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“ THERE’S A WAR ON, YOU KNOW...”  
Hex based card driven fun Home Guard battles in miniature – version 1.0. 

 

INTRODUCTION. 
These rules were initially developed for being played on 10cm (4”) flat to flat hexagons as offered by Kallistra 
(http://www.kallistra.co.uk/) (when making use of 15/20/25/28mm models).  When 1/285//300 models are 
used, we advice the hexes from the Heroscape game or similar.  The author of these rules is in no way 
connected with these companies, other than the fact that he uses their product for this and other hex-based 
games.  It is (of course) perfectly possible to use other hex-sizes or hex-systems, or replace each hex by a 
distance of 10cm measured on the table, but remember we chose the hexagonal grid to speed up the game 
and avoid measuring. 
 
BACKGROUND OF THE GAME. 
Like so many others, we have always terribly enjoyed (and still do) the BBC sitcom “Dad’s Army”, so it is not 
surprising we wanted to turn the little world of Walmington-on-Sea and surroundings into a wargame.  But 
that’s rather easier said than done…  A situation comedy (sitcom) is based on stereotype interaction between 
characters, whereby predictability is often the key word.  Wargames are also based on a given situation, but 
predictability would kill the game.  This was the key problem to be solved.  We therefore decided to cast the 
(stereotype) reactions of the characters in a number of cards that  - when played – would give one player or 
the other an advantage in the battle (next to some fun), at the same time recreating the true spirit of “Dad’s 
Army”.  The rules are intended for smaller scale battles whereby the Walmington-on-sea platoon is the nucleus 
of British defence and action.  Hence the fact that both artillery and armour specifications are somewhat 
stylised to result in a fun type game. 
 
MODULAR SYSTEM. 
 

The modules of this game are: 
UNIT CARDS: per type of weapon/troops a unit card is available, so you only have to pick 
the ones needed for your specific game. 
COMMAND CARDS: bring most of the special actions (except normal movement, firing & 
hand-to-hand-combat – covered by the rules) to life (in both a controlled  & at random way). 
OFFICER CARDS: define the commanders in the game. 
COMMAND SYSTEM (how units can be grouped and how command may be effected), 
activation prior to battle (DETERMING THE INITIATIVE & ACTIVATING UNITS) and the 
GAME TURN SEQUENCE (sequence of play).  These are easy to memorize (and should be) 
by the players. 
MOVEMENT (based on the unit cards) & BATTLE - based on a set of special D6 and a 
TERRAIN EFFECTS SHEET – probably the only document you will need (apart from the 
UNIT CARDS – once you get the hang of the game). 
All special units (that you will use rarely or in only part of a game) are to be found in the 
APPENDIXES. 

 
We do realize there is some work to be done: print the lot, create some special dice etc, but come on: the rules 
are offered as a free download, remember! 
 
Have fun playing (as we do…). 
 
The design team. 
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COMMAND SYSTEM. 
Commanders (officers and sergeants) may move 4 hexagons, when ordered to do so.  A 
commander must be identifiable as such and is represented by 1 figure.  When being with a 
unit, a commander must move at the unit’s speed (e.g. aboard a tank). 
PLATOONS: commanders “ controlling”  one or two units (sections). 
As soon as a commander enters a hex already occupied by a friendly unit, the commander 
takes control of  this unit (and up to one more other friendly unit in an adjacent hex). 
A commander commanding one or two units may be relieved of his command, move away 
and take command over another unit or units. 
As long as a commander controls two units, these units are moved as ONE, but both need 
an activation to do battle. 
If a unit controlled by a commander is given an order, the commander may move with the 
unit, or he may stay in place.  This counts as one order.  A commander who moves with his 
unit must move to the same hex.  Exception: you may not move a commander commanding 
unit or units if he has already moved on this turn. 
Forcing a breakthrough. 
When an unit (except artillery) engages in “close combat” (battling an enemy in a adjacent 
hex) and succeeds in either destroying the enemy unit or forcing it to retreat (and thus 
emptying the hex), the unit can force a “breakthrough” by entering the now free hex. 
Artillery can never force a breakthrough.  When forcing a breakthrough, terrain restrictions 
are taken into account as normal. 
When a tank or SP unit forces a breakthrough, it can engage the retreating unit in battle once 
more (but not follow up again).  However, units can never battle more than twice per 
game  turn. 

