Immobilised and crew stunned
Vehicle Destroyed

Vehicle Destroyed

Vehicle Explodes!

move for the remainder of the
or fire this twn

k. it

Breaks Down. The tank can not MOVe
L: e » 9 n
as the crew is frantically working to repait the ta

will act pormaily on its next turn.
rs but then catches and runs

O\‘A&’Axa—-g

The engine spits and sputte
mally

fect, the tank acts nor

normally - no ef

i s



| TERRAIN CHART

Difficult Terrain

Ry Type Line of Sight Effects :
) Hilt Area Terrain Blocks Y:s
i Rough Hill Area Terrain Blocks enmadiod L
Hill Crest Linear Obstacle Blocks P Ve
| Craters Area Terrain None Yes, ol rolll 106
Barbed Wire Linear Obstacle None Sig D’i icalt Terrain test
Low Wall Linear Obstacle None 5::
Wall Linear Obstacle None y
High Wall Linear Obstacle Blocks Vos
Bushes Area Terrain None 3
Light Wood/Orchard Area Terrain 4" Blocks es
Dense Wood Area Terrain 4" Blocks Yes
Trenches Area Terrain None No
Buildings Area Terrain 81130101(7( o on?;ersoll i
] i b OCKS )
. bt ; for the Difficult Terrain test
Crops Area Terrain 4" Blocks Yes
Fences Linear Obstacle None Yes
Pillbox Area Terrain Blocks No
Mud Area Terrain None Yes
Crates/Barrels/etc., Linear Obstacle None Yes
Wreck Area Terrain Blocks Yes
Road/Bridge Area Terrain None No
Swallow River Area Terrain None Yees
Deep River Area Terrain None Impassable

NOTES:
Line of Sight Effects:
Blocks: the Line of Sight cannot cross the terrain feature.

into it.
Buildings and Pillbox

shooting platform) can be seen from outside and can see freely out.
Barbed Wire

Trenches
Models in trenches do not block Line of Sight of
those outside trenches where the trench is be dug

Difficult Terrain if you want to move into them,
but not if moving outside them (ladders are helpful
for troops manning trenches).

Roads and Bridges YOu  copme

[fintact, they cancel all effects of any terrain they Circumstap,

cross, such as the Cover Save or the Difficult b7 the ryjeg

Terrain effects. The same could also apply to "th your o

duck boards providing the players agree Lo be the o

beforchand and the mission warrants it aPPly that,
get on h
Possible g you &g ‘

—  The spirgy

into the ground. Trenches are considered as Ih AL IEI

5+
4+

6+
6+
5+
4+
4+
4+

6+
6+
3+

5
S5+

6+

4" Blocks: The Line of Sight cannot cross the terrain feature, even if it is less than 4", but can extend up to 4"

These terrain features block Line of Sight, but any models in them and facing an opening (window, door or
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em all would need - AT :
useful ones, and would encourage the reader to ced a book in i oW righy!

S e Therefore here, we §
Mvestigate further g their logy] bookstore, | o ,

The ¢ S ibrary or online.
Und;o;?;gm ldiots Guide (o World War One Alpha
: Bull World War One German Army Penguin Modern Classics
whﬂﬁ Bull World War One British Army- SOy
robert A Dougla§ Pyrrhic Victory : Bms:.cy -
 John Ellis and Michael Cox The World War One Data Book B,L\;kl?(ifpl ‘ rw’i
.‘viMmin Gilbert The Somme Henry Holt ¢ J('I i“'“k}j
 Gerald Gliddon The Final Days 1918 (v of the First World War) 3 “;nlt:r::Pn{:;?j:':y.
‘Paddy Gniffith Battle Tz%clics of the Western Front Yuls; University ‘Pr:‘i
| Ernest Junger Stomlot Steel Penguin Modern Classics
; John Keegan The First World War Knopf
& - Anthony Livesey Great Battles of World War One Greenwich Editions
Frederic Manning Her Privates We Penguin Modern Classics
John Mosier The Myth of the Great War R Perennial
Joseph Persico 11th Month 11th Day 11th Hour Random House
Erich Maria Remarque All Quiet on the Western Front Penguin Modern Classics
~ Jack Sheldon The German Army on the Somme 1914-1916 Pen & Sword
Peter Simkins Chronicles of the Great War, The Western Front 19141918 CLB
lan Sumner The French Army 1914-1918 Osprey

