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THE GREAT WAR

The Great War of 1914-18 was global in its reach. The large
empires of the main European powers meant that conflicts
occurred in places as diverse as East Asia, Africa, and off the
coast of South America. Yet this global conflicc would be
decided by the mighty clashes upon the baulefields of Europe.

HoOUSE OF CARDS

After Austrian Archduke Franz Ferdinand was assassinated
in Sarajevo, Bosnia on 28 June 1914, an elaborate system
of secret treaties and agreements unfolded. Russia backed
Serbia, Germany backed Austria-Hungary, France honoured
its agreement with Russia and declared war against Germany,
which invaded Belgium to attack the French, which prompted

the United Kingdom to declare war on Germany. During the

following years, Bulgaria and the Ottoman Empire would
join Germany and Austria-Hungary as a part of the Central
Powers, while Iraly and the United States would add their
lots in with the Allies.

The initial clashes involving huge conscript armies led to
devastating casualties at battles such as Mons, the Marne,
Tannenberg, Lemberg, and Ypres. By the end of 1914,
a stalemate had ensued, with fortified lines of trenches,
manned by millions of troops, running from the North Sea
to the Swiss border in the West, and from the Baltic Sea to
the Romanian border in the East.

DEADLOCK

New technologies had changed the face of warfare and left
the generals of both sides in a difficult position. Machine
guns, magazine rifles; quick firing artillery; high explosive
shells, and barbed wire had altered the traditional battlefield,
while the industrial capacity of the modern world meant that
vast armies could be supplied and sustained for years on end.
From late 1914 through to 1917, the commanders grappled
with the challenges that these developments provided.
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NEW TECHNOLOGY AND TACTICS

Innovative equipment and tactics were devised o break
the deadlock. In 1915, the Germans introduced poison
gas onto the batclefield bur, despite some initial success,
countermeasures were soon put in place to reduce its impact.
In 1916, the British used the first tanks ac the battle of the
Somme. These were mechanically unreliable and painfully
slow bur showed some positive signs for the future. Artillery
tactics were changed, movin g from week-long bembardments
10 accurate counter-battery and interdiction fire. Creeping
barrages were developed that advanced in front of infantry
moving to assault enemy positions. Infantry ractics were also
changed, arming men with more squad automatic weapons
and hand grenades, and working in small groups to fight
their way forward using infileration.

In November 1917 at Cambrai, the British launched a

short, devastating bombardment and advanced with tanks

employed enmasse. The German line broke, but the British
did not have the reserves ready to exploit their success. A
quick German counterartack, preceded by an intense
bombardment and new Stosstruppen (stormtroopers) units,
recaptured much of the lost ground. The future of warfare
had been revealed.

1918

The year 1918 opened with the Central Powers in their most
favourable position since the beginning of the Great War. On
the Eastern Front, Russia was defeated and rapidly dissolving
into civil war. In the South, the Central Powers drove back
the Italians decisively at Caporetto. On the Western Front,
the French army was plagued with wide-scale mutinies and
the British were recuperating after an exhausting offensive
at Ypres. "
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Meanwhile, veteran German units, lush with victories won

on the Eastern Front, were transferring to the west to prepare

for a grand spring offensive. It was imperative that the
German Army attack soon as the Allied blockade was biting
deep at home, and the slowly arriving US army would soon
negate any advantages that the Germans possessed.

KAISERSCHLACHT

The bactde was not long in coming, Convinced ithat the
British Expeditionary Force (BEF) was his primary adversary,
General Erich' Ludendorff, commander of the Kaiser's army,
aimed to drive the French and British apart by attacking
around the Somme where the two Allied armies met.

Operation Michael, the first atrack in what would become

known as the Kaiserschlacht (Emperor’s Battle), opened on

21 March 1918.

Elite Stosstruppen infiltrated the British lines aided by a heavy
morning fog, while follow-up troops neutralised redoubts.
The Brirish Fifth Army, having only recently taken over their
line from the French and with their defences unfinished,
buckled under the pressure. The first day of the offensive
brought an unparalleled success to the German army; bur at
a high cost amounting ro some 40,000 men.

The success of the German offensive prompted the Allies to
appoint an overall commander, the French Field Marshall
Ferdinand Foch. This effectively defeated the German
objective of dividing the British and French, and ac the
same rime gave the Allies a unified strategic direction. Allied
reinforcements were rushed to plug the gaps and by the

beginning of April, Operation Michael ground to a halt.

Four days later, the Germans launched another offensive in
the Ypres area against the BEFE. Codenamed ‘Georgetre’, this

battle aimed to push the British back towards the Englisht

Channel and hopefully force them to evacuate. Despite some
rense moments, the British line held.

Finally, in May, Ludendorff switched the direction of his

attacks, and attacked the French army on the Aisne River.

This assault broke through, and the German army reached
the river Marne for the first time since 1914,

“Time was running out for Germany to win the war as Allied

resistance stiffened. By mid July, LudendorfF's offensives had
cost the German army half a million casualties. Although the
Germans had inflicced more losses on the Allies, the arrival
of US troops in ever greater numbers was tapidly making up
for this. Moreover, a good portion of the casualties had been
sustained by the best German troops who had led the atcacks.

ALLIED ATTACKS

The initiative on the Western Front now shifted ro the Allies,
On 18 July, the French launched the Second Battle of the
Marne and pushed the Gérman Army back from all ofits May
gains, This was followed by the British attack ac Amiens in
August. Finally, the Americans launched their first offensives
around St Mihiel and in the Meuse-Argonne region, while
the French pressed forward in Champagne.

The best of the German army was kept opposite the Brirish,
but they had no answer to the sophisticated attacking
machine that the British Army had become. In September,
the British Army broke Lhrough the Siegﬁ'.t'e'd "-.S'reﬂng,
known as the Hindenburg Line by the Allies. This imposing
defensive position was taken surprisingly quickly, and the
BEF advanced as far as Mons in Belgium, where they had
first encountered the German Army in 1914.

THE END...

In the meantime, Germany’s partners had fallen. Bulgaria
surrendered on 29 September after a combined Allied army of
Sgrbs, British, French, Italians and Greeks broke through on
the Macedonian front. They were followed by the Ottoman
Empire, who sign a peace agreement with the British on 30
October, and then Austria-Hungary on 3 November after the

'ltalians had pushed them back into Dalmatia (in.modern day

Croatia), Germany, with its army defeated and facing strikes.

mutinies, and hunger at home, asked for an armistice, which
came into effect at the 11" hour of the 11" day of the 11"
month, November 1918,




GREAT WAR RULES

Great War uses the following rules in addition to those found in the Flames Of War rulebook.

GREAT WAR TRENCH FIGHTING

Trenches are one of the most iconic features of the First World War. Trenches use all of the usual Entrenchment rules found

in the rulebook (see page 215), with the following exceptions.

CROSSING TRENCHES

Trenches are deep and sometimes wide, making them
formidable obstacles for early tanks.

FIELDS OF FIRE

By 1918, bothisides had digging trenches down to a science.

Guns were integrated into the trenches so that their fields of

fire interlocked and were mutually supporting.

Great War Trenches are rated as Difficult Going for Tank

teams trying to cross them. .

When shooting or conducting Defensive Fire, teams can
shoot over ather friendly Infantry and Man-packed Gun
teams that are in a Trench, whether or not the teams in the

Trench have frred.

GREAT WAR GUNS

HMG BOMBARDMENTS

Machine-gun bombardments are a way of breaking up
enemy advances across no-man’s land or to help keep the
defenders’ heads down during attacks.

HMG teams can fire Bombardments. These are conducted
in the same way as a normal Artillery Bombardment.

Since they bave Anti-tank and Firepower ratings of -, they
cannot harm Arnoured vebicles or teams in Bulletproof
Cover, although they can still Pin Down target Ip.i"m'amz.n'
with a Hit in the Bombardment.

TRENCH GUNS

Trench guns and mortars are specially designed to give the
infantry their own close-support artillery. ‘They are small
enough to fit in trenches and light enough to be carried
farward to assist in the assault.

Trench Guns can enter, cross, and be deployed in Trenches
as though they were Man-packed guns.

Trench Guns use a medium base and face the long edge, like
Marn-packed gun teams.
&

GREAT WAR TANKS

Great War tanks were the world’s first bartle tanks. They ranged

from large landships to small turreted tanks, similar in form

to those we use today. These original tanks operate slightly different in Great War Flames Of War.

MOVEMENT RULES

SLOW AND STEADY

Tanks of the Great War were buile to help the infanoy
breakehrough. With that accomplished, they escorted the

infantry onto the objectives.

Tank teams may not Move At The Double.

When moving through Rough Terrain or Slow Going,
Tank teams reduce their Moventent Distance to 4110cm.
the tank may still attempi to use the Push It rule to try and
get a little more out of the engine, taking another Bogging
Check if necessary.

PUSH IT

WWI1 tanks were notoriously unreliable. This was due to
poor terrain, bad visibility; and the rudimentary engineering
of the tank igself. However, many tanks had engineers or
experienced crews to help get the most out of their vehicles.

When a Tank team that is not Bogged Down or Bailed Out
completes its normal movement, it may roll a Skill Test to
try and push the engine for a little more speed,

o If the Tank team passes the Skill Test, the crew pushes
the tank a bit more and it may move a further 2”/5cm.

s Otherwise, the Tank team stops as normal.

However, if you roll a I for this Skill Tést, your tank suffers
a mechanical break down. Landships immediately receive a
Damage marker (see Landship Damage ¢ Repair rules on
page 7). All other tanks immediately become Bogged Down.




RELIABLE

The British Mark V tanks had a new and improved engine
and were much less likely to breakdown crossing the
bartlefield to engage the enemy.

(=

Reliable Tank teams may Re-roll failed Skill Test to Push It.

In addition, if they roll a 1 for the re-rolled Skill Test, your
tank does not suffer a mechanical break down. The Tank
team just stops as normal.

VERY WIDE TRACKS

The British Mark V* tank was very long and could cross
trenches and other deep obstacles with ease,
If a Tank team with Very Wide Tracks becomes Bogged
Down while attempting to cross Rough Terrain, rofl again.
On a roll of 3+ the vebicle immediately frees itself and
continues ?ﬂﬂf‘i‘?}g. l

ROUGH RIDE

The British Mark V* tank was very long so it could carry a
section of troops as passengers. Unfortunately the ride was
50 unpleasant that most troops were left dazed and sick from
the fumes after their ride and needed some time to recover.

In a Step in which Passenger teams dismount from a Mark

V* tank, their platoon is immediately Pinned Down. }

SHOOTING RULES

TANK WEAPONS

Great War tanks are festooned with machine-guns and
heavy guns. The tank’s slow and steady speed allows the gun
crews to operate independently, engaging the enemy in all
directions while constantly on the move.

Tank teams may fire all main guns and machine-guns at
the same time, at either the same platoon or different enenty
platoons. All weapons that may Shoot do so at their full
ROE even if they have moved. '

" SHOOTING AT TANKS

Mobile targets are difficult to hit under the best conditions,
but add w that the fog of war, limited vision, heavy or
immobile gun platforms, and clever tank commanders using
zig-zag tactics, and it becomes even more difficult.

Reduce ROF fﬁ_y )’;ﬂm_’f (as shown in the ROF When Moving
Table on page 91 of the rulebook) whern shooting at a Tank
teamn that is not Bogged Down, Bailed, or Damaged, unless
the ,vkann'ﬂg ream is an h:ﬁmh:y or Mrm—przciaed Gun team.

If the shooting team’s ROF is 1, whether because it is
| mowving, Pinned Down, or has a ROF [ weapon, add +1 to
| the score needed bit the Tank team instead.

ONE-MAN TURRET

The French Renaule FT-17 was an innovative light tank with
a turret, mounting cither a machine-gun or a 37mm gun.
However, it was only a small turrer where the commander of
thetank had to cammand, load and fire the gun.

——
Any Tank team with a One-man Turret that moves adeds
+ 1 to the score required to hit when shooting with its turret
Main Gun. Machine-guns do not suffer this penalty.

ASSAULT RULES

SELF-DEFENCE MACHINE-GUNS

Many tanks, such as the mighty 1mdships, are equipped with
self-defence machine-guns that the drivers and other crew
€an use in an emergency,

A Self-defence MG may not sheoot, it is purely defensive.

In assault combat, if a bit from an Infantry or Gun team is
allocared to a Tank with an Self-defence MG, the team that
| scored the hit must take another Skill Test.

. J_rf ;)chr pass the second Skill Test, the (zsmufn'ng team
gets past the machine-gun to hit the Tank team and the
Tank must take an Armour Save as normal,

o Otherwise, the machine-gun has stopped the assaulting
team and they fail to scove a hit against the Tank team.

Damaged tanks may still use their Self-defence MGs,

| /fowever Bailed Out tanks may not.

LN

TANKS BREAKING OFF

Even if is slow, the tank is practically invulnerable to
infantry in close-combat.

If a Tank team that is not Damaged, Bogged Down, or
Bailed Out Breaks ()f ﬁ‘om an Assault, the Tank team does
not need to be more than 47/10cm from enemy teams for

| the assault to end, and the tank is not captured.




Many early tanks were designed as massive landships with
main guns and machine-guns covering the tank in all four
directions. [n Flames Of War, some tanks are Landships and
use the rules below in addition to the Great War Tanks rules
o pages 4 and 5.

MOVEMENT

LANDSHIPS THAT BOG DOWN

Landships can overcome obstacles through sheer force,
however sometimes they can get hung up on terrain or fall
into a crater.

When a Landship would become Bogged Down it is
Damaged and receives a Damage marker instead.

ASSAULT

MOBILE FORTRESS

The machine-gun firepower of landships makes them
devastating ar close-quarrers.

Mobile Fortresses, such as Mark IV female and A7V tanks,
roll two dice in Assaults due to their large number of

machine-gins.

SHOOTIN

SHOOTING AT LANDSHIPS

Landships can withstand a lot of punishment and still keep
fighting.

If a Landship is Destroyed by Shooting or an Artillery
Bombardment, the shooting team immediately takes a
second Firepower Test:

= If'it passes, the Landship is Destroyed outright.

» Otherwise, it is Damaged rather than Destroyed. Place
a Dameage marker on the Landship.

If a Landship that is already Damaged is Destroyed, it is
Destroyed outright with no further tests.

If a Landship needs to take multiple saves from an enemy
platoon’s shooting, take each save in turn, applying the
result before taking the next save.

LANDSHIPS THAT ARE BAILED OUT

When a landship is not destroyed outright by a hit, its large
crew can defend themselves at the same rime asrepairing the
damage ro ger it back into the fight.

When a Landship wonld become Bailed Out it is Damaged
and receives a Damage marker instead.




DAMAGED LANDSHIPS REPAIRING DAMAGED LANDSHIPS

Even while damaged, a landship is:a dangerous beast. Most landships have an engineer on board to deal with

™ repairing damage and restarting stalled engines.

A Landship that has one Damage marker cannot move, bt | —

can still shoot, and if assaulted, fight. | During the Starting Step at the start of your turn, roll a
Skill Test for each Damage marker on each Landship:

DAMAGED A SECOND TIME o If the test is suceessful, the crew repairs their vehicle.

The design of a landship is rugged and difficule for the | Remove the Damage marker.

enemy to destroy in combat. . = o ;
Y Y o Ifthe test fails, the crew is still struggling to get the tank

If a Landship that is Damaged becomes Damaged a second wm'f{'.f.?zg. @ m"y oull have to wait until the start ‘Qf Jour

time, it gains a second Damage marker. next turn to roll again.

If all Damage markers are repaired the Landship can now
| actas normal this turn.

A Lrum’ﬂ’up that has two Damage markers cannot move,
shoot, or ﬁ;q:";ri in assaults.

DAMAGED A THIRD TIME DAMAGED LANDSHIPS IN ASSAULTS

\Xf'tt}l the crew distributed berween different compartments,
with little communication between them, the gunners often
have little idea why the tank stopped, fighting on regardless.

Landships are rough, but there is only so much a crew can
take before they feel it may be safer somewhere away from
their steel beast.

Fach time a I_xmdsﬁfp that alveady has two Damage In Assaules, a Landship that has one Damage marker:

markers is Damaged again, take an immediate Motivation |

i * &5 pot ignored for Tank Terror and prevenis the
fd o

. Assaulting Platoon from winning the Assault if within
o If the test is passed, the damage is superficial and has | 4"710cm.

no effect on the tank (do not place a third Damage In Assaults, a Landship that has two Damage markers:

marker).
8y i¢ :'grmrfd for Tank Terror and does not prevent the
o If the test is failed, the crew decides that it§ o dan- Assaulting Platoon from winning the Assault if within
gerous to remain with their vehicle and it is Destroyed. } 4711 Ocmn

DAMAGE CHART

DAMAGE EFFECT ON
TOKENS THE LANDSHIP

Number of Shoot Launch Fight
Markers an Assault in Assault

No Damage q/ ¢ \/
1 Damage « X \/
X X

2+ Damage




MARK IV, V, AND V* FEMALE TANK

TWO SIDE-
MOUNTED MGS
(ROF 3 EACH)

PR LT
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V, AND V* MALE TANK

=iy
—

4 (ROF 2)

The Mark IV male tank had
three Lewis machine-guns
for self-defence. When enemy
infantry got in too close, the
driver would man the Lewis
mounted in the drivers com-
partment and the OQF 6
pdr gunners took up the ones
mounted in the sponsons.
Once the threat was dealt
with, the crew returned to their posts and fought on.

