Melee

Basic 

Modifiers

Dmtd Cav
2

Elite
+
2

Charging
+
1
In Hard Cover
+
2

Dmtd Gen
1

Crack
+
1

Cav not Charging
-
2
In Soft Cover
+
1

Infantry
3

Green
-
1

Lancers (1st Strike)
+
2
In Trenches
-
2

Mtd Cav
5

Open
-
1

Won last round
+
1
Enemy to Flank/Rear
-
3

 
 

Skirm
-
2

Uphill to Enemy
+
1
Have odds of 2-1
+
1








Prone
-
3
Have odds of  3-1 
+
2

1) Defenders who are being charged may fire on attackers at point blank range.  If this causes a morale check then immediately apply the result.  This may mean the attack falters and the melee does not take place. 

2) Take the basic factor and add the modifiers to give The casualty table to use.

3) Throw 1D6 and look down the table under number of figures involved. 

(On move 1  those in base-base contact. On subsequent moves all those who move into contact of melee.)

4) Multiply the given number by 2 and this is the number of casualties inflicted.

5) If the die roll was a 1 and an officer, gunner etc is in the melee the player can nominate which it is a casualty.

6) The side with the most casualties retreats 3 inches with the winners following up unless manning fixed defences.

7) If outnumbered by 50% or more and unable to fall back they will surrender.  If less than this they must take an immediate morale check

Snipers

Snipers must be designated at the start of the game.

1) Snipers must be at least 6 inches from their unit to count sniper factors, and must have one move at rest before firing.

2) They only use morale factors marked with an asterisk.

3) They must be able to trace a path back to their own side, via any route without coming within 6 inches of an active enemy.

4) If they cannot do this they will cease to operate and will attempt to move to a point where they can trace such a path back. They will only fire if attacked or to clear a way back to their own lines. 

Morale

Basic 

Modifiers

Elite
10

Hard Cover*
+
2

Squad fall back in 10
-
1

Crack
9

Soft Cover*
+
1

Enemy to flank*
-
1

Average
8

Per Casualty
-
1

Enemy to rear*
-
2

 Green
7

Officer / NCO in 6
+
1

Out numbered 2-1
-
1

Sniper
+1

Under gas attack
-
2

Out numbered 3-1
-
2




Under Fire
-
1

Enemy Tank/A/C in 20
-
1




Pushed back
-
1

Enemy tank in 20 (1916 )
-
2

Morale checks should be taken when 

1) The unit first comes under fire

2) When a unit comes under gas attack

3) When its strength falls to 50% and each time they take casualties after dropping to 50%

4) To recover from Rout

5) Every round of melee lost

6) For each squad of  men or sniper take the basic factor and modify it by the factors above. 

7) The unit must roll below this number or below with a D10 to pass the morale check. 

8) If they fail the morale check roll  a D6 and consult the table below for its effect.

Roll
Result

1 –2
Stand may not advance

3 – 4 
Fall back 1 move

5
Fall back 2 moves. Loose a figure

 6
Rout

Where two or more squads are involved.

1) Add the modified morale scores for the squads together.  

2) Throw 1 d10 per squad and add them together.  The throw needs to be less than the total morale score for the squads for them all to pass.

3) If they fail throw  to find out the result. Apply this to all squads ( ie if 2 squads fail morale and throw a 5 both squads retreat for 2 moves and lose a figure each)