Osprey Publishing have a vast array of titles on the Great War covering battles, uniforms, and military hardware.
~ Their books can be found in most good bookstores or at www.ospreypublishing.com

useums ' _ :
%e Imperial War Museum in the UK has a large collection of material as well as an excellent range of
publications.

www.iwm.org.uk/
Other museums around the world such as the National World War | Museum at Liberty Memorial in the US are

well worth exploring via online access or personal visit.
www.libertymemorialmuseum.org/

~ Film and Documentary
Here a few movies worth checking out

1930
is Mi All Quiet on the Western Front ‘ ’
é;;‘:;s I\gegt'onke Paths of Glory (and inspiration for Storm the Ant Hill!) 1382
ey Kubric i ;
Chri 4 Carri Joyeux Noél (Merry Christmas) e -
! Slt’l'an 3m0nt Un Long Dimanche de Fiangailles (A Very Long Engagemen 2
- Jean-Pierre Jeune

" e Gree and this one originally made in
ar ' isl d DVD about the Great War an
There are plenty of documentaries on television an
1964 is well worth viewing. .
The Great War — Complete BBC Series |
MT\’ comedy show has a very powerful and poignant ending.
Blackadder Goes Forth — BBC Series

Wﬁbﬁﬂeﬂsﬂ mé Web — Special Reorganisation of the German Army

V.ﬂwww.warldwarl.com/sfgermrearg.hfm

Long, Long Trail
:/www.1914-1918.net/index.htm

World War.Com .
vw.firstworldwar.com/index.htm
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and scenery so you can re ‘
er uselul contacts,

A number of companics make minjatures ’ }
roughout this book, plus some oth

Here we list out the ones that are featured th

Miniatures : :
Most of the models and much of the terrain featured in this book were made and painted by Dave
Morrison of Great War Miniatures, and our thanks to them.

Great War Miniatures www.greatwarminiatures.com
Other companies who are featured in this publication or make suitable ranges are:
www.brigadegames.com

Brigade Games
www.renegademiniatures.com

Renegade Miniatures
0l1d Glory - www.oldgloryuk.com & www.oldgloryminiatures.com
www.wargamesfoundry.com
www.hlbs.co.uk

www.grippingbeast.com

Wargames Foundry
Honourable Lead Boiler Suit

The Woodbine Design Company

You can buy Great War Miniatures model soldiers and tanks and many of the other manufacturers miniaty :
here direct from North Star Military Figures or from retailers around the world: e

North Star Military Figures — www.northstarfigures.com
Age of Glory Miniatures (USA) - www.ageofglory.com
Comitatus Figurines (France) — www.comitatus-figurines.com

Scenery

Games Workshop ~ www.games-workshop.com
Grand Manner - www.grandmanner.co.uk

Other web sites
Warhammer Historical Wargames
Contains additional Great War material, supporting articles and a blog.

www.warhammer-historical.com

The WAB Forum
Whilst originally established for Warhammer Ancient Battles now contains lively discussions on all the

Historical game systems including The Great War rules. This has its own section within the forum,

www.wabforum.co.uk

Publications
Wargaming publications occasionally cover Great War topics and amongst those available are:

Wargames Illustrated — www.wargamesillustrated.net
Wargames, Soldiers and Strategy - www.revistasprofessionales.com
Battlegames www.battlegames.co.uk

e Vae Victis - www.vaevictis.com
Histoire et Collections - www.histoireetcollections.com
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over the Top 8 the first supplement
for The Great War and introduces
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bhetween 1914 and 1918
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The second Great War supplement will cover
the Gallipoli campaign and Mesopotamia
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The Great War changed
warfare forever.

When war broke out in August 1914, the

majority of military commanders felt that the
war would be over by Christmas, The c'ar‘lt'
clashes developed into huge offcnsivm‘ a:l
ending in stalemate., :

Battlefield technology and tactics evolved at a
spectacular pace with the tank, airplane sup-
port and coordinated bombardment becoming
commonplace.

As 1918 dawned these new weapons of war
spearheaded the offensives, but it was still

the soldier’'s war to win or lose, where men
endured heroically under fire.

The Great War core rule-
book contains the following:

A brief historical overview

Western Front 1914 and 1918 British,
French and German Battalion level
army lists

Sample army rosters so you can start
collecting and playing quickly

Standard and Operational Missions

Inspiring photographs of the armies
for reference when painting and col-

lecting

The Great War core rulebook
is the first in a series enabling
gamers to recreate the con-

" flicts of World War One on
the table-top.
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