The Mark V and Mark V* tanks improved on this by adding
a rear-mounted machine-gun for self-defence. In additional
the Mark V and Mark V* tanks used Hotchkiss machine-guns

instead of Lewis machine-guns.

TWO SIDE-
MOUNTED MGS
(ROF 3 EACH)

Mobility
4"/10cm

Armour

Front Side
1 1
Equipment and Notes

Mark IV: Four Side-mounted MG,
Landship, Mobile fortess, Self
defence MG, Wide tracks.

Mark V: Four Side-mounted MG,
Landship, Mobile fortess, Self-
defence MG, Reliable, Wide tracks.

Mark V*: Carries 3 passengers, Four
Side-mounted MG, Landship, Mobile
fortress, Rough ride, Self-defence MG,
Very wide tracks.

Mobility
4710cm

Armour
Front Side

1 1
Equipment and Notes

Mark IV: Landship, Self-defence MG,
Wide rracks.

Mark V: Landship, Selfdéfence MG, '
Reliable, Wide tragks.

Mﬂl‘k V'J; (;.arrirs 3 passengers,
Landship, Rough ride,  Self-
defence MG, Vety wide tracks.

OQF 6 PDR GUN

Range
24”[60cm
Anti-tank  Firepower
6 4+
Equipment and Notes

Side mounted.




MARK V, AND V* HERMAPHRODITE TANK

Mobility
47 10cm

Armour
Front Side

i 1
Equipment and Notes

Mark V: Twe Side-mounted MG,
“Landship, Self-defence MG, Reliable,
Wide tracks.

TWO SIDE- Mark V*: Carries 3 passengers, Iwo
MOUNTED MGS Side-mounted MG Landship, Rough
(RDF 3 EACH) ride, Self-defence MG, Very wide

tracks

OQF 6 PDR GUN

Range
247/60em
Anti-tank  Firepower
6 4
Equipment and Notes

Side mounted.

The Mark V and Mark V* hermapbrodite tanks were a hybrid of the
male and female variant, with a gun sponson on one hull side and a

machine-gun sponson on the opposite hull sidle.

MEDIUM TANK MARK A WHIPPET

Mobility
8"/20em

Armour

Side
l
Equipment and Notes

Two MG.

Two MGS &
(ROF 3 EACH) E




.MAX\IFI NORDENFELT
GUN (ROF 2)

TWO SIDE-
MOUNTED MGS
(ROF 3 EACH)

TWO REAR-
MOUNTED MGS
(ROF 3 EACH)

TURRET MG (ROF 3) OR
37MM SA-18 GU%ROF 2)

A7V TANK

Mobility
67/ 15cm
Armour
Side
1
Equipment and Notes

Four Side-mounted MG, Two hull-
rear MG, Landship; Mobile fortress,
Overloaded, Self-defence MG.

5.7CM MAXIM-
NORDENFELT GUN

TWO SIDE-
Range

MOUNTED MGS
(ROF 3 EACH) 24”/60cm

Anti-tank  Firepower
G 41—

Equipment and Notes

Hull mounted.

Mobility
§7/20¢cm

Armour
Front Side

1 1
Equipment and Notes
Turret MG or 37mm SA-18 gun.

. Qo0%
o 4 37MM SA-18 GUN

Range
16"140cm
Anti-tank  Firepower
4 g
Equipment and Notes

One-man turret.




SCHNEIDER CA.1
Mobility
m 47f10cm
BLOCKHAUS

SCHEIDER Acmour
Front Side
! 1

Equipment and Notes

Two side-mounted MG,
Landship, Overloaded.

SIDE-MOUNTED MG i . E11 l SIDE-MOUNTED MG
(ROF 3) : (ROF 3) 75MM

BLOCKHAUS
SCHEIDER

Range
16" /40em
Anti-tank  Firepower
5 3+
Equipment and Notes

Side mounred.

HULL-MOUNTED
75MM MLE 1897
GUN (ROF 2)
HULL MG (ROF 3)

Front
1 1

Equipment and Notes

Hull MG, Two side-mounted
MG, Hull-rear MG, Landship,
Overloaded.

75MM
MLE 1897 GUN

SUDE-MOUNTED MG 1IN P 1 SIDE-MOUNTED MG Range
(ROF 3) . (ROF 3) 247160,

Anti-tank  Firepower

8 3+

Equipment and Notes

HULL-REAR
MG (ROF 3)




PANZERS GO TO WAR

VILLERS-BRETONNEUX, 1918

In late April 1918, Ludendorff was ready to resume the
offensive with Amiens as the main objecrive. The key to
this town was a small village positioned on the high ground
above Amiens, called Villers-Bretonneux. The main effort of
the German offensi
Bretonneux. The attack was led by three units of A7V tanks,
known as Sturm-Panzerkrafiwagen Abteilung I, 2, and 3
(or ATD 1, ATD 2, and ATD 3) rotalling 13 tanks. Each
ATD was paired with an assault division and assigned three
.~ objectives around Villers-Bretonneux. '

¢ against Amiens was directed ar Villers-

‘The village itself was positioned in no-man’s-land and
had been lost ro the British earlier in the Spring offensive.
Anticipating the attack, the British assembled a force,
including troops and tanks, to recaprure it.

On the morning of 24 April 1918, the Germans opened
fire with a preliminary bombardment, including gas artacks
against the British artillery and reserve assembly areas. The
bombardment succeeded in suppressing the enemy as the
A7Vs trundled forward followed closely by Stosstruppen
(shock troops) and regular infantry. Scores of British POW's
were rounded up east of the town as the Germans advanced.

A thick fog helped the Germans advance on the British
8" Division, and soon the A7Vs were deep into enemy
lines. The British had little answer to the German ranks that
pressed on without remorse.

ARMOURED FACE OFF

In concert with the infantry, the A7Vs of ATD 2 overcame
their initial objecrives and continued roward the main British
line. As they neared, three British Mark I'V ranks, two females
and a male, approached and opened fire with machine-guns

GERMAN ARMOUR IN VILLERS-BRETONNEUX
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and 6-pdr guns. The lead A7V, Nixe (Mermaid), spotted
the British tanks and quickly returned fire. The result was
devastating as the A7V tore huge holes through the two
female tanks with its 57mm main gun.

As the female tanks limped away, NVixe pressed on believing
it had destroyed all three tanks. However, the male rank
remained, using dips in the ground as cover and returning
fire. Afterseveral near misses, the Mark IV landed three solid
hits on Nixe. The German tank halted and the crew bailed
out. The timely arrival of the A7Vs Siegfried and Schnuck
forced the Marlk IV to retire.

Moments later, the British sent forward seven Mark A
Medium ranks, known as Whippets. These fast tanks were
running amok through the German infantry left on its own
as the A7Vs manoeuvred to battle the Mark TV 7
was in a good position to help and quickly knocked out two
of the Whippets with its 57mm gun, putting an end to the
British tank charge.

The Whippets retreated into the sights of Schnuck, which
had arrived on the scene. The A7V knocked out another
medium tank as did a German 77mm field gun. The three
remaining Whippets limped back to the British lines.

By 1545 hours, the German attack had lost forward
momientum as British he
‘German infantry. Without an assault to support, the A7Vs

retired, and the fighting was over for the time being.

v machine-guns stopped the

That evening, under the cover of darkness, an Australian
counterartack finally recaptured Villers-Bretonneux, ending
the German offensive against Amiens.
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Abteilung 1 (or ATD 1) had seen combat earlier than Villers-Bretonneux, but their crews were still trying to come
to grips with the new technology. The Abteilung was assigned to the 228" Infantry Division for the attack.

526 560,
‘Alter Fritz’ Unnamed
~ ol o [ 2

AVM O1 OD SYIZNVd

STURM-PANZERKRAFTWAGEN ABTEILUNG 3

STURM-PANZERKRAFTWAGEN ABTEILUNG 2

Abteilung 3 (or ATD 3) used the highest number of A7V tanks at
Villers-Bretonneux. The Abteilung was assigned to the elite
4" Guards Infantry Division for the attack.

Abteilung 2 (or ATD 2) was about to test their machines and
engage in histor}(_';smﬁrst tank versus tank duel. The Abteilung was
assigned to the Reserve Division for the attack.

525
‘Siegfried
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504
‘Schnuck’ ‘Elfriede’
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GERMAN SPECIAL RULES

A German Infanteriekompanie does not use any of
the German special rules found in the Flames Of War
rulebook, and instead uses the ﬁzﬂowing spec:'m' rule.

INFANTRIE VOR!

The German army is exceptionally well equipped with the
latest technologies and tactics in warfare. The first major use
of Stosstactik (or Storm Tactics) was at Capretto in 1917,
where the Germans successfully infilerated and decisively
defeated the Iralians in north-eastern Ialy. Following this
victory, the Stoss troops were divided among the western
divisions to teach their tactics and spread the word abour
infiltration racrics.

Historically, German troops have always been more
aggressive and flexible than their opponents in order to
gain major advantages. This, added with the new Seoss
tactics, has given the German soldier an edge in combat.
Quickly closing with the enemy means less time that they
have to spend under enemy fire. All troops, from the regular
infantryman to the elite stormtrooper, use rapid advance and
tactical fexibility to rtake advantage of enemy weaknesses
quickly and decisively.
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‘Gretchen’

‘Mephisto’
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Unnamed (from ATD 1)
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‘Baden I'
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‘Cykiop’
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‘Herkules’ (from ATD 1)
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Any German platoon with a Platoon Command team may
attempt an Infantrie Vor! move in its Assault Step. Tank
teams cannot make Infantrie Vor! moves.

Roll a Skill Test for each platoon:

o [fthe test is prmc’dr the p."ﬂ.’.nm.f treats the Assanlt Step as
a Movement f)}ep in which it can move up to another
4"/ 10cm, regardless of its normal movement distance.

If the test is failed, the platoon cannot move any further
this turn.

Either way, a platoon that attempts to make an Infantrie Vor!

move cannot take any part in an assault in the same turn,

Although it is not the Movement Step, teams making an
Infantrie Vor! move may Mount and Dismount as if it was
the Movement Step.

Platoons that are Pinned Down or have moved At the
Double, and reams thar are Bogged Down, cannor make
Infantrie Vor! moves.

Immnobile Gun teams and Gun teams that shot earlier in
the turn cannot wmake an Infantrie Vor! move. Teams of
any type that have fired an Artillery Bombardment cannot
make an Infantrie Vor! move.




HEADQUARTERS

COMBAT PLATOONS

HEADQUARTERS

ARY

T

Bad |
N

INFANTRY
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REGIMENTAL SUPPORT PLATOONS

Infanterickompanie

(INFANTRY COMPANY)

INFANTRY COMPANY

You must field one platoon from each box shaded black and may field one platoon from each box
shaded grey.
Your Company HQ must be either from a Reserve division (marked O ), or an Infantry division
(marked 2 ). All other platoons with any of these symbols must be from the same division as
your Company HQ.

WEAPONS PLATOONS

MACHINE-GUNS

AR

Infanterie

MACHINE-GUNS

AN

=
mlm.-m

G

MACHINE-GUNS

~AdA

TRENCH GUNS

Kadh

i ﬁ
Anti-tank Gun Platoon R

SUPPORT PLATOONS

ARMOUR

b

Panzer Platoon k

ARMOUR

-

~ Panzer Platoon ﬁ

INFANTRY

mnn

Infanterie Platoon

INFANTRY

Ry

TRENCH GUNS

s

Infantry Gun Platoon

ARTILLERY

By N1

Artillery Battery .




MOTIVATION AND SKILL

Reserve divisions are ﬁm‘.i units and are vated

Confident Trained.

I @ RESERVE
DIVISION
RELUCFANT CONSCRIPT
CONFIDENT | TRAINED
FEARLESS | VETERAN

INFANTRY
o

" DIVISION
RELUCTANT | CONSCRIPT

CONFIDENT | TRAINED
rFEARLESS VETERAN j

Infantry divisions bave seen @ lot of combat recently
and are rated Confident Veteran.

HEADQUARTERS

INFANTERIEKOMPANIE HQ

HEADQUARTERS (o) e HAUPTMANN

Add Anti-tank Rifle Secrion with: 'RR! 'ﬂk&

3 Anti-tank Rifle teams 135 points | 180 points Company Command 2iC Command
Pistol team Pistol team

COMPANY HQ

2 Anti-tank Rifle teams 90 points | 120 points

1 Anti-tank Rifle team 45 points | 60 points

Add Flame-thrower Section with:

3 Flame-thrower teams 90 points | 120 points

2 Flame-thrower teams 60 points | 80 points

1 Flame-thrower team 30 points | 40 points

Add Werter Section with:

2 Granatenwerfer teams 90 points | 120 points
1 Granatenwerfer team 45 points | 60 points
OPTIONS

¢ Replace Command Pistol reams with Command
SMG reams for +5 points per team.

» Add up to one Sniper team for +60 points.

Excellent German rechnology has given us the tools we need ro
overcome the enemy tanks and wenches, including powerful :
anti-tank rifles, devastating lame-throwers, and more. Ay L INFANTERIEKOMPANIE HQ |

L ad ||
COMBAT PLATOONS

E &
INFANTERIE PLATOON

PLATOON
HQ Section with: (o) 5L
2 Rifle Squads and
2 Machine-gun Squads 150 points | 195 points Command Pistol team
2 Rifle Squads and S S
1 N[achinc—gun Squad 110 points | 145 points

OPTIONS \ﬂﬂ 1“* Wit R‘!’ﬂt

+ Replace Command Pistol team with a Command Rifle team Rifle team Rifle team Rifle team
SMG team for +5 points.. RIFLE SQUAD RIFLE SQUAD

LEUTNANT
LEUTNANT

» Replace up to one Rifle team with a Rifle Grenade

| et i TE MR

’ﬂlc steadfast mfantryman has been ﬁghting this war. ﬁ'u'. years. : Rifle team MG team Rifle team MG team
e is m%m,-%ﬁdopm, ERT B MACHINE-GUN SQUAD MACHINE-GUN SQUAD

O-he‘.l.P‘ _the rifleman will claim victory. INFANTERIE PLATOON

15
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INFANTERIE MACHINE-GUN PLATOON

PLATOON

HQ Section with:
4 Maxim HMG
3 Maxim HMG
2 Maxim HMG

285 points | 370 points
215 points | 280 points
145 points | 190 points

- S
German Maxim HMG teams have an Anti-tank rating |
of 3 due to the use of armour-piercing ammunition,
i - e g ——— h W
In addition, an fr{ﬁmzrie-‘ 1"riﬂ-£¢‘£rt')z¢'-gzm Platoon mdy _ﬁre
bombardments (see page 4).

The Maxim -gun has drastically cha.nged how
battles are fought. ‘Nowia small crew of men can put out
a remarkable amount o tiply this across a whole
platoon of these weapons an:
immense rate of fire.

REGIMENTAL SUPPORT PLATOONS :

u have a unit capable of an \

LEUTNANT
LEUTNANT

ARY

Command Pistol team
HQ SECTION

UNTEROFFIZIER
Maxim HMG Maxim HMG

MACHINE-GUN MACHINE-GUN
SECTION SECTION

UNTEROFFIZIER
Maxim HMG Maxim HMG

MACHINE-GUN MACHINE-GUN
SECTION SECTION

, INFANTERIE MACHINE GUN PLATOON |

MINENWERFER PLATOON

PLATOON (o) B4
3 7.6cm Minenwerfer 390 points | 510 points
2 7.6cm Minenwerfer 260 points | 340 points

7.6cm Minenwerfer 130 points | 170 points

Minenwefer Sections operate as separate platoons. each gun

is their own Command team, r

7.6em Minenwerfer gun teams are Trench Guns (see
Pag
m— —— = _
Infantry alone lack thc firepower o dig out enemy troops
and fortifications. To address this problem the German army
employs the Minenwerfer (mine-thrower or mortar). Its htgh
explosive shells are essential for knocking out enemy strong
points. When enemy ranks are about, the Minenwerfer can be
used to combat these beasts in an anti-tank role.

16

LEUTNANT
LEUTNANT

Kadh

Command 7.6cm
Minenwerfer mortar

MINENWERFER
SECTION

UNTEROFFIZIER

Kadh

Command 7.6cm
Minenwerfer mortar

MINENWERFER MINENWERFER
SECTION SECTION

B MINENWERFER PLATOON

Kadh

Command 7.6cm
Minenwerfer mortar




|-

ANTI-TANK GUN PLATOON

s | 220 points

85 points | 110 points

* o) . # !
Anti-tank Gun Sections operate as separate platoons, each I

gun is their own Command team.
With enemy tanks on the prowl, the German army has devel-
oped several weapons 1o deal with them. One of these is the
relatively light-weight 3.7¢m TaK gun, buile by Rheinmetall.
It has the ability to penetrate enemy tanks™ armour and

LEUTNANT
LEUTNANT

Command 3.7cm TaK gun Command 3.7cm TaK gun

ANTI-TANK GUN ANTI-TANK GUN
SECTION SECTION

 ANTI-TANK GUN PLATOON

knock them out. It's low profile also makes it suitable to
move across no-man's-land to support the infantry.

‘:_. - "'" T . -—J -‘
SUPPORT PLATOONS

PLATOON S
855 points
570 points

285 points

3 Beute Mk IV female
2 Beute Mk IV female
1 Beute Mk IV female

OPTIONS

= Replace any or all Beure Mk IV female tanks with
Beute MK TV male tanks for +30 points per tank.