Firing


Range

Weapon
2
4
6
9
12
18
24
30
36
48
60
72
84
96

Mortar
----
----
----
5
5
4
4
4
3
3
2
1
1


Howitzer
14
14
14
14
14
12
12
12
12
12
10
10
10
10

Hvy Guns
10
10
10
10
10
8
8
8
8
8
6
6
6
6

Med Guns
8
8
8
8
8
6
6
6
6
6
4
4
4
4

Lt Guns
6
6
6
6
6
4
4
4
4
4
2
2
2
2


Range

Weapon
2
4
6
9
12
18
24
30
36
48
60
72
84
96

Rifle
8
7
6
5
4
3
3
2
2
1
1




Pistol
4
3
2
1











LMG ( 8 figs)
9
8
7
6
5
4
4
3
2
1
1




HMG( 15 figs )
10
9
8
7
6
5
5
4
3
2
1




Grenade
4
4
4












Fire Modifiers

Elite Firing
+
2

Aimed Fire (Small Arms)
+
1

Crack Firing
+
1

Target Prone
-
2

BEF Firing (Rifle only)
+
1

Per gunner lost if gun
-
1

Green Firing
-
1

Belt FED LMG 
+
1

Bunkers
-
4

Sniper
+
2

Hard Cover
-
2

Guns against Skirmishers
-
3

Soft Cover
-
1

Tank Main Gun
-
2

Enfilading Fire
+
2





Weapon Modifiers

Guns
  6 Figs

HMG
15 Figs
Minus 5 per casualty

Sniper
  4 Figs

LMG
  8 Figs
Minus 4 per casualty




Grenade
  8 Figs
No Modifiers

Infantry Fire

1) Take the basic fire factor at the range to target

2) Add Fire modifiers. The total gives the table to use for casualty calculation

3) Throw 1D6 and look down the table under the number of figures firing.  The number is the total number of casualties.

4) If target group includes any specialists (officer, gunner etc.) an additional D10 is thrown a score of 9 or 10 indicates a specialist is hit. The target  player may nominate 

5) Grenades are thrown during infantry fire phase.  They count as direct fire and so gain a +1 to hit. If the miss they deviate as per artillery grid but only by 1 inch.

Artillery

Normal practice was to fire HE at buildings and defences and some form of shrapnel at infantry.  For simplicity all direct fire will be assumed to do this.

Artillery Planning

1) Indirect fire must have ammo type nominated before firing. 

2) Direct fire may be allocated as the player wishes

3) Indirect fire must be planned 2 moves in advance with ammo type stated

4) All off table fire must be planned 5 moves in advance with ammo type stated.

Artillery Fire

1) Calculate the table to use as per infantry fire.

2) Throw 1 d10 to calculate the deviation.  Add 1 if direct fire, 2 if  target is a building

3) If it is not a hit throw 1d6 for direct fire and 2d6 for indirect fire.  This is the number of inches deviation.

4) Throw 1 d6 to calculate the casualties  on the casualty table. Obviously only men in the blast area may  be hit.

Burst Diameter

Burst Diameter

Deviation Grid

Howitzer
5 inches

Light Gun
2 inches

8
1
2

Heavy Gun
4 Inches

Mortar
2 inches

7
9+0
3

Med Gun
3 inches

Grenade
1 inch

6
5
4

NB. Shrapnel increases burst diameter by 1 inch but has no effect on defences.  Infantry in cover may be hit with factors counted on Fire modifier table

Notes

Howitzer = British 6”, French 155 and German 150. These all fired a shell of approx 100lbs

Light Guns = All tank guns and guns firing shells of less than 12lbs

Medium Guns = British 18pdr, French 75mm and German 77mm. These all fired  shell of approx 15-20lbs

Heavy Guns = British 4.5”, French 105mm and German 105mm these all fired shells of approx 35lbs

Smoke and Gas

Smoke and Gas are fired as normal artillery.   

Where men come into contact with gas throw a d10 for each man. A throw above the gas number indicates they are a casualty.

Move
Effect
Gas

1
Smoke/gas shells form an area of smoke/gas the size of the blast circle of the firing gun.  
5

2
Smoke/gasdoubles in size and drifts with the wind
6

3
Smoke/gas drifts with the wind
7

4
Smoke/gas starts to disperse.. Remove alternate puffs
8

5
Smoke/gas disapears.


Movement (Inches)

Unit Formation
Infantry
Cavalry
Artillery
Wagons




Field
Horse


Line / Unlimbed
6
12
2
2
0

Open Order Limbered
6
12
8
12
6

Charge or Retreat
10
24
2 Unl / 6 Lim
2 Unl / 6 Lim
4 Lim

Strategic on Road
18
24
18
12
12

Shelled *
3
4
0
0
 0

* Shelled ground is heavilly shelled areas such as “No Mans Land”. Troops only move at half speed but benefit from soft cover as they will progress from shell hole to shell hole.