* Replace any or all A7V tanks with Beure Mk IV
female for -55 points or Beure Mk IV male tanks for
-25 points per tank.

690 points
460 points

230 points

" Sﬂ‘tfrm,-‘ :pr'r.'e‘!(-‘ a5 sr.*p;:lmte pfxzmm:_r_. ¢';zr,-'g§: m',r:.,,{-* s
atwn Command team.

—1

I

PANZER PLATOON

HAUPTMANN

Command Panzer
PANZER SECTION

PANZER PLATOON

A Panzer Platoon is rated

Confident Trained CONFIDENT

We have created our own panzers. Bristling with machine
guns and a 57mm gun, the A7V is an impressive weapon:
with thicker armour and faster mobility than most enemy

tanks. In addition, we use captured enemy tanks to take the

fight back to their original owners.

JINVAWOINIIIIINVYIN




INFANTR_Y GUN PLATOON

PLATOON

(&)
2 7.62cm Krupp IG 210 points | 270 points
17.62em Krupp IG 105 points | 135 points

=3 =
Infantry Gun' Sections operate as separate platoons, each |
gun is their own Command team.

——— IR

| 7.62cm Kmpp G gmr teams are Trench Guns (see page 4)

The 7.62¢m Krupp iilfantry gun has outstanding accuracy

!

=

LEUTNANT

LEUTNANT

A

Command Infantry gun
INFANTRY GUN
SECTION

INFANTRY GUN PLATOON
linfantry a

ithat use 1t It g

d

UNTEROFFIZIER

A

Command Infantry gun

INFANTRY GUN
SECTION

~ -
.._‘.h_,

my :;nks This makes it a very versatile and essential part
and is lightweight, making it a favourite among the crews  ,fn assault.

ARTILLERY BATTERY

PLATOON
HQ Section with:

47.7cm FK96 n.A. 545 points | 710 points
27.7em FK96 n.A. 275 points | 360 points

OPTION
« Add horse-drawn limbers for +5 points for the
battery.

An Infanteriekompanie that includes an Artillery Battery
" will Always Defend.

heip pr&p{r&dec enemy for an assault or to break up enemy
artacks. The 7.7em FK96 n.A. is a versatile field gun used all
across the front. Its ngh:\might makes it a very mobile gun
compared to its competitors. With a variety of shells avail-
able, ranging from anti- tanft:h“shrapncl rounds, this gun

can be employed successfully in’

defensive operations.

—— EEINTR

L . . —‘-
g: = cs of this Great War rely heavily on artillery to!

HAUPTMANN
HAUPTMANN

ARY

Command Pistol team
HQ SECTION

FIEUTNANT .

n. A AFYYY

7.7cm FK96 n.A. gun

Py Ry My g
iians

7.7cm FK96 n.A. gun

NC W SN

rent combat situations.
This gives commanders a valuable r&aj in both offensive and 1

ARTILLERY DETACHMENT

PLATOON
2 7.7cm FK96 n.A.
1 7.7cm FK96 n.A.

O
260 points
130 points
OPTION

« Add horse-drawn limbers for +5 points for the
battery,

340 points
170 points

Gun Sections operate as separdte platoons, each gun is their
oton Command team.

S

: . -
The 7.7cm FK96 n.A. is relatively light enough to be useful -

as a rapid-response anti-tank detachment. Held just behind
the lines in reserve; these guns can be called up to meet

'Mu;

7.7cm FK96 n.A. gun

*&am
-&ﬂm

7.7cm FK96 n.A. gun

LEUTNANT

—— R

ifans

Command 7.7cm FK96 n.A. gun

Py By b

U\ TEROFFIZER o

ilann

Command 7.7cm FK36 n.A. gun

/eapon capable of
€ targets that heavy arrillery misses or attacking

ARTILLERY DETACHMENT

enemy tanks. The gun is powerful and remains the best way
to take out a tank permanently, but it can also be used 1o
knock out enemy bunkers or gun positions.




When the war stagnated into trench warfare, officers on’
both sides tried to break the stalemate. Various new weapons.
were tried: massed heavy artillery bombardments. poison
gas, aircraft, and tanks. Yer the most effective change was
not a new weapon, but a new tactic. A revolution in military,
thinking occurred, with the strice discipline and drill thar had
been required of infantry since the days of Frederick the Grear
giving way to newetymore flexible movement and tactics.

In the German army these tactics were called Stossrakiik, or
shock tactics. They were to be carried out by Stosstruppen
shock troops). ‘The aim: of the Stosseruppen was to seek our
weak points in the enemy lines and advance through them:
quickly in small groups. Enemy strongpoints would be
bypassed in order to capture objectives in their rear.

Shock tactics were first conceived in 1915 by Hazrpmmrm
{€aptain) Willy Rohr, a career infantry officer. He realized that
current assault tactics did not work. He rcnrganin:d his assault
derachment into squad-sized assault groups, teaching them to
move quickly and quietly using cover. Enemy trenches were
rolled up in shore rushes with grenades. The new tactics were
tested in the Vosges Mountains, and they worked well.

Rohr began training more men in his tactics and the
derachment was expanded into Sturmbatallion Robyr (Assault
Battalion Rohr). The bartalion took part in the inidal artack
at Verdun in 1916, successfully elearing the first line of French
trenches.

Rohir’s idea was adopted by his gommander, Eighth Army
General Hutier. Hutier added a shore, sharp artillery
bombardment before the assault. This would silence defenders

Second wave mops

up resistance enemy positions and move on
= T o T

Storm troops infiltrate and isolate

.. and achieve tactical surprise.
Gas Si esses

Detailed planning was reduced.
and junior officers would be
given more freedom to adapt
tactics to the situation.

Through 1917, the new tactics
continued to be wsed and
adapted successfully.  New
units of Srossrruppen were
raised and  distributed across
the front for major assaults.

Stosstakik was used on a large
scale during the 1918 Spring
offensive.  Entire  divisions
infiltrated and quickly overran
the French and British trench
lines, ending the stalemare that
had lasted four years. Generals
Hindenburg and Ludendorff
are usually given the credit for
planning this offensive, but
none of it could have happened
without Willy Rohrs new idea.

TRENCH FIGHTERS

Few soldiers had the experience and skill in hand-to-hand
suembas as German Stosstruppen.

s Assaults (instead .'G:'f‘_‘;+),

' and Pistol teams from a Stoss Platoon bit on a roll of I‘

STOSSTRUPPEN INFILTRATION

8 cruppen ractics relied on infiltration to close with the
grey undetected. Once in position, the assault troops were
pe=cy o unleash hell on the enemy trenches.

E

are the Awtacker and have deployed at least one Stoss

an on the table, then all of the Stoss and Infanterie
w5 i your force may make a Spearbead Deployment
see page 261 of the rulebook).

e -

MISSION TACTICS

Before battle, every stormrrooper is briefed on their mission
and how it relates o the overall batte plan.

i

{f 4 Stoss Platoons Command team is Dmh'ay&d: another
team takes over immediately. Remove any other Infantry
team in the platoon ihat is within Command Distance
of the Command team and replace it with the original
Plitoon Command team.

If there is no Infantry team within Command Distarnce,
then the Platoon Command team is Destrayed and the

platoon is left leaderless.

The original Platoon Command team can still use this rule
while a Warrior team is leading the platoon and acting
as its Command team, but the rule does not apply to the
Warrior team.




Stosskompanie

(ASSAULT COMPANY)
INFANTRY COMPANY

HEADQUARTERS

ARY

Stosskompanie HO

shaded grey.

HEADQUARTERS

K

TR

MACHINE-GUNS

Add

COMBAT PLATOONS
WEAPONS PLATOONS

INFANTRY

TN

MACHINE-GUNS

Stoss

e

INFANTRY

mn

STOSSKOMPANIE SPECIAL RULES

A German Stosskompanie does not use any of the German
special rules found in the Flames OF War rulebook, and
instead uses the Infantrie Vor! spec.i'a] rule on page 13,
Trench Fighters, Stosstruppen Infilcration, and Mission
Tactics special rules on page 19, and the Night Attack special
rule below.

TRENCH GUNS

#adh

Platoon

NIGHT ATTACK

Stosstruppen were experts Of infiltration and were able to
locate and bypass enemy strong points. They ofien did not
use an artillery bombardment to soften up the enemies
defences, instead using the night and the terrain to sneak
g past the enemy.

Ap layer mmmmr‘—;fing a S}g_r_n%mﬂp;:: nie may elect ro make
] (SSTOMS t do not tf

ook. If the German player elects
ion does not use the Preliminary

J'.?('J 77 IJ.!Ju"i" ?‘(if?ﬂ ent mission s '|‘.|’ ?‘.ﬂ{ff‘.

You must field one platoon from each box shaded black and may field one platoon from each box

SUPPORT PLATOONS

INFANTRY

Bt

Infanterie Platoon

ARMOUR

L

Panzer Platoon

>
‘ Stoss Platoon
ARMOUR

.

TRENCH GUNS
K infantry Gun Platoon )5

ARTILLERY
ANTI-TANK

Sadd

Anti-tank Gun Platoon K

e, Y

Artillery Detachment

7

INFANTRY

Bd |

STOSSTRUPPEN

Developed as onse to trench warfare, Stosstrieppen
(Assault Troo e trained in the use of infiltration ractics
combined with speed and mobility in order to move past
enemy strongpoints and artack rear areas such as supply
dumps, headquarters, and artillery emplacements. While
the Stoss may be most identified with the German offensives
made in 1918, the concept was developed much earlier in

the war.

In an attack, the Stosskompanie would move out in front of
the main body of troops and bypass enemy strong points
that were left for regular troops to contend with, Once in
the enemy’s rear arca, Stosstruppen would create mayhem,
disrupting communications and preventing the enemy from
mounting a counter attack.




GERMAN

MOTIVATION AND SKILL

A mumber of well-preforming whits weie seleceed for special training in the new, Stosstakiik
(Assault Tactics) fram 1915, These wniss were then used to spread training of these new
wectios throughout the German Army. Eventueally, wmost divisions had at least one kompanie FEARLESS VETERAN
of these specialists. A Sturm Battalion Stesskampaniv is rated as Fearless Veteran,

RELUCTANT | CONSCRIPT
CONFIDENT TRAINED

» HEADQUARTERS

STOSSKOMPANIE HQ

HEADQUARTERS

HAUPTMANN

Company HQ HAUPTMANN
« Replace cither or both Command Pistol teams with ﬂk’ Mt

Command SMG teams for +5 points per team. Company Command Pistol team  2iC Command Pistal team
COMPANY HQ

Add Flame-thrower Section wich:
3 Flame-thrower teams 150 points
2 Flame-thrower teams 100 points

1 Flame-thrower team 50 points

OPTION
« Add up to one Sniper team for +60 points.

STOSSKOMPANIE HQ

Our Stosskompanie uses the latest ractics to get past the  a furious assault. Coming up behind us is ou
enemies front line and cause havoc in their rear areas. Wewill  infantry, heavy weapons, and armour to deal wit
travel lighter than our infantry counter parts and when the  leave in our wake.

opportunity is right we will close in and finish them off with!

COMBAT PLATOONS

STOSS PLATOON
PLATOON
HQ Section with:

2 Sturm Squads and

LEUTNANT
LEUTNANT

2 Machine-gun Squads 305 points Command Pistol team

N
2 Sturm Squads and HQ SECTIO

1 Machine-gun Squad 240 points

OPTIONS Y AR ||| AIY '“’ﬂt

- R;:placi: Cominatd Pistol teany with a Command Pistol team Pistol team Pistol team Pistol team
SMG team for+S points. STURM SQUAD STURM SQUAD

Pistol team MG team Pistol team MG team
1 MACHINE-GUN SQUAD MACHINE-GUN SQUAD
Pistol and SMG teams in a Stoss Platoon are rated Tank ' B <TOSS PLATOON

Assault 3. :
- - Stosstactik places importance on combined arm
: —_—

b i ) ) N - Lead units are heavily equipped with sub—machme guns
An !?.y'z;rmr:m{’ampczrml* that :.r.ra.’udc:’s a .Sross‘Pf.fzmwr will and grenades 1o clear trenches. They are then followedsup
..-1{1..:..:({35 ,»‘l'mche_. m‘:ﬂc'.fs it also :rl;‘cfeades an Artillery Battery, by regular infantry with light machine-guns for mobile
which will make it Always Defend. [firepower, and flame-throwers to knock out the strongpoints.

« Add a Flame-thrower team for +50 points.

A Stoss Platoon uses the Stosstactik special rules on page 19,

It is the start of modern infantry tactics, and will pave the
way for twentieth century warfare.
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J WEAPONS PLATOONS

STOSS MACHINE-GUN PLATOON

PLATOON

HQ Section with:
2 Maxim H 210 points
1 Maxim HMG 105 points
As we have seen though this war; the heavy machine gun
rules no-man’s land: While not as large as the HMG platoons
of our regular infantry counterparts; the Maxim HMGs we
have will provide us with much needed covering fire. pinning

the enemy as we get into position for our assault.

i

LEUTNANT
LEUTNANT

ARY

Command Rifle team
HQ SECTION

UNTEROFFIZIER

Maxim HMG

MACHINE-GUN MACHINE-GUN
SECTION SECTION

 STOSS MACHINE-GUN PLATOON

UNTEROFFIZIER

Maxim HMG

STOSS MINENWERFER PLATOON

PLATOON

3 7.6cm Minenwerfer 570 points

2 7.6cm Minenwerfer 380 points

1 7.6cm Minenwerfer

190 points

Minenwefer Sections operate as separate platoons, each gun
is their own Command team.

-~ e .
7.6cm M‘i}?f’mm'r_‘ﬁ?r qun. tedms dre Trench Guns (see
page 4).

e —— e ey
While trying to avoid enemy strong points is how we fight,
sometimes we cannot igno; - OF g_et-;'a'l‘bund_ those well placed
Vickers or Hotchkiss heavy machine guns of our enemy.

When we encounter a weapon lik

ke that, we call on our -

LEUTNANT

MINENWERFER

MINENWERFER
SECTION

SECTION

Minenwefer’s to make quick work of these troublesome
~weapons and then |




German  Arsenal

TANK TEAMS

Armour
Name Mobility Front Side Top Equipment and Notes
Weapon Range ROF  Anti-tank  Firepower

A7V 6"/15¢cm 2 1 1 Four Side-mounted MG, Two hull-reat MG, Landship,
Mabile forrress, Overloaded, Self-defence MG,
5. 7cm Masim-Nordenfelt gun 24760cm 2 [ 4+ Hull mounted.
Beute Mark 1V female 4710cm 1 1 Four Side-mounted MG, Landship, Mobile fortress
Self-defence MG, Wide tracks.
Beute Mark IV male 4"(10em 1 1 Landship, Self-defence MG, Wide tracks.
OQF 6 pdr gun 247/60cm 2 4+ Side mounted.
OQF 6 pdr gun 24"60cn 2 44 Side mounred.

VEHICLE MACH'NE'GUNS
Vibicle MGy 16" t40cm 3 ) 6

INFANTRY TEAMS

Team Range ROF  Anti-tank Firepower Notes
Pistol team 47/10cm 2 Full ROF when moving.

SMG team A710cm Full ROF when moving,

Rifle team 167/40em

3
|
MG team 16" 40cm 3 ROF 2 when pinned down.
5
|
2

Rifie Grenade team 12"/30cm Can fire over friendly reams.
Tank Assault 3.

Flame-thrower.

Anti-tank Rifle team 16"/40¢cm

Flame-thrower ream 4"10cm

ADDITIONAL TRAINING AND EQUIPMENT

Fistol and SMG teams in a'Stoss Platoon aré rated Tank Assault 3.

GUN TEAMS

Weapon Mobility Range ROF  Anti-tank Firepower  Notes
Maxim HMG Man-packed 247 /60cm 6 3 ‘ ROF 3 when pinned down or moving.
Firing bombardments 40"/100cm

Granatenwerter mortar Man-packed 16" /40cm ) ; Can fire over friendly teams,
Minimum range 87/20em.

T iem Minenwerfer mortar Light 32" /80cm ; Can fire over friendly teams,
Minimum range 87/20cm, Trench gun.

5 7em TaK gun Man-packed 24" 60cm ¥ No HE.
® 7 62cm Krupp 1G gun Light 16"/40cm 5 : Gun shield, Trench gun.

= 7cm FK96 0. A, gun Heavy 247 [G0cm 8 Gun shield.
Firing bombardments 64"/160cm - 3 6
TRANSPORT TEAMS
Vehicle Mobility Front Side Top Equipment and Notes
Weapon Range ROF  Anti-tank  Firepower

Haese-drawn limber Horse-drawn . -

FORTIFICATIONS

Wezpon Range ROF  Anti-tank Firepower  Notes -
HMG Pillbox 247/60cm 6 3 6 ROF 3 when pinned down.
HMG Next 247/60cm 6 3 6 ROF 3 when pinned down.




Taking

VILLERS=

The German March offensive had come very close 10
shattering the British Expeditionary Force (BEF) and
breaking through to the channel. However, the exhausted
German divisions had been fought to a standstill, and the
drive to Amiens was halted at Villers-Bretonneux on 5 April.

- Afier a rest period of three weeks, the Germans resumed their
offensive on the morning of the 24 April 1918. The attack
intended ro caprure the ridge west of Villers-Bretonneux,
which provided a dominating position overlooking Amiens,
and the strategically importanc rail line thar ran through ir.

The German attack fell on the British 8" Division, which was
considered one of the best in the BEE and one of the first
selected for an increased allotment of Lewis light machine-
guns. The 8" Division had suffered heavily during the March
battles, losing half of its infantry strength. To make up the
numbers, it was reinforced with young and inexperienced
rOops.

THE BATTLE OPENS

Overnighton the 24 April, the 8" Division was subjected to
the heaviest barrage ever experienced by its men, according
to survivors. The barrage included mustard gas and created
a heavy fog. Whilst the artillery barrage fell heaviest on the
rear areas, the front line was mostly subjected 1o fire from
short range trench mortars.

The German artack was carried our by four divisions, the
77" Reserye, 228", 243", and 4" Guards Infantry Divisions.
These were reinforced by the first concerted use of German
tanks. Thirceen of the new German A7V ranks had been
bought up to the line for use in the artack, and wherever the
tanks were used the line crumbled. The Germans captured
about 2400 prisoners from the 8" Division and an artack
supported by hve tanks of these tank furcher south against
the 58 Division yielded similar results.

The British had expected the Germans to use tanks at some
point and had developed plans 1o try and stop a German
tank attack. These included sending forward detachments
of field artillery guns, either singly or in pairs, and staging
tank plaroons close 1o the front lines. The [II (Third)
Corps defending Villers-Bretonneux had both at hand and
despal:chcd field guns and tanks to meet the German armour.

the Field

RETONNEUX, 1918

THE FIRST TANK BATTLE

Captain John Brown, MC, commanded a section of three
tanks from A Company, 1" Batealion, 3 Tank Brigade and
moved forward with one Mark I'V male and two Mark 1V
female tanks. Just before being ordered to the front line,
Brown’s ranks were caught in a gas attack, and many of the
crew were partially disabled with swollen eyes. Still, they
mounted up and moved into action through the German
artillery barrage.

Second Lieutenant Frank Mirchell, MC, commanded the
Mark IV male tank as it trundled into combat near the small
village of Cachy. After crossing through the British trenches,
the riflemen inside told Mitchell chat there were German
tanks about, Sure enough, moments later Mitchell spotted
them through his vision port and a surge of excitement
bounded through the crew as they prepared for history's firse
tank versus tank duel.

The three British Mark IVs moved closer to a German A7V
named Nixe. Within a few moments Mitchell saw the two
females ger hit by the German rank’s 57mm gun. Huge
holes had been ripped through the sides and rear of the
machine-gun-armed tanks and they slowly limped away.
The A7V pressed on, apparently not seeing Mitchell’s tank
approaching.

Mitchell manoeuvred his tank so that he could engage the
German A7V with his' 6 pounder guns. His gunner was
partially blinded from the gas artack earlier and after several
shots, he hit the A7V three times. Mitchell saw the German
crew bail out and two other German tanks quickly withdraw.
The créw celebrated their victory with loud shouts thar were
barely heard over the din of their machine’s engines.

Mitchell's crew turned around to retuin to their lines, having
accomplished their mission. On its way back the tank was
damaged by artillery fire and the crew bailed out, returning
later to reclaim their tank.




THE RIDE OF THE WHIPPETS

As Mitchell's crew returned to their rank, he saw the charge of
seven Whippet medium ranks of X Company, 3 Battalion,
3% Tank Brigadt, With the German tanks quitting the feld,
the attacking infantry was left on its own. The machine-gun
armed Whippers used their superior speed to ride down the
German infantry.

The Whippets devastated the' German attack, claiming to
have inflicted ac least 400 casualties before the surviving
troops Hed. Four Whippets were knocked our in the action
by a combination of fire from German artillery, trench
mortars, and the A7V tanks that had returned o the front,

SHORING UP THE LINE

Another section of A Company tanks supported a successful
counter attack by the 8" Diyision, with one male and one
female Mark TV. After inﬂicting casualties and helping the

uses the following special rules.
BRITISH BULLDOG

Some 175 years ago, a French general remarked that the
British troops his infantry attacked appeared to have raken
root and be stuck ro the ground. They refused to run away
when other troops would have. Nothing has changed and
British. soldiers still have a repuration for tenacity and
scubbornly: refusing to give up ground that they have raken.

BRITISH FORCES OF VILLERS-BRETO

BRITISH SPECIAL RULES

A British Rifle Company does not use any of the British special rules found in the Flames Of War rulebook, and instead

BRITISH

NNEUX
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2% Battalion, Royal Berkshir¢ Regiment and the 2" Rifle
Brigade to stabilise cheir line, both tanks were knocked out
by German field guns.

Fearing a resumption of the German offensive, the British
ordered two Australian brigades to immediately counter
attack and rerake the village. Both of the brigade commanders
refused, stating that to attack in daylight acress open helds
would result in excessively heavy casualties. The atrack was
postponed to late that night and was conducted without
artillery preparatory bombardment. The German defenders
were caughr unawares, and the counter attack achieved
complete success with relatively few casualties.

Villers-Breto ¢ marked the end of the German March
Offensive, as well as the final turning point of the Great War.
With the successful defence of this small French town, the
Allied forces gained the strategic initiative and began the
offensives that would see them finally end the war.

TRENCH FIGHTERS

By 1918, the British army was the most aggressive and lethal
assault force on the Western Front, Using bombers armed
with hand-grenades, light-weight Lewis light-machine-guns,
and fixed bayonets, British riflemen were unstoppable in
hand-to-hand com

Rifle and Pistol tec
hit on a roll of
of 3+) or 3+

de and MG teams support the dssa




Rifle Company
(INFANTRY COMPANY)

HEADQUARTERS You must field one platoon from each box shaded black and may field one platoon from each
box shaded grey.
‘Kff” Your Company HQ must be either from a Line Division (marked ©), or an Elite Division
(marked - ). All other platoons with any of these symbols must be from the same division as
your Company HQ.

HEADQUARTERS

SUPPORT PLATOONS

INFANTRY

YRR

MACHINE-GUNS ]NFA&TRY

COMBAT PLATOONS

INFANTRY

A¥RR

MACHINE-GUNS S e ARTILLERY

o Char d'Assault
Platoon

O Hiiipeon K

- ench Mortar Platoon B ARMOUR
INFANTRY . ARTILLERY

BRIGADE SUPPORT PLATOONS

o= K
Lo )b P
INFANTRY

© ALLIED PLATOONS ©

French Platoons in your force are Allies and follow the
Allies rules on page 70 of the rulebook.




MOTIVATION AND SKILL

Two-thivds of the British divisions on the Western
Front were mostly wsed for holding the fron
These Line Divisions are rated Confident Trained.

The rest were considered elite, proving themselves in
offensive operations. They were usually called an when
an attack was !;e.-mg prr[;:‘;‘rc‘(f, These: Elite Divisions
are rated Confident Veteran.

(® LINE DIVISION

eecun | comscurn

Il ELITE DIVISION

HEADQUARTERS

RIFLE COMPANY HQ

HEADQUARTERS o .

OPTION
Add up to one Sniper team for +60 points.

After three long years of war, the British infantry are worn,

but their courage has not dimmed. They can look to their

officers to provide an example. ‘The company’s Major will
draw his revolver and lead the men forward, as he has always
done, to glorious victory.

AR

Company Command
Pistol team

MAJOR

Ah

2iC Command
Pistol team

RIFLE COMPANY HQ

COMBAT PLATOONS

RIFLE PLATOON

PLATOON
HQ Section with:
2 Rifle Sections

1 Rifle Section

225 points
120 points

O
170 points
95 pnints

Jerry has thrown everything at us — machine gun bullers at the
Somme, shells at Verdun, and their vile poison gas at Ypres —
but “Tommy' has held firm. The traditional qualities of British
inI'ﬂa_nrry—{:«:.u,lragcr disciplinc and marksmanship—havc stood
them in good stead along with their trusty 303" Enficld rifle.

Now, with Lewis light machine-guns, bombers, rifle grenades,
and. hard won experience, we are pushing the enemy back
along the front, Our new recruits make up in dash what they

may lack in experience. When the whistdle blows, they will be

ready to charge through the mud to the green fields beyond.

SUBALTERN
SUBALTERN

AbH

Command Pistol team

HQ SECTION

AYAR YRR

Rifle team Rifle team

Ty

Rifle MG team
Grenade team

hn RIFLE SECTION oy

RIFLE PLATOON

AR AR

Rifle team Rifle team

Ty A

Rifle MG team
Grenade team

D, FLESECTION S
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MACHINE-GUN PLATOON

PLATOON

HQ Section with:
4 Vickers HMG
3 Vickers HMG
2 Vickers HMG

225 points | 290 points

170 points

220 points

115 points | 150 points

fl A Machine-gun Platoon may fire bombardments (see
| page 4).

IF there is one weapon that the British infantryman trusts
more than his 303, it is the Vickers machine gun. The
-modern Vickers is a symbol of British industry. Sturdy, with
-a tripod for accuracy and warer-cooled for sustained fire, it
is supremely reliable. The Vickers dominates the battlefield,
warding off German atracks, and providing a tremendous
base of fire For our men 1o advance under,

PLATOON
43" Stokes
3 3" Stokes
2 3” Stokes
1 3” Stokes

O

280 points | 360 points

210 points | 270 points
140 points | 180 points

70 points | 90 points

Mortar Sections operate as separate plataons,
their own Command team.

each gun is

3" Stokes mortar teams are Trench Guns (see page 4).

Trench warfare has highlighted the need for the forward
infantry ro have heavy fire support with them to knock out
enemy defences. The new Stokes morrar has been designed
to do the job, and is just the ticket. It has good range, rate of
fire, and firepower, thanks to its three-inch shell.
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SUBALTERN
SUBALTERN

Command Pistol team

HQ SECTION

SERGEANT
ml‘ﬂ
Vickers HMG

MACHINE-GUN
SECTION

SERGEANT
wth’.ﬂ
Vickers HMG

MACHINE-GUN
SECTION

SERGEANT

xR

Vickers HMG

MACHINE-GUN
SECTION

SERGEANT
wﬂ.ﬂ
Vickers HMG

MACHINE-GUN
SECTION

MACHINE-GUN PLATOON :

TRENCH MORTAR PLATOON

SUBALTERN

SUBALTERN

s

Command
3" Stokes mortar

MORTAR SECTION

SUBALTERN

2AY

Command
3" Stokes mortar

—— N ——

24h

Command
3" Stokes mortar

MORTAR SECTION
B, S ERGEANT e

Ty

_ Command
3" Stokes mortar

MORTAR SECTION

MORTAR SECTION

TRENCH MORTAR PLATOON




| SUPPORT PLATOONS

HEAVY TANK PLATOON

PLATOON o)
4 Mark IV female
3 Mark IV female
2 Mark IV female
1 Mark IV female

800 points [1040 points

600 points | 780 points
400 points | 520 points

200 points | 260 points

Replace any or all Mark IV female canks with:

Mark I'V male +60 points | +80 points

4 Mark V female
3 Mark V female
2 Mark V female
1 Mark V female

1160 points
870 points
580 points
290 points

Replace any or all Mark V female tanks with:
Mark V male
Mark V hermaphrodite
Mark V* female
Mark V* male
Mark V* hermaphrodite

+85 points
+65 points
no cost

+85 points

+65 points

Tank Sections operate as separate platoons, each tank is |

their own Command team.

A Rifle Company that includes a Heavy Tank Plaroon will
Always Attack, unless it also includes an Field Batery,
Royal Artillery, which will make it Always Defend.

BRITISH -

CAPTAIN

.7 TAIN

Command tank

B SUBALTERN

Command tank

D TANK SECTION S
SUBALTERN

Command tank Command tank

. TANK SECTION "l TANK SECTION
HEAVY TANK PLATOON

“The British Army has applied its technological superiority
to develop a new weapon—the rank—to achieve decisive
breakthmﬁghs on the bartdefield. A year on since their
debur ar Messines Ridge, the Mark IV version is now in full

production, with improved armour and fire protection. The

tanks are armed as either male (with two six-pounder guns)

or female (with four machine guns) versions:

Also arriving at the front are the new Mark V tanks with
improyed reliability and new variants like the Mark V* with
it lengthened body to carry of section of troops.

MEDIUM TANK PLATOON

PLATOON
5 Mark A Whippet
4 Mark A Whippet
3 Mark A Whippet
2 Mark A Whippet
1 Mark A Whippet

O

650 points | 850 points

520 points | 680 points
390 points | 510 points

260 points | 340 points

130 points | 170 points

Tank Sections operate as separate platoons, each tank is

f.&é’.i:?' O (:9?.’!}?3(??.?6{ tedm.

A Rifte Company that includes a Medium Tank Platoon will
Always Attack, unless it also includes an Field Battery, Royal
Artillery, which will make it Always Defend.

The latest development from British industry, the Whippet
medium tank, is designed to follow up and exploit the break-
throughs that are made by the heavy tanks. The 8-mile-per-
hour speed of the Whippet will enable it to surge ahead and
complements the strength and firepower of the Mark IV and V.

CAPTAIN

SUBALTERN

o

Command Mark A Whippet Command Mark A Whippet

R TANK SECTION ey
mmn SUBALTERN T

S

Command Mark A Whippet Command Mark A Whippet

R [ANK SECTION i TANK SECTION ey

MEDIUM TANK PLATOON _
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FIELD BATTERY, ROYAL ARTILLERY
PLATOON CAPTAIN

HQ Section with: (o]
6 OQF 18 pdr 810 points [1055 points
3 OQF 18 pdr 425 points [ 555 points

Command Pistal team

HQ TROOP

OPTION

+ Add horse-drawn limbers for +5 points for the battery.

A R{ﬁ.”e Campmr_y that includes a Field sztre’r_}r, Rﬁ:}l{i!
Artillery will Always Defend.

The Ordnance Quick Firing 18 pounder (84mm) gun is our
standard field piece and the backbone of the Royal Artillery.
It fires a heavier shell than che French 75mm or German
77mm, and is accurate, reliable, and has good range.
Combined with the well-trained crews of the Royal Artillery,

0QF 18 pdr gun
the 18 pounder can out-shoot any foe. )=

0QF 18 pdr gun
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ROYAL ARTILLERY DETACHMENT .
PLATOON (o) LIEUTENANT
2 OQF 18 pdr 260 points | 340 points SERGEANT b
1 OQF 18 pdr 130 points | 170 points 1
OPTION Cor.nmancf 0QF 18 pdr .gun Cor.nmand 0QF 18 pdr gun

o Add horse-drawn limbers for +5 points for the
platoon.

GUN SECTION GUN SECTION

| Gun Sections operate as separate platoons, each gun is their ROYAL ARTILLERY DETACHMENT

£ e
own Command. team. : E fa - .
are learning to operate in small units atrached to the front

The OQF 18 pounder field gun is m"o_bil'_: for ji'ts size, which line infantry to help deal with German ranks or offer direct
lends it to use by forward detachments. The Royal Artillery

fire to knock out enemy gun emplacements.
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BRITISH

TVNISUV HSILIYS

British Arsenal
|

Armour
Name Maobility Front Side Top Equipment and Notes
Weapon Range ROF Anti-tank Firepower

HEAVY TANKS
Mark IV temale 4"(10cm Four Side-mounted MG, Landship, Mabile fortress,
Self-defence MG, Wide rracks.
Mark IV male 4" 10cm L:mdship, Self-defence MG, Wide tracks.
DOQF 6 pdt ¢un 24"600m E Side monnted.
OQF 6 pdr gun 2460 Side mounied,

Mark V female 47/10¢m Four Side-mounted MG, Landship, Mobile fortress,
Self-defence MG, Reliable, Wide tracks,
Mark V male 4"/ 10em ] i Landship; Selfdefence MG, Reliable; Wide tracks.
OQF 6 pdy grin 24 160cm Side nounted,
OQF 6 pdy giin 24°760cm Sicle nuounted.

Mark V hermaphrodite 4"/ 10em Two Side-mounted MG, Landship, Self-defence MG,
Reliable, Wide tracks.
OQF 6 pdr gun 24 160cm Side mounred,

Mark V* female 47/ 1llem Carries three passengers, Four Side-mounted MG

Landship, Mobile fortress, Rough ride, SelFdefence MG,
Very wide racks,

Mark V* male 4"/10cm Carries three passengers, Landship, Rough ride. Self-

defence MG, Very wide tracks.
OQF 6 pdr gun 24°160cm : Side moywnzed.
OQF 6 pdr gun 247600 2 Side mounted,

Mark V" hermaphrodire 4"/ 10em | Carries three passengers, Two Side-mounted MG
Landship, Self-defence MG, Rough ride; Very wide
tracks.

OQF 6 pdrgun 24 f6lem Side monnted.

MEDIUM TANK

Mark A Whippet 87/20cm Twae MG.
VEHICLE MACHINE-GUNS

Vehicle MG 164 0cm




Team

Pistol team

Rifle team
- MG team

Rifle Grenade ream

Weapon
Vickers HMG
Firing bombardments

3" Stokes mortar

OQF 18 pdr gun

Firing bombardments

Vehicle
Weapon

Horse-drawn limber

Weapon
HMG Pillbox
HMG Nest

INFANTRY TEAMS

Range ROF  Anti-tank Firepower Nates

4"/ 10em
16" f40cm
16" /40em
127/30¢m

Mobility
Man-packed

Light

Heavy

Mobility
Range

Horse-drawn

2 1 6 Full ROF when moving.

[

G ROF 2 when pinned down.

LR Can fire over friendly reams.