Cover

Cover should be assigned a value at the start of the game.  Fences and walls should have a value per 3 inch section

Barbed wire hit by a shell will clear a gap half of the blast diameter.

Each direct hit by artillery reduces the value by the fire table used.

If the structure is in the blast area then halve this figure

.

When its value is reached it is destroyed.

Small Building  (brick)
15

Large Building (brick)
30

Dugout
15

Small Building  (wood)
8

Large Building (Stone)
40

Fence 
2

Medium Building (Brick)
20

Small Bunker
30

Wall
4

Medium Building(wood)
15

Medium Bunker
40

 
 

Wooden Bridge
8

Stone Bridge
20

Steel/Concrete
30

Tanks and Armoured Cars

Tanks move at infantry speed armoured cars at cavalry speed on road half infantry speed off road

Throw a D6 every go a 1 and the tank bogs down or has a mechanical failure. If under fire from AP bullets or artillery then add 1 to this. 

A tank that suffers mechanical failure or bogs down needs a 6  on a D6 to move again

Crews of Tanks and fully enclosed armoured cars  get hard cover against any fire at the tank unless enemy has armour piecing ammunition when they only get soft cover.

Open armoured cars get only soft cover regardless of the enemies  ammunition used.

Tanks  and armoured cars should have a value allocated to them in the same way as cover.

A direct hit on any of the guns knocks out that gun.