GUN TEAMS

Range ROF  Anti-tank Firepower
24"160em 2 6
407/ 100em 4 =

247 /60em 2 34

247 [60em 8 34+
64"/160cm - 3 5+

TRANSPORT TEAMS

Armour

Notes

ROEF 3 when pinned down or moving.

Can fre over friendly reams,
Minimum range 87/20¢m, Trench gun.

Gun shield.

Front Side Top Equipment and Notes

ROF  Anti-tank  Fivepower

FORTIFICATIONS

Range ROF  Anti-tank Firepower
24" 60cm o 6

24" /60cm 6

Notes
ROF 3 when pinned down.
ROF 3 shen pinned down.




BRITISH DECALS

decal sheet included in the Mark TV (GBBXO01), Mark V'
GBBX02), and Mark V* (GBBX03) boxes allows you to
up to five differently marked British heavy tanks as
‘ound on the sheet. With a little more creative cutting you
can field 2 much wider variety of tank markings. The diagram

below shows where numbers and names are usually placed.

The decal sheer also includes German crosses for fielding
Seure Mk IV (Captured Mark 1V) ranks as séen in the pho-
sograph on the bottom right.

158 1300 - W Brinsh Trokes 20 Bl ot Mindutisres L




No country is a better example of the caraclysm of the Great
P War than France. In 1914 France quickly joined the conflict
to live up to its commitment to Russia. As soon as France
declared war on Germany, they then executed Plan XVII, an
attack on the borders of Germany to regain the territories
lost in the Franco-Prussian War. Germany and France were
historical enemies and the troops of 1914 marched off to
a cheering public, in uniforms and tactics reminiscent of
the previous century: The French attack into Germany was
defeated, and Germany successfully counterattacked. France
suffered greatly and would have lost Paris itself if not for
" the "Miracle of the Marne." Over the next few years France
b suffered a bloodletting ac Verdun, endured mutiny, and by
1918 was a shell of a force that marched off in 1914.

& By 1918, the brilliant uniforms of 1914 were gone as were
many of the men who first went to war. The Poilu (slang
for a French Soldier) of 1918 was weary of battle, however
they knew that they had to fight on to remove the hated
Germans from French soil. The Poilu lost faith in the leaders
who committed them in frontal assaules with little serategic
purpose and in the late war lost much of the desire they had
to attack as compared to the start of the war.

Despite the disturbing conditions the Poilu found themselves
' in during 1918, two events caused them to retain hope and
catry on with the fight to defeat Germany: The first event
was the United States entry into the war, arriving in French
ports at @ pace of 10,000 troops a week, The Americans
represented fresh manpower so desperarely needed. Another
event which rallied the French was the German offensives of
1918, brought about by the Germa ing to'win the war
 before the Americans could become involved. The German
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offensive only served to unite the Allies under a single
commander, and strengthen their will co fight.

BATTLE OF SOISSONS

In May and June of 1918 the fourth German offensive was
stopped in its tracks as it threatened Paris, in what is known
as the Second Battle of the Marne. The Allies, united under
the command of Ferdinand Foch, saw thar the Germans
were spent and planned a counterartack. In whar became
the Batile of Soissons, 24 French divisions, supported by the
British, Americans, and even ltalians attacked the exhausted
Germans and recaprured most of the ground they gained in
their latest push on Paris.

"The bartle of Soissons was to be a turning point in 1918 énd-_-
a reinvigoration of the French uﬂenswe spirit and saw the'™
first mass use of French ranks in the war, While the British
and even the Germans fielded tanks on the baudefield the
French did not sit idle afid also started designing and fielding
tanks. The artack on Seissons featured 350 French ranks, and
included the debut of the Renaule FI-17. This new French
tank was a departure from the previous tanks used in bactle
they were smaller and had a crew of two men. The FI-17 also
featured a rotating turret, which would become a ma nstay
on tanks today. Imptessed with the FT-17,.they were used
by the Americans as well as ‘othennations. The FT-17
remained in service many decades later, when it saw action
again on French soil in 1940

SECOND BATTLE OF THE MARNE-
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COLONIAL AND METROPOLITAN TROOPS
At the start of the war the French Army was a huge
organization with a large standing armyy and three classes of
reservists that could be called back ro the colours. This large
manpower pool became necessary as the fighting of 1914-
1917 rook its toll, which caused the French to draft men up
to the age of 45 and look to its colonies Far_heip, While the
French army was aorganized much like the other armies of
Europe, it had some distinct differences such as the makcup
of the men who filled the ranks of the French army.

At the start of the war, most of the active units and mobilized
reservists were from Metropolitan France, which is limited
to mainland France and the islands nearby such as Corsica.
France like many other European nations had mandatory
conseription, in which each year 21 year old men would be
called to serve for a period of three years. Once finished with
their active service commitment, the draftees would stay in
the Reserve or Territorial Army until the age of 48.

The Great War represented more than nations ﬁghtlng
against cach other, but rather empires at war. This s
especially evident thil the British and French, who could
call upon troops from its far ﬂp_;,;g_emplre to serve under
the colours: In 1914, the French empire included North
Africa, Sub-Saharan Africa, and Indo-China. Known by
the French as tirgillenr’ (which means skirmisher or light
infantry) units, these forces were recruited from places such
as Senegal, Morocco, Algeria, Tunisia, and what is roday

THEY SHALL NOT PASS

Despite a number of mutinies during 1917, the French were
still scubborn fighters in 1918, often unwilling to give up
positions easily during the German spring offénsives. They
held tough, and did not needlessly give ground.

When French platoons test their Motivition to Counterattack
in assaults, you may re-roll the die and apply the re-rolled
result to all French platoons that failed on the original roll.

Quick FIRE

The canon de 75mm mle 1897 is a superb piece of French
engineering. It was the first gun in the world to combine
a breech-loading weapon with an effective recoil system,
This quick-firing weapon made every other artillery piece
obsolete.

Re-roll all failed To Hit volls from Artillery Bombardments

with at least four 75mm mle 1897 guns in total. Batteries
L with one to three 75mm mile 1897 guns do not need to
| re-roll successful To Hit rolls.

Vietnam and Cambodia. The French were lucky that many
of these regions pmduccd troops that had a warrior spirir,
and were fierce ﬁgh[crs when engaged in battle. The regional
recruiting of these units ensured thar they would maintain a
high morale since they were fighting alongside people from
the same village or tribe. Despite not being used to the harsh
climates of Europe, these units fought bravely and were

feared by their enemy.

Alongside the #irailleur units, France also had colonial troops

made up of native Frenchmen. These troops were made up of
either Frenchmen who settled within the French empire or
from French units thatserved overseas protecting the French
empire. Aftet 1915, many of these types of colonial bartalions

were grouped with tivaillewr units and formed ‘regiments de
marche. Giving the French much needed manpower when

they needed it most, these troops from around the world
played a major role in the defeat of the German army.

One aspect that was unique with the French army is that its
officers could and often did serve in both' metropolitan and
colonial units. This rotation of officers lead to the familiarity
and cohesion of these two distinct manpower pools, which
helped them work together throughout the Great Warn

The Poifu of 1918 was tired and weary of war, but in their
hearts they knew that they had to carry the fight toithe

Germans and expel them from their homeland.

FRENCH SPECIAL RULES

A French Companie de Fusiliers uses the following national special rides.

TRENCH FIGHTERS

The French had adopted well drilled grenade tacrics by 1918,
using them aggressively in both artack and defence. Using
grenadiers with hand-grenades, light-weight Chauchar light-
machine-guns, VB rifle-grenadiers, fixed bayonets, and their
natural ez, trenches were taken with an aggressive spirit.

R{ﬂe and Pistol teams ﬁ'am French Fusiliers Platoons ( page ‘

40) bit on a roll qf 2+ in Assanlts (instead r}f 3+ ﬁn' bfx"h‘g
veterans).

VB and MG teams support the assault from behind the
cha rge and therefore do not benefit from the Trench F}gbrﬂs
.mper:i.:?f rule,

TRENCH WARFARE

French troops are trained for trench warfare. Their

operational plan is to make a short deliberate advance under
cover of massed artillery fire, then fortify their position o

hold ir while the artillery comes up to repeat the process.
While the advance is slow; it is sure and will eventually result
in the defeat of the enemy.

When conducting Defensive Fire, Infantry and Gun teams
that are Dug In or in Entrenchments can shoot over any
Man-packed or Light Gun teams that ave also Dug In or
in Entrenchments.




COMBAT PLATOONS

HEADQUARTERS

COMPANIE DE FUSILIERS

(RIFLE COMPANY)
INFANTRY COMPANY

HEADQUARTERS
&k

You must field one piatoon from each box shaded black and may field one platoon from each box
shaded grey.

Your Company HQ must be either Metropolitan (marked ) or Colonial (marked ). All Platoons
with these symbols must be the same type as your Company HO.

DIVISIONAL SUPPORT PLATOONS

z :
INFANTRY 5 MACHINE-GUNS T e
3
ALY Hi il ni
g —y Char d'Assault Platoon S P
BUATRY Light Char dAssault ARTILLERY
'*{' 2 ARTILLERY o Hee-wy Tank Platoon Mh‘
 Fusiliers Platoon % ﬂ{ © Medium Tank Platoon |l
(=9
=
INFANTRY S ARMOUR
LU >
— 5
ot - Char d'Assault Platoon )
()
" Lxv)
(=

w; d'Assault 5

b

INFANTRY

i

o Heavy Tank Platoon

7

© WMedium Tank Piatoon

MACHINE-GUNS

—a¥

- il

© ALLIED PLATOONS ©

British Platoons in your force are Allies and follow the
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MOTIVATION AND SKILL B METROPG

A Merropolitan Companie e Fusiliers is vared as RELUCTANT | CONSCRIPT RELUCTANT | CONSCRIPT
Reluctant Veteran. CONFIDENT |  TRAINED CONFIDENT |  TRAINED
A Colonial Companie de Fusiliers is rated as Fearless FEARLESS VETERAN FEARLESS VETERAN A

Veteran.

IKIT HEADQUARTERS |

COMPANIE DE FUSILIERS HQ

HEADQUARTERS ) ) CAPITAINE

Replace Command Pistol teams with Command Rifle “‘r * ".‘r *

teams for: Company Command  2iC Command
=T 7 Pistol team Pistal team

Add Flame-thrower Section with: SERGENT

3 Flame-thrower teams 90 points | 135 points ,'1 1 1/. i ,t'* i

2 El. a e > - el q =

2 Flame-thrower teams 60 POMiE R0 potaits Flame-thrower team Flame-thrower team Flame-thrower team
FLAME-THROWER SECTION
Add Infantry Gun Section with: _ SERGENT

2 37mm mle 1916 90 points | 130 points mh m&

1 37mm mle 1916 45 points | 65 points 37mm mle 1916 gun 3?rﬁm mle 1916 gun

g INFANTRY GUN SECTION

OPTION

« Add up to one Sniper team for +60 points, COMPAGNIE DE FUSILIERS HQ

1 Flame-thrower team 30 points | 45 points

L Here r company has changed from its early war  Knowing that the war is nearly over some of our older Poilu
composition and is well adapted to handle the rigours of  may be cautious and a bit weary of the fight; hnwwer the
trench warfare. Artillery, trench mortars and guns, and even  spirit of our colonial troops is excellent and they are ready to
ranks have been incorporated into the unit in order to go  resume the offensive.
an the offensive and push the Boche out of our homeland.
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COMBAT PLATOON § =

= sl .

FUSILIERS PLATOON

PLATOON

2 Fusiliers Half=Platoons cach with: > ®)

2 Fusiliers Squads 320 Uints 500 oints

1 Fusilicrs Half-Platoon with:

2 Fusiliers Squads 160 points | 250 points

bl

Fusiliers Half-Platoons operate as separate platoons, each
with their ouwn command team. I

* "The sharp end of our fighting force is the rifleman, much
~ the same as it was in the days of Napoleon. Supported by
. Chauchac light machine guns and Vivien and Bessiéres
 rifles our Fusiliers can handle any challenge in the attack or

- on defence. When we close in on the enemy our preferred |
weapon is the bayonet and the Bocke can see how much we
have learned since 19141

LIEUTENANT

LIEUTENANT

LIEUTENANT

Command Rifle team
HQ SECTION

— CE——
st 44

VB team Rifle taam

W

MG team Rifle team

. FUSILIERS SQUAD S

FUSILIERS HALF-PLATOON
SOUS-LIEUTENANT
Command Rifle team

HQ SECTION

. CCRGENT S
waat 144

VB team Rifle team

AWM 1

MG team  Rifle team

ha FUSILIERS SQUAD

— R ——
wasl 1444

VB team Rifle team

W

MG team Rifle team

s FUSILIERS SQUAD S

FUSILIERS HALF-PLATOON

— R
waak 4t

VB team Rifle team

A it

MG team  Rifle team

ham FUSILIERS SQUAD Sy

FUSILIERS PLATOON

FUSILIERS MACHINE-GUN PLATOON
LIEUTENANT

PLATOON
HQ Section with:
4 Hotchkiss
mle 1914 HMG
3 Hotchkiss
mle 1914 HMG
2 Hotchkiss
mle 1914 HMG

225 points | 330 points

170 points

250 points

115 points | 170 points

In addition, a Fusiliers Machine-gun Platoon may fire
bombardments (see page 4).

In the front lines our company is supported by the new
Hochkiss mle 1914 heavy machine gun. It fires the same
' cartridge as our standard rifles and can sustain a rate of fire
of 450 rounds per minure. Well placed in defence these guns
will make the Germans think twice about attacking our
front line.

40

— R

LIEUTENENT

il

Command Rifle team
HQ SECTION

B | ARECHAL DES LOGIS N
ax¥

Hotchkiss mle
1914 HMG

— R —

MARECHAL DES LOGIS
a3

Hotchkiss mle
1914 HMG

MARECHAL DES LOGIS
—axY

Hotchkiss mle
1914 HMG

B ARECHAL DES LOGIs
—ax¥

Hotchkiss mle
1914 HMG

o W

FUSILIERS MACHINE-GUN PLATOON




= REGIMENTAL SUPPORT PLATOONS

o

TRENCH MORTAR PLATOON

4 76mm Stokes 280 points | 420 points

210 points | 315 points

3 76mm Stokes
. |

76mm Stokes 140 points | 210 points

1 76mm Stokes 70 points | 105 points

458mm Type 2 360 points | 460 points

LIEUTENANT

B, L/ EUTENANT el

Command Mortar

ham MORTAR SECTION
— G

[ SERGENT T

MARECHAL DES LOGIS

21

Command Mortar

B MORITAR SECTION g

358mm Type2 270 points | 345 points

23

Command Mortar Command Mortar

S ) {ORTAR SECTION RN *\{ORTAR SECTION Tl
| TRENCH MORTAR PLATOON

X

258mm Type 2 180 points | 230 points

1 S8mm Type 2 90 points | 115 points

[P . - ahdi
Morsar Sections operate as separate platoons, each gun is
heir own Command team.
4| A )
Thmm: Stokes and 58mm Dype 2 mortar teams are Trench

Cruns fffep(zge 4).

German machine gun nests and pillboxes are not the obstacle
they once were due to our excellent collectionof rrench morrars.
The British 76mm Stokes mortar can knock out strong points
up close in the attack. The heavier S8mm Type 2 mortars will
stay in our trench line or close behind it to knock out the most
difficult of enemy positions.

| DIVISIONAL SUPPORT PLATOONS |

75MM ARTILLERY BATTERY
2 7Smm mle 1897

545 points
275 points
OPTION

« Add horse-drawn limbers for +5 points for the
bartery:

PLATOON
HQ Section with:

4 75mm mle 1897

CAPITAINE
CAPITAINE

kil

Command Pistol team
HQ SECTION

— ETR—
P AV

75mm mle 1897

J L " -

0y AEFYY

75mm mle 1897

A Companie de Fusiliers that includes a 75mm Artillery
Battery will Ahways Defend.

e —

A Tomn  Artillery

Batiery is rated: RELUCTANT VETERAN

. 75mm mle 1897
Reluctant Veteran. R :

-l

Entering into this war our 75mm mle 1897 was the world's
best artillery piece; and four years of war has only improved
its reputation. This gun, known for its quick fire, can \
bombard German positions anywhere on the front and can
pin down the Boche until we close in.

h GUN SECTION ey
B 75MM ARTILLERY BATTERY




[ <]

ARTILLERY DETACHMENT

PLATOON

2 75mm mle 1897 260 points
1 75mm mle 1897 130 points

LIEUTENANT

LIEUTENANT

N A EFYY N A EFYY

OPTION Command 75mm mle 1897 Command 75mm mle 1897
» Add horse-drawn limbers for +5 points for the i 1 g __i]; i

platoon.

An Arillery Detachment
is  mted  Reluctant :RELUCTANT

Veteran.

Each Gun Section operates as separate platoons, each gin is
&
f{?ff}' arn C 0)?1?‘?1(1?&‘&’ leam.

Y ————

CHAR D’ASSAULT PLATOON
PLATOON LIEUTENANT
4 Schneider CA.1 800 points LIEUTENANT
3 Schneider CA.1 600 points
2 Schneider CA.1 400 points

1 Schneider CA.1 200 points Command Tank
HQ CHAR DASSAULT

4 Char Saint Chamond 1260 points
3 Char Saint Chamond 945 points SOUS OFFICIER SOUS OFFICIER
2 Char Saint Chamond 630 points
1 Char Saint Chamond 315 points

Command Tank Command Tank
= T- / : o 1 — ol 1 CHAR DASSAULT CHAR DASSAULT
2 =i g S e 2, ’ it e ey arate
wh lank ma C ma'v AJIJRI{ t Platoon aperates as separate SOUS OFFICIER
p&zmom each tanks is their own Command team.
Y T——

A Chard Assanelt Platoon F
ge. zared Confident LCONFIDENT TRAINED ]

Trained.

Command Tank

CHAR DASSAULT
CHAR DASSAULT PLATOON

feature the first French tank; the Schneider | . :
excellent 75mm gun, we have a collection of heavy tanks that

d its drawbacks, it supported us well in' the ; o

it the S Chationd. which feanies ous. 1221 dominate no-mans land and support our Poélec in the attack.

\ : .
1

5
)
-

LIGHT CHAR D’ASSAULT PLATOON
PLATOON LIEUTENANT
3 Renault FT-17 (37mm) LIEUTENANT

and 2 Renault FT-17 (MG) 565 points
2 Renault FT-17 (37mm) by
; and 2 Renaule FT-17 (MG) 440 points Command Renault FT-17 (37mm)

2 Renault FT-17 (37mm) HQ SECTION
and 1 Renault FT-17 (MG) 345 points SOUS OFFICIER
1 Renaule FT-17 (37mm)

and 1 Renault FT-17 (MG) 220 points

CAPORAL

Renault Renault Renault Renault
FT-17{37mm)  FT-17 (MG) FT-17(37mm)  FT-17 (MG)

CHAR DASSAULT SECTION CHAR DASSAULT SECTION
| LIGHT CHAR DASSAULT PLATOON

A Light Char dAsault —
Platoon  #s rated 4§ CONFIDENT | TRAINED

Confident Trained.




TANK TEAMS

. Armour
Y N Mobility Front Side Top Equipment and Notes
Weapon Range ROF  Auti-tank  Firepower

TANKS
Renault FT217 (MG) 6" /15cm Overloaded,; Turrer MG.

Repuly FT=17 (37mm) 6" /15cm Overloaded.
AT SA-18 gun 1674 0cm _ : Ohne-tran tusrer.

Schneider CALL 411 0cm Two side-mounted MG, Landship, Overloaded.
TSmint Blickbaus Schneider 16" 40cm : : Stele motinted.

Char Saint Chamond 4*10cm : i Hull MG. Twosidesmounted MG, Hull-rear MG,
Landship, Overloaded.
T3mm mie 1897 gun 24%60cm 2 : Hull mounted.

T =S
S AT . T

-

GUN TEAMS

capon Mobility Range ROF  Aati-tank Firepower  Notes
Horchkiss mle 1914 HMG Man-packed 24"[60cm 6 2 6 ROF 3 when pinned down or moving,
Firing bombardments 407"100cm - -

76mm Stokes mortag Light 247 [60cm 2 2 34 Can fire over friendly reams, Minimum'range
8"/20cm, Trench gun.

58mm Type 2 mortar Medium 327(80cm 2+ Can hire over friendly reams, Minimum range

8/20cm, Trench gun.
Simmemle 1916 gun Man-packed 167/40cm 4 4+

“Smm mle 1897 gun Heavy 24"f60cm 8 3+ Gun shield, Quick fire.
Firing bombardments 64"/160cm 6

INFANTRY TEAMS

Team Range Anti-tank Firepower Notes

Pistol team 47/ 10cm : 6 Full ROF when moving, Trench fighters.
Rifle team 16" /40cm ) 3 6 Trench fightets.

MG ream 16"/40cm 6 ROF 2 when pinned down.

VB team' 87/20cm 4+ Can fire over friendly reams,

Flame-chrower team 47/ 10cm - 6 Flame-thrower.

TRANSPORT TEAMS
Vehicle: Mobility Front Side ~ Top Equipment and Notes
Weapon Range ROF  Anti-tank  Firepower

Horse-drawn limber Horse-drawn = £ s

FORTIFICATIONS

eapon Range ROF  Anti-tank Firepower  Notes
HMG Pillbox 247 [60cm G 2 6 RO¥F 3 when pinned down.
HMG Nest 247 160em 6 2 6 ROF 3=w1__w:n pinned down,




, ‘We rtne Here

MEUSE-ARGONNE OFFENSIVE

I\hen the Untied Stated finally went to war in April of
1917 its Army was not prepared to meet the challenges that
awaited it on the battlefields of Europe. What America did
have, which the rest of their allies lacked, was a source of
manpower that seemed inexhaustible. Under the command
of General John ‘Black Jack’ Pershing, the American
E.\:pediriunar}’ Force (AEF) raised an army of over 4 million
men and was able to get half of that number sentto France
by the time the war ended. The lack of suirable material was
solved by borrowing heavy weapons and artillery from the

~ French and British, who also trained their new allies in the

 of modern trench warfare.

The Americans finally got into the fight in October of 1917

* seeing action all over the Western Front, and notably stopped

the final German offensive from reaching Paris in the battles
of Chéreau-Thierry and Belleau Wood in the summer of
1918. After the success of the Americans in these bartles,
Pershing lobbied hard for the AEF to be an independent
American command in the field as opposed to being broken
to the French and British armies as
manpower to bolster worn out units already in the front line.

up and given piecem

Having won his ﬁ.ghl for a separate force, Pe ing led the
AEF into the offenses of St Mihel, and the hard fought
3\-'16use—;¢\rgonm‘: campaign. The influx of the fresh AEF came
about as the manpower of the Allies was nearly drained and

gl‘eatly contributed ro the defear of Im perial Germany.

US TANKS AND PATTON

The most iconic individual thar is forever tied to the tank
in the US Army did nort begin his career as a tanker. George
Patton, who would rise to four-star General in the Second
World War and be known as the ‘Father of US Armor, went
overseas in 1917 as a member of General Pershings staff.
_aptain Patton soon grew bored in his position‘of overseeing
¢ training for the US troops arriving in France. It was
this time Patton first saw the rank and thoughr abour
it could bring to the battlefield.

Patton volunteered to set up the first ever tank school in the
US Army. Using Renault tanks borrowed from the French,
Patton sooniput his new trainees o work learning how to use
this new weapon. Patton’s work in training his new tankers
paid off and he was given command of the 1 Provisional
Tank Brigade, which he personally took into combar during
the St Mihiel offensive in September 1918.

MEUSE-ARGONNE OFFENSIVE

In what is known as the single largest battle in US Army
history, the Meuse-Argonne Offensive saw over 1.2 million
doughboys go into action as a part of the series of combined
Allied offenses intended o smash the German army in the
field and bring about the end of the war.

After successfully lobbying the other Allied leaders for an

MEUSE-ARGON

i
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for opportunities where the AEF could be used in the
offensive role.

The first test for the Americans was the batdle to reduce the
salient around St Mihiel France in September 1918. This
successful barde saw the first use of US tank units in combat
and the first large scale use of US airpower in support of the
AER

Pershing didn't let the AEF rest on the laurels of St Mihiel very
long, and soon went abour undertaking a massive shift of US
forces to the Meuse-Argonne sector of the line, Overseeing
this move of an entire American army was a little known staff
officer named George C. Marshall, who knew he had to move
hundreds of thousands of men, guns, tanks, and supplies
northwards in a short amount of time. Kicking off 11 days
after the end of the St Mihiel offensive, the Meuse-Argonne
offensive started 26 Oct 1918, when the AEF awacked the
German lines heading northwards towards their objective of

Sedan,

While many US units were able to achieve their assignments
during the opening of the battle, the deep forest benefited the
German units who were left to defend the sector, inflicting
massive losses and confusion among many American units
still new to combat. It was in this offensive that the ‘Lost
Batralion’ and Sergeant (actually a Corporal at the time) Alvin

York became known, as well as a simple battery commander
from Missouri, Captain Harry S. Truman.

Despite the losses, Pershing pushed the American units to
keep on attacking, knowing that they had to keep the pressure

on the Germans all along the front line. For 47 straight days,

US divisions rotated into the front lines in what could be best
described as frontal attacks reminiscent of 1914, and paid
heavily for their advances. The poor roads of the Argonne
forest, combined with the bad weather created massive traffic
jams that made supporting each attack nearly impossible,

Even with these limitations, Pershing kcpt.pushing the

AEF 1o renew its thrust undl it would reach the heights
uw:rloukin'g_ Sedan just before the end of the war. It was said
that German General Paul von Hindenburg remarked thar
the size and determination of the American attacks in the
Argann'e:deticled the war for the allies.

It was in this battle that the American Army went from
newcomers to crafty veterans. With each minor victory or
setback, American soldiers, from General Pershing to the
lowest doughboy, learned the hard lessons of war and what
it took to succeed in battle. The American Army that came
out of the Meuse-Argonne was bloodied, but was a battle

hardened force that had learned how to win on the modern

combined-force battlefield of the 20th Century.

AMERICAN SPECIAL RULES

An American Rifle Company does not use any of the US special rules found in the Flames Of War ruleboolk; and instead uses Quick

Fire (see page 37) and the following special rules.

OVER THERE

Commanders of the American forces in France were
determined that they should be treated as equals, and
not parcelled our and wvsed to fill gaps by their Allies. The
American soldiers proved to be capable and brave. They did
not let their commanders down, showing valiant conduct
under fire and a willingness to press home artacks.

Any American Platoon that is Pinned Down may re-roll
failed Motivation tests to rally from being Pinned Down or
remount vehicles after being Bailed Out.

The  famous Uncle
Sam recruitment
poster was made by
J. M. Flagg in 1917.
Over ﬁmr million
copies of the poster
were printed during
World War [ and
it was revived for
8 World War 11,

SERGEANT YORK

American platoons had good NCOs that they followed into
combat no matter what.

\ An American platoon may Charge into Combat and

Consolidate without having a Platoon Command team,
\ and if it does so, the Assaulting teams do not need to be or
remain dn Command.

LAFAYETTE, WE ARE HERE

“The arrival of the Americans was a great boost to the French

soldiers morale. The Americans’ good will. enthusiasm, and
quality of their equipment did much to lift the spirits of the
French Poilw.

French p:.’.-ftaam in an American ﬁ?r‘r:f to do not count as

Allied Platoons (See page 70 of the rulebook).

TRENCH FIGHTERS

Learning quickly from their Allies, by 1918 the Americans
had adopred the methods of attack developed by the British
and French in the hard fought years of 1916 and 1917.

Rifle and Pistol teams from American Rifle Platoons (page
48) hit on a roll of 2+ in Assaults if they are Veterans
(instead of 3+) or 3+ if they ave Trained (instead of 4+). |

VB and MG teams support the assault from bebind the Ei
charge and therefore do not benefit from the Trench Fighters

special rule. |

4
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INFANTRY COMPANY

HEADQUARTERS

1

You must field one platoon from each box shaded black and may field one platoon from each box
shaded grey.

Your Company HQ must be either 1*! Infantry Division (marked ) or 42 Infantry Division (marked
). All Platoons with these symbols must be the same division as your Company HQ.

HEADQUARTERS

DIVISIONAL SUPPORT PLATOONS

v WA
z z =
8 INFANTRY 5 MACHINE-GUNS R o
= E
S W g5 - 111
= v
‘,‘E Rifle Platoon 5 Machine-gun Platoon %
g = 5 ? Light Tank Platoon Rifle Platoon
(] [5¥)
INFANTRY = (" FLAME-THROWERS Char d'Assault Platoon Fusiliers Platoon

'*!’ "1” ?‘ﬁmm:“::"m > ARTILLERY
eavy lan !| ! r

Artillery Battery

Riffe Platoon Rl Frenpl:.Flame-thmwer *{9

© Wedium Platoon

INFANTRY

ARMOUR

wy
=
“ *, ' ) ARTILLERY Artillery Detachment 4
A 3 A o
0 Rifle Piatoon 4 = A
E .
:- 2 Trench Mottar Platoon A& Light Tank Platoon
-9
b bR 2 Ghar d'Assault Platoon
=< har d,
“1" g Light Char d'Assault
=
i S © Heavy Tank Platoon
of

© WMedium Platoon
MACHINE-GUN

AN

Machine-gun Platoon

© ALLIED PLATOONS ©

®  British Platoons in your force are Allies and follow the
Allies rules on page 70 of the rulebook.

—3 : e ___!'
o
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MOTIVATION AND SKILL
A 1" Infantyy Division Rifle
Confident Veteran.

Company is rated as

A 42 [nfanery Division Rifle Company s is rated o
Confident Trained.

£aN 42" INFANTRY

CONSCRIPT

CONFIDENT

W 157 INFANTRY

REUCTANT
CONFIDENT

P

RIFLE COMPANY HQ

HEADQUARTERS ~

Replace Command Pistol reams with Command Rifle

teams for:

Add Infantry Gun Section with:

2 37mm mle 1916 110 points | 90 points
137mm mle 1916 55 points | 45 points
OPTION

« Add up to one Sniper team for +60 points.

Having been trained by our allies in trench warfare we are
ready to rake our place in the line alongside the Ppiln and
Tommy to push the Germans out of France. Our French

CAPTAIN

—

S LU § |

Company Command 2iC Command
Pistol team Pistol team

37mm mle 1916 gun  37mm mle 1916 gun

RIFLE COMPANY HQ

allies have given us the excellent 37mm mle 1916 trench
gun;, equally effective against tanks and pillboxes.

15T AND 42N° INFANTRY DIVISIONS

No rwo units can better illustrate the diversity of the AEF
than the 1 and 42" Infantry divisions. When the US
declared war on Germany in 1917 the army was not prepared
to adequately mobilize an army of whar would become over
four million men in size. The regular US Army was small
and not even organized into divisions until 1917, The US
did have a large National Guard, which consisted of part
rime soldiers, most of whom never served in the regular
military. Adding to these formations was the thousands of
volunteers who enlisted right after the declaration of war and
the draftees, after conscription was started in June of 1917.

When the US finally formed divisions, they were huge by
European standards. The Square formation of these units had
two brigades each with two regiments. Each division having
abour 28,000 men, these formations were twice the size of
the paper strength of any British, French, or even German
division on the Western Front.

THE BIG RED ONE

The 1" US Infantry Division, formed in 1917, was the firse
unit sent over to France during the Great War. The Big Red
One was cobbled together from four regular army regiments
based throughout the United States. The men who made up
the Big Red One were veterans of many years of active service
with some seeing combat in Mexico and the Philippines in
the years prior to the Grear War. The division was one of
the first to train with the British and French and was part of

the first US victory in the war, the batde of Cantigny. The
division acquitted itself well in combat, seeing action in every
major battle the US fought in and even today it adds to its
legacy being the oldest serving division in the US Army.

THE RAINBOW DIVISION

Formed in 1917, the 42 Infantry Division was formed by
taking the best National Guard units from 26 different states.
The fact it combined troops from all over the country caused
its Chief of Staff. Colonel Douglas MacArthur to comment
that the unit ‘would strerch over the entire country like a
rainbow”. With other National Guard divisions being from
a specific region, the Rainbow Division had a unique flavour
and even combined men from both the north and south,
units that were at war with one another a half cenrury before
in the US Civil War. During the war the Rainbow Division
was placed under both French and US command and was
committed to combart for 264 days. After playing a major
role in the St Mihiel and Mecuse-Argonne campaigns: the
unit returned to the US and was deactivated. The 42nd was
once again called to serve in the Second World War, and even
today serves as a National Guard Division, combining troops
from 14 states in the northeastern United Seates.

NE;

The Big Red One and the Rainbow Division well represent
the Doughboys who made up the American Expeditionary
Foree in the Grear War.




RIFLE PLATOON
PLATOON 1ST LIEUTENANT

2 Rifle Half-Platoons cach with;: N

2 Rifle Squads 420 points | 320 points LIEUTENANT

1 Rifle Half-Platoon with: _ﬂ f

: : . Command Rifle team
2 Rifle Squads 210 points T

Rifle Half-Platoons operate as separate platoons, each with _m_\ —W
their own command team. X IE I \ij 1&1* > l: i '\ i 1 1‘.&"/

2 ; = - eam i v Rifl
Our platoons number twice the size of both our battle worn L Al i i

= b allies and enemy. Split into half platoons, our light machine ﬁ?{ j‘ﬁ*‘ %1'/ —iﬂif

- gun squads with either Lewis or Chauchat machine guns can MG team  Rifle team MGteam  Rifle team
@ keep the enemies heads down while our rifle squads close in. | LE SQUAD N RN ¢ | | () ) W

If we encounter any enemy mach‘ine gun nests our Vivien RIFLE HALF-PLATOON
and Bessiéres rifle grenades can quickly take them ou.

2ND LIEUTENANT

akf

Command Rifle team
HQ SECTION

— R — e
At A | fawad A

VB team Rifle team VB team Rifle team

M M| | A AN

MG team Rifle team MG team  Rifle team

IR R FLE HALF-PLATOON [
L RIFLE PLATOON i

WEAPONS PLATOONS

FRENCH FLAME-THROWER SECTION
PLATOON N SERGENT
3 Flame-thrower teams 120 points | 90 points [l | e SERGENT

2 Flame-thrower teams 80 points | 60 points 1,"/ ,q 1'/ 'if

1 Flame-thrower team 40 poinss 30 points Flame-thrower team Flame-thrower team Flame-thrower team
FLAME-THROWER SECTION
A French Flame-thrower Section must make Combat LFRENCH FLAME-THROWER SECTIONI|
Avtachments to US Rifle Half-Platoons with all of their n R—

teams. Flame-thrower teams my be distributed among any

US Rifle Half-Platoons or attached to a single platoon, terrorize our enemies. Qur French allies are here to support
us with one such weapon, the Flame-thrower. These deadly

Modern warfare is deadly and requires weapons that can

weapons will make any German lurking in cover think twice
about fighting.