Mark l
12

Ft17
15

Mark iV
15

A7V
22

Whippet
15

Enclosed A/C
10

St Chamond
18

Open A/C
6

Schnieder
12




Casualty Tables



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
1
1
1
1
1
1
1
1
1
2
2


2
----
----
----
1
1
1
1
1
1
1
1
1

1
3
----
----
----
----
----
----
1
1
1
1
1
1


4
----
----
----
----
----
----
----
----
1
1
1
1


5
----
----
----
----
----
----
----
----
----
1
1
1


6
----
----
----
----
----
----
----
----
----
----
----
1



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
1
1
1
2
2
2
2
3
3
4
4


2
----
1
1
1
1
1
2
2
2
3
3
4

2
3
----
----
----
1
1
1
1
1
1
2
2
3


4
----
----
----
----
1
1
1
1
1
2
2
2


5
----
----
----
----
----
1
1
1
1
2
2
2


6
----
----
----
----
----
----
----
1
1
1
2
2



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
1
1
1
2
2
2
2
3
3
4
4


2
----
1
1
1
1
1
2
2
2
3
3
4

3
3
----
----
1
1
1
1
2
2
2
3
3
4


4
----
----
1
1
1
1
1
2
2
2
3
4


5
----
----
----
1
1
1
1
1
2
2
3
3


6
----
----
----
----
----
1
1
1
2
2
3
3



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
1
1
2
2
2
3
3
4
4
5
6


2
----
1
1
1
2
2
2
3
3
4
5
5

4
3
----
1
1
1
1
2
2
2
3
4
4
5


4
----
----
1
1
1
1
2
2
3
4
4
5


5
----
----
----
1
1
1
2
2
3
3
4
5


6
----
----
----
----
1
1
1
2
2
3
4
4



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
1
2
2
2
3
3
4
4
5
6
7


2
1
1
1
2
2
2
3
3
4
5
6
7

5
3
----
1
1
1
2
2
3
3
4
5
6
6


4
----
1
1
1
2
2
2
3
4
5
5
6


5
----
----
1
1
1
2
2
3
4
4
5
6


6
----
----
1
1
1
1
2
2
3
4
5
6



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
1
2
2
3
3
4
4
5
6
7
8


2
1
1
1
2
2
3
3
4
5
6
7
8

6
3
----
1
1
2
2
2
3
4
5
6
7
8


4
----
1
1
1
2
2
3
3
4
5
6
7


5
----
----
1
1
2
2
3
3
4
5
6
7


6
----
----
1
1
1
1
2
3
4
5
6
7



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
1
2
2
3
3
4
5
6
7
8
9


2
1
1
1
2
2
3
3
4
6
7
8
9

7
3
----
1
1
2
2
3
3
4
5
7
8
9


4
----
1
1
1
2
3
3
4
5
6
8
9


5
----
1
1
1
2
2
3
4
5
6
7
9


6
----
----
1
1
1
2
3
4
5
6
7
8



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
1
2
2
3
3
4
5
7
8
9
11


2
1
1
2
2
3
3
4
5
6
8
9
10

8
3
----
1
1
2
2
3
4
5
6
7
9
10


4
----
1
1
2
2
3
4
5
6
7
9
10


5
----
1
1
2
2
3
3
4
6
7
8
9


6
----
----
1
1
2
2
3
4
5
7
8
9



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
1
2
3
3
4
5
6
7
9
10
12


2
1
1
2
2
3
3
4
5
7
8
10
11

9
3
----
1
2
2
3
3
4
5
7
8
10
11


4
----
1
1
2
3
3
4
5
6
8
9
11


5
----
1
1
2
2
3
4
5
6
8
9
11


6
----
----
1
1
2
3
4
4
6
7
9
10



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
2
2
3
4
4
5
6
8
10
11
13


2
1
1
2
3
3
4
5
6
8
9
11
13

10
3
----
1
2
2
3
4
5
6
7
9
11
12


4
----
1
2
2
3
4
5
6
7
9
11
12


5
----
1
1
2
3
3
4
5
7
9
10
12


6
----
----
1
2
2
3
4
5
7
8
10
12



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
2
2
3
4
5
6
7
9
10
12
14


2
1
1
2
3
3
4
5
6
6
10
12
14

11
3
----
1
2
3
3
4
5
6
8
10
12
14


4
----
1
2
2
3
4
5
6
8
10
12
13


5
----
1
2
2
3
4
5
6
8
10
11
13


6
----
----
1
2
3
3
4
6
7
9
11
13



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
2
3
3
4
5
6
7
9
11
13
15


2
1
1
2
3
4
5
6
7
9
11
13
15

12
3
----
1
2
3
4
4
6
7
9
11
13
15


4
----
1
2
3
3
4
5
7
9
11
13
15


5
----
1
2
2
3
4
5
6
8
10
12
14


6
----
1
1
2
3
4
5
6
8
10
12
14



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
2
3
4
4
5
7
7
10
12
14
16


2
1
1
2
3
4
5
6
7
9
11
14
16

13
3
----
1
2
3
4
5
6
7
9
11
13
16


4
----
1
2
3
4
5
6
7
9
11
13
15


5
----
1
2
3
4
4
6
7
9
11
13
15


6
----
1
2
2
3
4
5
6
8
11
13
15



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
2
3
4
5
6
7
8
10
13
15
17


2
1
2
3
3
4
5
7
8
10
12
15
7

14
3
----
1
2
3
4
5
7
7
10
12
14
17


4
----
1
2
3
4
5
6
7
10
12
14
17


5
----
1
2
3
4
5
6
7
9
12
14
17


6
----
1
2
3
4
4
6
7
9
11
14
16



Number of figures firing

Table No
Die Roll
2
4
6
8
10
12
15
20
25
30
35
40


1
1
2
3
4
5
6
8
9
11
14
17
20


2
1
2
3
4
5
6
7
8
11
13
17
19

15
3
1
2
3
4
5
6
7
8
11
13
17
19


4
----
1
2
3
4
5
7
8
10
13
16
19


5
----
1
2
3
4
5
7
8
10
13
16
19


6
----
1
2
3
4
5
6
7
10
12
15
18

Artillery Bombardment.

Throw 3 average dice to see how many moves you have of fire. You have 1 battery of 6 howitzers.  You may split the fire into 2 sections  Plot these on table.

It takes 5 moves to change orders

After 3 moves firing at the same target (not necessarily consecutively) you are liable to counter battery fire.

On the third go firing at the same target Throw 1 d6 per gun firing a 1 and it is destroyed by counter fire.  Any further moves firing at the same target throw again but count 1or 2 as hit.

Range for indirect fire is estimated as over,under, left or right of nominated points. Or as 

Example
Range from base/ Nominated point

Section 1


Hill 1 up 10   Left 3

Section 2


40” from baseline 3”  in from Right