MACHINE-GUN PLATOON

PLATOON
HQ Section with:

4 Hotchkiss
mle 1914 HMG
3 Hotchkiss
mle 1914 HMG
2 Hotchkiss
mle 1914 HMG

290 points | 225 points

220 points | 170 points

150 points | 115 points

In addition, a Machine-gun Platoon may fire bombardments
(see page 4).

With the machine-gun ruling no man’s land we are lucky to
have the French Hotchkiss mle 1914 heavy machine gun to
call on for support. Either beating back a German attack or
providing a machine gun bombardment for our advancing
troops we have one of the best machine guns available.

LIEUTENANT
LIEUTENENT

Command Rifle team
HQ SECTION

CORPORAL

)

Hotchkiss mle
1914 HMG

MACHINE-GUN
SECTION

CORPORAL

s

Hotchkiss mle
1914 HMG

MACHINE-GUN
SECTION

CORPORAL

Hotchkiss mle
1914 HMG

CORPORAL

Hotchkiss mle
1914 HMG

MACHINE-GUN MACHINE-GUN
SECTION SECTION

MACHINE-GUN PLATOON

REGIMENTAL SUPPORT PLATOONS

TRENCH MORTAR PLATOON

PLATOON

HQ Section with:
4 3” Stokes
3 37 Stokes
2 3” Stokes

1 3” Stokes

360 points | 280 points

270 points | 210 points

180 points | 140 points

90 points | 70 points

458mm Type 2 420 points | 320 points

3 58mm Type 2 315 points | 240 points

258mm Type 2 210 points | 160 points

1 58mm Type 2 105 points | 80 points

_IU( orar S{’(T f{]?.i‘!-' flpf‘!ﬂﬁ" a5 IEP(T.P‘(IIEZ‘ P}.’x’?ﬁ){if}i& 5‘:"’!’{‘}) gﬂﬁ fLi'
their own Command team.

3" Stokes and 58mm Type 2 mortar teams are Trench Guns
(see page 4).

LIEUTENANT
SERGEANT

At

Command Mortar
MORTAR SECTION

LIEUTENANT

ot

Command Mortar
MORTAR SECTION

Command Mortar Command Mortar
MORTAR SECTION MORTAR SECTION

TRENCH MORTAR PLATOON

Both our allics have provided us with trench mortars to deal
with enemy pillboxes, nests, or strongpoints. The British
3” Stokes mortar can advance with our troops, while the heavier
French 58mm Type 2 mortar can sty in the rear, knocking out
any points of resistance we may face.

NE




ARTILLERY BATTERY

PLATOON
HQ Section with:

2\
4 75mm mle 1897 710 points | 545 points
2 75mm mle 1897 360 points | 275 points
OPTION

« Add horse-drawn limbers for +5 points for the

platoon.

A R{ﬂe Company that includes an A:‘tiﬂerj,' Battery will
Afwzzy.r Df_’ﬁ’:m’.

Despite its age, our 795mm mle 1897 guns are one of the
.\ best support weapons around. Known affectionately as the
soixante-guinze, this ground breaking design of the 19th
Century can provide rapid fire support for our doughboys
and rake on any German armour we may run up against. The
high rare of fire of the soixante-quinze sets it apart from the
guns used by the British and the Huns across no-man'’s land.

CAPTAIN
CAPTAIN

S 1

Command Pistol team
HQ SECTION

TR
A0dara || A@daaa

75mm mle 1897 75mm mle 1897

Ak Ak b Ak Abk A
i J):-k;;‘ = i ::II\\':.‘ i‘ﬂnl' A

L T

.

e

75mm mle 1897 75mm mle 1897

Ny Yoy e

— — ARTILLERY BATTERY '

ARTILLERY DETACHMENT

PLATOON ~

2 75mm mle 1897 340 points | 260 points
1 7Smm mle 1897 170 points | 130 points

OPTION

Add horse-drawn limbers for +5 points for the
battery.

Fach Gun Section operaies as separate platoon, each guns is
their own Command team.

LIEUTENANT

WA ——

N ~EYYY

Command 75mm mle 1897

Ak Aabh  ab b
My Wy = W

WSERGEAN T S

N <EYYY

Command 75mm mle 1897

A M Ak}
W ow: Ny,

R GUN SECTION el GUN SECTION
' ARTILLERY DETACHMENT

LIGHT TANK PLATOON

PLATOON
HQ Scction with:
3 Renault FT-17 (37mm)
and 2 Renault FT-17 (MG)
2 Renault FT-17 (37mm)
and 2 Renault FT-17 (MG)
2 Renault FT-17 (37mm)
and 1 Renault FT-17 (MG)
1 Renault FT-17 (37mm)
and 1 Renault FT-17 (MG)

565 points
440 points

345 points

220 points

While they sound like a tractor from back home, these US
tanks, the first we have ever had can spearhead an atrack
and take on the tough German defences. Borrowed from the
French, the Renault FI-17 represents the latest innovation
" in tank technology. Its two man erew can operate a machine
gun or a 37mm cannon as it charges through the barbed wire
of no-man’s land.

LIEUTENANT
LIEUTENANT

-

Command Renault FT-17 (37mm)
HQ SECTION

SERGEANT

Renault Renault
FT-17 {37mm) FT-17 (MG) FT-17 (37mm) FT-17 (MG)

TANK SECTION TANK SECTION
' LIGHT TANK PLATOON |

Renault Renault




TANK TEAMS

-
¥

Armour
Mobility Front Side Top Equipment and Notes
Range ROF  Anti-tank  Firepower
Renaule FT-17 (MG) 6"/15¢m 1 I Overloaded, Turrer MG. E
Renaule F1-17 (37mm) 6"/15cm 1 1 Overloaded. -
37mm SA-18 gun 16" 40em i 4+ One-man turret, Yy
GUN TEAMS S
=
Weapon Mobility Range ROF  Anti-tank Firepower  Notes
Hotchkiss mle 1914 HMG Man-packed 24"(60cm 6 2 G ROF 3 when pinned down or moving,
Firing bombardments 407/100ecm = : g
3" Stokes mortar Light 247/60em 2 2 3+ Can fire over friendly teams, Minimum range
§"/20cm, Trench gun,
58mm Type 2 mortar Medium 32"/80cm 2 2 2+ Can fire over friendly teams, Minimum range
8”(20cm, Trench gun.
37mm mle 1916 gun Man-packed 167/40ecm 3 4 £
75mm mle 1897 gun Heavy 24"60cm 2 8 3+ Gun shield, Quick fire.
Firing bombardments 647/ 160cm - 3 6

INFANTRY TEAMS

Team Range ROF  Anti-tank Firepower Notes

Pistol team 47[10cm 2 1 ] Full ROF when moving, Trench highters.
Rifle team 167/40cm i 2 6 Trench fighters,

MG team 16"/40cm 3 2 6 ROF 2 when pinned downs.

VB team 8720cm o) 1 A+ Can fire over friendly reams.
Flame-thrower team 47(10cm 2 6 Fl;im!.‘-llll‘(‘l\-\'{,‘r.-

TRANSPORT TEAMS

Armour
Vehicle Mobility Front Side Top Equipment and Notes
Weapon Range ROF  Auti-tank  Firepower
TRACTORS
Horse-drawn limber Horse-drawn - -

FORTIFICATIONS

z
m

BUNKERS AND PILLBOXES

Weapon Range ROF  Anti-tank Firepower  Notes
HMG Pillbox 24" 60em 6 2 6 ROF 3 when pinned down. .
HMG Nest 24" 60cm G 2 6 ROF 3 when pinm’d down.




GREAT WAR MISSIONS
I T T

PRELIMINARY BOMBARDMENT

Before a major attack the defender is subjected to a
bombatdment from every gun and howitzer available.

All defending platoons on the table start the game Pinned
Down.

CRATERED GROUND
Bombardments often leave the battlefront a moonscape of
cratered ground.

Stationary Infantry and Man-packed Gun teams count as
in Buller-proof Cover while in Cratered terrain.

OVERWHELMING FORCE

An assault company can rely on the rest of their battalion
following up to push furcher inro the trenches.

When an Attacking platoon that is entirely made up
of Infantry or Man-packed Gun teams is Destroyed, the
Attacker may return it to play at the start of their next turn,
representing a fresh platoon arriving to take over,

In the Starting Step after an Attacking platoon is Destroyed,
bur before Company Morale Checks. the platoon may
be returned to play. The returning platoon is deployed
anywhere in the Attackers Deployment Area.

The new platoon starts at the original strength of the
Destroyed platoon. Only teams that are actually part of
the platoon return in the new pfm‘amr. All Attachments,
Warriars, and Independent Teams Destroyed with the
platoon are permanently lost and do not return.

You do not need to wait for an Attacking plateon to be
Destroyed. In your Starting Step, immediately before 1aking
Company Morale Checks, you may elect 10 Destroy any or
atl Areacking platoons that are below balf-strength. You
may immediately bring the Destroyed platoons back again.

Treat the returning platoon as a totally new platoon. The
old platoon still counts as being Destroyed for Company
Morale Checks. If a platoon is Destroyed multiple times, it
counts as multiple platoons being Destroyed.

New platoons de not add to the forces overall p:ﬂfzmom for
deiermining Viceory Points.

TRENCH RESERVES

Trenches link the front line with the reserve area, allowing:
for reinforcements to get forward quickly and safely.

When a platoon arrives from Reserves, the owning player
rolis a die to determine from which communication trench
it will arrive; The mission map shows which trench the
plateon will use for each roll. On a roll of 5 or 6, it will
arrive anywhere along the owning player’s table edee.

A platoon arriving from Reserves at a trénch, arrives
anywhere along the table edge within 6"/15cm of either
side of the trench.

Sometimes there is not enough room in the trenches to bring
on a whole platoon from reserve. In this case the remainder
of the platoon will queue up in the communications trench,
ready to come forward.

A platoon may leave teams off the table when it arrives
[from Reserves. These may enter the table from Reserves
(automartically) in the same location as the rest of the
platoon in subsequent turns.

FLANK ASSAULT

During a breakthrough, successful assaulting batalions
would help adjacent ones clear their objectives to help widen
the gap that had been created. These flank attacks helped the
main assault push through difficult cnemy positions.

In the ?%raugf: Mud and Blood mission, the attacker miust
divide their ﬁnw into two assaults: the Main Assawlt and the

Flank Ascult.

The Main Assault must include at least half of all of the
attackers p[(ztaom. which must include ar least bmj“af all af
the attackers fﬂﬁmﬁ_‘y p!f:romu (those pfzzmom containing
only Infantry teams).

The Flank Assault must include at least one platoon, but no
more than half of the total number of attacking platoons.
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STRATEGIC RESERVES

TANKS

Tanks are rare and precious things and were not placed
where the enemy’s initial bombardments can hit them.
When a force is placed on the defensive, most of its tanks
are withdrawn and held well back; ready to counterattack
the enemy.

The defender must hold all Armoured vebicles in Reserves

(see page 268 of the rulebook).

HEAVY MACHINE-GUNS

Heavy machine-guns are integrated into the front as well-
concedled neses or hardened pillboxes. A reserve of heavy
machine-guns could be brought up if needed.

The defending player may replace all of the HMG teams in
any or all of their platoons with HMG bunkers. To do this
the defender replaces:

* one HMG team for an HMG Nest, or
o three HMG teams ﬁ;r an HMG Pillbox

Daing this removes all other teams in the platoon from the
garme.

These Bunkers are Avea Defences (see page 262 of the
rulebook) and must be placed in the defenders Deployment

Area at the start of the game before deployment.

Any HMG teams not veplaced with HMG Nests or Pillboxes
must be held in Reserves.

GUNS AND ARTILLERY BATTERIES

Guns are deployed forward in well-protected positions to
deal with the incoming enemy assault.

The defending player may place any or all Light, Medium,

Heavy, or Immobile Gun teams in Gun Pifs.

All Command Gun teams and any artillery batteries
De'pfo_ym' in Gun Pits or Trenches begin the game on the
table.

All other plataons or batteries with Light, Medium, Heavy,
or fmmobile Gun teams must be held in Reserves.

ALL REMAINING PLATOONS

The remainder of the defender’s force isidivided berween
the front line and the second line reserve. When the arrack
strikes the front, the reserves are commirted to reinforce the

defenders.

Afier all Tanks, Heavy Machine-guns, and Guns have been
allocated to either be Deployed on the table or to be held
in Reserves, at least half of all remaining platoons must be
held in Reserves.




DECIDING WHO ATTACKS GREAT WAR TABLE SIZE

New tactics and technology lead the way during Great War  Company-sized assaults were conducted on a narrow front
offensives. Meanwhile, the presence of an artillery battery this

close ro the front line means that your orders are to protect it

ar all costs.

;
table.

) Field Batt

iy iy (oo 431, 92 0 e PLACING TRENCHES

Batte
! Some missions use Trench Lines. The mission map will show

you how to sec up the trenches. When placing Trench Lines,

you and your opponent may have to move or take away
es that incl

s Attack.

terrain to make room for them.

al Deciding W
of the rulebook.




THE BIG PUSH

(DEFENSIVE BATTLE)

ATTACKER DEF

NO MAN'S LAND

TRENCHES

T T
OBJECTIVE Q8JECTIVE

DEFENDER DEPLOY'S HERE

DEFENDER'S PESERVES
ARE SCATTERED

ON A RESULT OF 5 OF 6, THE DEFENDER'S
RESERVES ARPVE M’!’?‘ngE ALONE THEIR TABLE
PEE,

[ a—

Ih......-———*‘u‘-_ -

PREPARING FOR BATTLE

I

The defending player chooses which table edge they will
defend. Their Deployment Area is the part of this halfof
the table more than 8"/20cm from the centre line. The
attacking player will attack from the other table half.

The defender now places the Trench Lines as shown and
places up to six Barbed Wire Entanglements ro span the
table anywhere within No Man's Land.

The Objectives are the intersections berween the front-
line rrench and the communications trenches running
to the rear.

The defending player uses the Strategic Reserves rule to
determine the platoons held in Reserves at the start of
the game. These will arrive using the Trench Reserves
special rule.

The defender Deploys their remaining platoons.

The arracking player’s Deployment Area is their half of
the table, excluding the area within 27/5em of the centre
line. The attacker now Deploys all of their platoons.

Both players now Deploy any Warrior reams that are not
part of a platoon and all Independent teams, starring

with the defending player.

The Great War on the Western Front was dominated by
set-piece attacks against well-prepared trench positions.

YOUR ORDERS
You have been training for weeks in preparation for the big
push. Fighting mock battles over an exacr copy of the terrain
you will fight over today. A massive barrage will lead your
attack and you must punch through and blast open the ¥
enemy’s defences,

It has been quiet on the front for a few weeks, apart from
the odd raid, and you suspect the enemy is up to something,
You wait ready to repel any attack on your positions and to
counterattack so thar they don’t gain any ground.

MISSION SPECIAL RULES

The Big Push uses the Cratered Ground (page 58),
Overwhelming Force (page 58), Preliminary Bombardment
(page 58), Reserves (page 268 of the rulebook), Strategic
Reserves (page 59), and Trench Reserves (page 58) special

rules.

BEGINNING THE BATTLE

1. All defending platoons are Pinned Down from the
Preliminary Bombardment (see page 58).

2. The entire table is Cratered Ground (see page 58).

3. The attacking player has the first turn.

ENDING THE BATTLE

The battle ends when cither:

*»  the attacker stares any of their turns from turn six having
Taken any of the Objectives; or

the defender starts any of their turns from turn six with
no attacking teams in the defender’s trenches.

DECIDING WHO WON

The artacker wins if the game ended because they have Taken 5
an Objective. They have broken the defence and forced the
enemy to fall back to the second line.

Ortherwise the defender wins, The attack has been beaten off.
Now they must prepare their counter-stroke.

Calculate your Victory Points using the Victory Points Table
on page 275 of the rulebook.
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THROUGH THE MUD AND BLOOD

(MOBILE BATTLE)

B 20EM

PREPARING FOR BATTLE

Mark the centre of the table so thar the table quarters are
obvious to both players.

‘The defending player chooses a table quarter as their
Deployment Area for any Ardllery Batteries in their
force. Then the attacking player chooses an adjacent table
quarter where their flank assault will be Deployed.

In the remaining rable half, place Trench Lines as shown
above. The defender now deploys all HMG nests or
pillboxes in their force in the Frondine Trench Deployment
Area, within 6°/15cm of the front of the tench line.

Starting with the defender, both players now place one

Objective each: in' the defenders table quarter so that it
is more than'87/20cm of the table edges and more than
8"/20cm from the table centre line running parallel with
the attacker’s flank assault table edge.

‘The defender determines which platoons are Deployed on

the rable using the Strategic Reserves special rule: Platoons.

arriving from Reserves will do so within 24”/60cm of the
corner of the defender’s wble quarter.

All of the defender’s Artillery Batteries may be Deployed
in the Defender’s table quarter. All remaining platoons are
Deployed in the Frontline Trench Deployment Area.

The area within 67/15cm of the neatest table edge that
runs parallel to the trenches is the Arracker’s Main Assault
Deployment Area. The area within 67/15¢m of the rable
edge opposite the defender’s table quarter is the Attacker’s
Flank Assault Deployment Area.

ol .y

The forward trenches are taken, and the attacker pushes
on. The fate of the operation hangs in the balance!

YOUR ORDERS
~ ATTACKER
Your forces have cleared the enemy’s forward positions, and
you are now poised to press into the second trench lines
using the enemy’s communication trenches for cover. To
your left, your comrades have accomplished their assaule

and are turning in to meet yours. Join forces to secure the
objective and push on to the green ficlds beyond.

The enemy has broken through our forward trench line.
The survivors and second-line troops are ready to slow them
down long enough for your reserves to march forward and
block the incoming artack.

MISSION SPECIAL RULES

Through the Mud and Blood uses the Flank Assault
(page 58), Reserves (page 268 of the rulebook), and
Strategic Reserves (page 59) special rules.

" s —

The artacker now Deploys their force using the Flank
Assault special rule (page 58).

Both players now Deploy any Warrior teams that are not
part of a platoon and all Independent teams, starting with
the defending player.

BEGINNING THE BATTLE
1. The defending player has the first turn.

ENDING THE BATTLE

The battle ends when either:

s the attacker has Taken any of the Objectives at the start of
their turn, or

the defender stares any of th_eir turns from turn six with no
atracking teams within 12”/30cm of an Objective.

DECIDING WHO WON

The attacker wins if the game ended because they have Taken
an Objective. They have broken the front line and opened a
way to the green fields beyond. Otherwise the defender wins.
The attack has been repelled, allowing the defenders to plan a

counterattack to gain back any lost ground.

Calculate your Victory Points using the Victory Poings Table
on page 275 of the rulebook.




THE GREEN FIELDS BEYOND

(FAIR FIGHT)

DEFENDER PLACES TWO OBJECTVES
HERE

1"/ 30cM

NO MAN'S LAND

ATTACKER PLACES TWO OBJECTIVES
HERE 8°/20CM

—
Vo

PREPARING FOR BATTLE

1. Both players roll a die. The player with the higher score
chooses a table edge to attack from, The other player
defends from the opposite table edge.

Starting with the attacking player, both players place
two Objectives on the opponent’s side of the table. The
Objectives must be at least 12”/30cm from the centre
line of the table and may not be placed within 8”/20cm
of the side rable edges.

Each player's Deployment Area is their own half of the
table, excluding the area within 87/20¢m of the table
centre line, Both players, starting with the attacking
player, alternate Deploying their platoons.

Both players, starting with the attacking player, now
Deploy any Warrior teams that are not part of a platoon
and all Independent teams:

BEGINNING THE BATTLE

1. Both players now roll a die. The player who finished
Deploying their platoons first adds +1 to their roll. The
player with the higher result has the first turn. In the
event of a tie roll again.

The objective of the ‘Big Push’ is to get through the
enemy’s trenches and into the open fields beyond.

YOUR ORDERS

Your forces have broken through the enemy trenches, The
enemy must be ruthlessly crushed before they can reoccupy
their lost trenches! Seize your objectives before the enemy
seizes one of their own.

"The enemy has broken through. Your company must launch
an immediate counterattack to regain our lost trenches.
Caprure one of your Objectives before the enemy can take 3§
ane of theirs.

MISSION SPECIAL RULES

‘Ihe Green Fields Beyond uses the Meeting Engagement
special rule (see page 264 of the rulebook).

.

- -
ENDING THE BATTLE
‘The bartle ends when:

« a plaver starts their turm having Taken either of
play g
the Objectives that they have placed in the enemy
Deployment Area.

DECIDING WHO WON

“The player that ok their Objective has secured a key piece
of terrain on the field, forcing the enemy onto the defensive
and winning the day.

Caleulare your Victory Points using the Victory Points Table 3
on page 275 of the rulebook.

If neither side won use the There Are No Draws rule (see page &
275 of the rulebook) to determine their Victory Points.
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POCKET DEFENCE

(DEFENSIVE BATTLE)

e o
)
\\. A
ATTACKER
DEPLOYS HERE

W20T/u 8
-

WISES hl

NO MaN'S LaND

DEFENDER
DEPLOYS HEPE - —
8°%/20cM

EACH PLAYER

_PLACES ONE

OBJECTIVE HERE

B8'20CM
B e DEFENCER

DEPLOYS HEPE

NO MAN'S LAND.

WOSEAhl

ATTACKER
DEPLOYS HERE
-

WIOT/ 8

— \: )
\.I o

MISSION SPECIAL RULES

Pocket Defence uses the Waylaid Reserves (see below),
Scattered Reserves (page 269 of the rulebook), Preliminary
Bombardment (page 58), Prepared Positions (page 264 of
the rulebook) special rules.

PREPARING FOR BATTLE

1. TheArrack chooses a table edge to attack from. That and
the opposite table edge define the Artackers deployment
areas.

Starting with the defender, both players place an
objective in the defenders deployment area so thac it’s
more than 87/20cm from any side table edge, and more
than 187/45cm from the Attacker’s table edges.

The defender must place all their tanks in Waylaid
Scattered Reserves. ‘The Defender places his remaining
platoons on the able more than 14"/35¢cm from the
Attacker’s rable edges.

‘The attacking player now Deploys their entire force.
‘They may Deploy their platoons in cither part of their
Deployment Area up to 87/20 from either Attacker’s
table edge, but must Deploy at least one platoon in each
half of their Deployment Area.

Starting with the defender, both players now Deploy
any Warrior teams that are not part of a platoon and all
Independent reams.

BEGINNING THE BATTLE

1. All defending platoons are Pinned Down from the
Preliminary Bombardment.

2. ‘The attacking player has first turn.

One army is cut off and surrounded behind enemy lines;
but help is on its way. Can the defenders hunker down
and hold off the attacker long enough for reinforcements
to arrive or will the attackers crush this wayward enemy?

YOUR ORDERS
Somehow the enemy has passed through our front lines, we

believe they are cut off. Your mission is to attack them now
before they can receive any further reinforcements.

Being cut off from the main force you find yourself
completely lost and surrounded. ‘The bad news is the enemy
knows you're here, the good news is help is on its way! You
must hold your ground unil the rest of our forces punch
their way through to your posirion.

=
e

ENDING THE BATTLE

The batde ends when either:

* the Areacker starts any of their turns from rurn six having
Taken any Objectives, ot

* the defender starts any of their turns from wuen six with no
attacking teams within 127/30c¢m of any Objective,

DECIDING WHO WON

The attackerwins if the game ended because they started one
of their turns holding an objective. The attacker has smashed
the isolated enemy and seized their objectives.

Otherwise the defender wins. The isolated force has held out
long enough for other units o link-up with them.

Calculate your Victory Points using the Victory Points Table
on page 275 of the rulebook.

WAYLAID RESERVES

Your men have delved deep behind the enemy lines and are
cut off. Disorientated, you know help is coming, but this far
behind the enemy lines you are uncertain where they will
show up.

Unlike normal Reserves you do not roll dice for Waylaid
Reserves. Instead, at the beginning of turn three all models
in Waylaid Reserves are placed on the table as if they had
all arrived from Reserves,

Waylaid reserves are scattered. Only roll one dice for all
the platoons arriving from Reserves to determine where they
arrive.

Due to the smaller size of tables in' Great War, Scattered
Reserves arriving on a corner must enter the table within

127(30cm of the corner (instead of 16"/40cm).

L " i Ll 7




OVER THE TOP!

USING NORMAL FLAMES OF WAR MISSIONS IN THE GREAT WAR

The previous Great War missions (pages 61 to 63) cover three
distinct, almost cinematic, missions, The story starts with the
‘Big Push’, the artacker closing in behind a rolling barrage
and hitting the defender’s forward wench line in force.

The next mission, Through Mud and Blood, carries on where
the previous mission ends, with the attacker pushing into
the second line of wenches. A supporting fank ateack arrives
to help push through while the Defender’s reserves arrive to
help stabilize che situation.

The last battle takes players into the ‘Green fields beyond’,
where the attacker has pushed well beyond the trenches and
the cratered ground. Indeed, many of the batdes in 1918
were fought over such a landscape.

With these three missions, and the new Pocker Defence
mission, players have a sample of the types of missions
that the troaps in the Great War would have béen asked to
accomplish. From there, we've modified the standard Flanies
Of War missions so thar they fit on the smaller play area of
Grear War games and incorporate WWi-specific rules such
as Strategic Reserves.

ADDING TRENCHES

Trenches are an iconic thing for Great War games. With che
exception of the No Man’s Land mission, the following do
not include trenches, but you can add them ro your rable if
you like. Keep in'mind that doing so will have an impact on
the game, so make sure that you run it by your opponent
before getting started,

For some missions, how and where to piacc the trenches is pretty
straight forward. For example, placing them in the defender’s
half of the table in a mission like No Retreat or Hold the Line,

makes sense.

Other missions, like Breakthrough, can be difficult. In these
sorts of missions, it might be best to cither leave them off
entirely or place them before choosing deployment areas,
allowing the trenches to potentially run across both pi;lyerfs-
starting -areas (representing a trench-clearing  mission,
perhaps.).

When placing trenches, you may have to move or take away
terrain to make room for them.

REAT WAR TABLE SIZE

Company-sized assaults were conducted on a narrow front to concentrate firepower against the defender’s position. As such.
Great War Missions are played on a 4'x4” (120cm x 120cm) table.




NO MAN’S LAND

(TRENCH WARFARE)
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PREPARING FOR BATTLE

1. Both players roll a die with the higher scoring player
choosing a long table edge ro atrack from. The defender
has the opposite table edge. The players’ Deployment
Areas are their halves of the rable excluding the area
within 87/20cm of the centre line.

Both players now place Trench Lines as shown above on
the mission map.

Again starting with the defender, both players place
three Barbed Wire Entanglements in the opponents
table half using the Over The Wire mission special
rule. However, place these at least 6/15¢m (rather than
8”/20cm) back from the table centre line.

Starting with the defender, both players use the Scraregic
Reserves rule to determine the platoons ro be held off
the table in Delayed Reserves. These will arrive anywhere
along the table edge in their own Deployment Area.

Again starting with the defender, both players alternate
deploying their remaining platoons in their Trenches or
Gun Pits.

Starting with the attacker, both players nominate one
platoon to be their Patrol using the No Man’s Land
Patrol special rule, and remove it from the table.

Divide the table into left and right halyes across both
Deployment Areas at right angles to the centre line.

Both players roll another die. The player with the
higher score chooses the left or right half ro place their
Objective and Patrol. They place an Objective on the
opposing side of the rable at least 6”/15cm from the
dividing line berween rhe left and right halves, and at
least 67/15¢m from the table edges.

All is quiet in your fortified sector of the line, It seems like
a good time to send out a patrol and see what the encmy is

up to.
YOUR ORDERS
_ ATTACKER
Tonight's patrol ran into a strong enemy patrol. Reinforce
them and secure the objective,

Push the enemy out of No Man’s Land and hold your
objective.

MISSION SPECIAL RULES

No Man’s Land uses the Darkness (page 273 of the rulebook),
Delayed Reserves (page 269 of the rulebook), No Man’s Land
Patrol (page 271 of the rulebook), Over the Wire (page 271 of
the rulebook), and Strategic Reserves (page 59) special rules.

e e e e e '

9. The other player then places an Objective in the same
manner in the opposite half.

. 'The first player then places their Patrol on their side of
the table in the same half as they placed the Objective,
within 67/15¢m of the centre line and at least 6”/15¢m
from the dividing line berween the left and right halves.

. The other player then places their Patrol in the same
manner in the opposite half.

. Again starting with the defender, bath players Deploy
any Warrior teams that are not part of a platoon and
all Independent teams in any Trench Lines in their
Deployment Area.

BEGINNING THE BATTLE

I.. ‘The entire battle is fought in Darkness.

2. Both players roll a die. The defender adds +1 ro their
roll. The player with the higher result has the first turn.

ENDING THE BATTLE
The battle enids when:

* a player starts their turn having Taken the Objective
placed by the opposing player.

DECIDING WHO WON

The player that took an Objective wins the batde. They have
established their dominance over No Man's Land.

Calculare your Viciory Points using the Victory Points Table
on page 275 of the rulebook.

No Man's Land is a Fair Fight, so if neither win the batde,
use the There are No Draws rule on page 275 of the rulebook
to determine each players Victory Points.




DUST UP

(FAIR FIGHT)
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MISSION SPECIAL RULES

Dust Up uses the Delayed Reserves (page 269 of the
rulebook) and Meeting Engagement (page 264 of the
rulebook), and Strategic Reserves (page 59) special rules.

PREPARING FOR BATTLE

1. Mark the centre of the table so that the table quarters
are obvious to both players.

Both players roll a die. The player with the higher score
chooses a rable quarter to artack from, leaving the other
table quarter in their own end empry.

The other player deploys in the opposite table quarter,
likewise leaving the other table quarter in their own end
empry. Each player’s Deployment Area is their assigned
quarter, excluding the area within 6"/15¢em of the centre
line.

Starting with the attacker each player places an ebjective
in their own Deployment Area at least 6”/15¢m from all
table edges.

Next starting with the attacker each player places
an objective in the enemy Deployment Area at least
6"/15¢m from all table edges.

Starting with the attacker, both players use the Strategic
Reserves rule to determine the platoons held off the
table in Delayed Reserves.

Each player’s Reserves arrive up to 16"/40¢m from the

corner in the empty table quarter at the enemy’s end of

the table,

Both players, starting with the attacker, alternate

Two advancing forces clash, each determined to get
through to their objectives. Soon a whirling battle
develops as reserves arrive on the flanks and are thrown
into the fray.

gy

ACKER

YOUR ORDERS
AT L

e s Y

You have encountered strong opposition and called for
assistance, but so has the enemy. You musr attack now while
they are still weak and seize one of your objectives before the
enemy captures one of theirs.

Parry your opponents thrust and manoeuvre your forces 1o |
take and hold a key position behind their lines. Be ready to
artack when the time is right. Strike hard and fast to take an
objective before the enemy does so.

ok R
*—

Deploying platoons.

Again starting with the attacker, both players now
Deploy any Warrior teams that are nor part of a platoon
and all Independent reams.

BEGINNING THE BATTLE

Both players now roll a die. The player who finished
Deploying their platoons first adds +1 to their roll. The
player with the higher result has the first turn. In the event
of a tie roll again.

ENDING THE BATTLE

The battle ends when:

« a player starts their turn having Taken either of the
Objectives that were placed in the enemy Deployment
Area.

DECIDING WHO WON

The player thar ook an Objective in the opponents

Deployment Area wins the battle. They have secured key
terrain, opening the way for the decisive blow.

Calculate your Victory Points using the Victory Points Table
on page 275 of the rulebook.

If neither side won use the There are No Draws special rule
(page 275 of the rulebook) to determine their Vicrory Points.




THE GREAT WAR BATTLEFIELD

Battlefields of the Great War varied from the classic mud of Flanders to the pristine green fields beyond the touch of
war, Here are a few guidelines for constructing a unique Great War battlefield.

TRENCHES

Perhaps the most iconic symbol of World War 1 is the trench.
Starting from simple slit tenches and developing into
elaborate trench networks such as the Hindenburg Line, the
science of entrenchment was king of the battlefield.

Trenches follow all of the usual Entrenchments rules found
in the rulebook (see page 4 and page 215 of the rulebook).

Teams assaulting into Trenches use the Push into Enemy
Positions rule (page 160 of the rulebook).

MUDDY GROUND

The 1918 Spring Offensives encountered some wet weather,
producing patches or whole battlefields of mud (though not
on the same scale as 1916 and 1917).

You can either designate patches of your battlefield as
Muddy or choose to call the whole battlefield Muddy.

Muddy terrain is Stow Going to all teams.

SHATTERED WOODS

Many battlefields had some woods that were utterly destroyed
by shelling and fighting or cleared to provide a field of fire
for machine-guns. These woods still provide some cover.

Shattered Waods are Slow Going for all teams trying to pass
through. A Shattered Wood is not a normal wood. Instead,
N Infantry and Man-packed gun teams inside a Shattered
W Wood are Concealed.

BARBED WIRE

Like trenches, endless lines of barbed wire are an essential
part of the Great War battlefield.

Barbed Wire Entanglements use all of the wsual Barbed
Wire Entanglements rules found in the rulebook (see
page 227).

RUINED VILLAGES

Many battlefields were fought over strategically important
villages. Some of those villages have been shelled into
oblivion, creating an ideal battlefield for infancry.

A Ruined Vfﬂfagﬁ uses the normal rules ﬁ}r ruins and
buildings found in the rulebook.
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SMALL CRATERS LARGE CRATERS

Mormars, collapsed trenches, and bombing have created  Your battlefield may be scarred by huge cracers left over from
mumerous craters for advancing infantry and supporting  previous battles, preliminary bombardments, or under-
weapons to engage the enemy with relative safety. mining. These can pose serious problems for tanks, while
' offering sanctuary for advancing infantry.

'n missions that use the Crated Ground special rule (page
0). use small craters to show that the ground is cratered. Large Craters are Difficult Going
'n other games, Small Craters are Slow Going. Stationary Infantry and Gun teams are Concealed and in Bullet-proof
Infamtry, Man-packed, and Trench gun teams are Cover while they are within a Large Crater.
“sncealed and in Bullet-proof Cover while they are within Ay =

mall Crater:

TO THE GREEN FIELDS BEYOND
Contrary to popular belief, not all battles were fought in Flanders’” muddy fields. Indeed, most bartefields in 1918 were
fought on ground untouched by war and were thus relatively intact. '
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