UNIT & COMMANDER CARDS. 
Unit cards. 
Since World War II was a highly mechanised conflict, many rules sets slow the action down due to having to 
consult different movement, fire & armour tables.  In order to avoid this, we have created a “unit card” per 
vehicle/infantry/artillery type.  When setting up a game, you only have to keep cards at hand of the types of 
units you deploy on the battlefield.  Prior to activating a unit (or during battle), you can view all the specs of the 
unit at once.  When taking an action you may submit the card to your opponent to check, or when being 
attacked you can easily find out the dice symbols scoring a hit on the unit concerned. 

Home Guard
infantry

Strength points: 6

Firepower:

Max move & not fire: 3
Max move & fire: 2

1-2
3-4
5

W W W
W W
W

5

1

3

6

5

4

2

 
 

1  

Unit designation. 

2  

Picture – illustrating what the unit more or less looks like or what it stands for. 

3  

Unit’s strength (e.g. 6 points = max. 6 figures in the unit) 
Max movement (when firing and otherwise) 
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4  

Symbols from the battle dice that cause a “hit” on the unit. 

5  

Weapon’s range and fire/combat power: (e.g. at a distance of 1 or 2 hexes, this unit’s 
fire/combat power equals 3 white battle dice). 

6  

The figure in the flag denotes the number of figures left in the unit before it has to 
“take flags” (see retreat rules). 

Officer cards. 
A number of the possible “playing characters” (PC’s) in the game have officer rank.  The scenario designates 
who’s on who’s side (e.g. in a training session, the Walmington-on-Sea platoon might be opposed by the 
Eastgate platoon, but when the Germans do invade (…), they will be on the same side (we hope…).  Each 
player (or side, if it’s a team effort) holds the PC cards at hand, because these contain the text to be read in 
case a command card is played against him, be it successful or not. 
 

-  dice throw

+  dice throw

command card

command card

: 
“

” .

: 
“

” .

Good idea, I was 
wondering who would think 
of this first!

There’s a war going on, 
you know!  I’ll have none of 
this nonsense

Cpt George Mainwaring
Officer commanding H. G.

Walmington-on-See platoon.

OFFICER CARD

1

2

3

4
 

 

1  

Officer’s name. 

2  

Picture of the officer. 

3  

Text to be read out aloud (for all to hear, use some intonation…) in case the player 
doesn’t succeed in making a saving throw against an NPCCC or PCCC (see 
below). 

4  

Text to be read out aloud (for all to hear, use some intonation…) in case the player 
succeeds in making a saving throw against an NPCCC or PCCC (see below). 
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COMMAND CARDS. 
The mechanism of these rules & tactics used is partly based on command cards.  These cards represent all 
sorts of things that can happen during a battle (be it good or bad for one side or the other…) without the need 
for complicated rules or tables.   You may play up to 2 command cards per turn. 
Non-playing character (NPC) command cards (NPCCC). 
 

Mrs Pike
Pvt Pikes’ mother

Sgt Wilson’s lady friend.

May be played against the 
unit Pvt Pike is with 

.
but not 

during close combat

Furious mothers can be very 
persuasive and the target unit’s 

action is canceled...

9

N.E.

FIRE

C.C.

“ Now, this is much too 
dangerous!  I won’t let my 
Frank have any part in this!”

1
2

1

3

5

4
8

6

7
 

 
In case you do not have a figure available that might represent an NPC, just use a pawn (the NPC is removed 
after the card has been fully played anyway). 

1  

NPC’s name. 

2  

Picture – illustrating what the NPC looks like. 

3  

Indicates (for most cards) under what 
circumstances the card can be played: 
N.E.: can be played if the target unit is 
not engaged in combat. 
FIRE: can be played when the unit the 
card is played against is firing. 
C.C.: can be played when the unit the 
card is played against is engaged in 
close combat 

 
 

 

 
 
 

 

Card’s action not allowed against 
Home guard units. 
 
Card’s action not allowed against 
non-HG units. 
 
Card’s action not allowed against 
any unit type. 

4  

Target against which (and when) the card may be used. 

5  

Text to be read aloud for all to hear (with some intonation) by the person playing the 
card. 

6  

“Saving throw”: opponent may cast 2D6 to neutralize the effect of the card.  If he 
throws at least this figure (or more), the card has no effect. 

7  

If the “saving throw” is unsuccessful, this is the result… 

8  

“Voice range”: the number of hexes the 
non-player character may be placed 
away from the target unit when activating 
the card.  

“Wireless set”: some characters 
have access to a wireless set and 
can communicate with other 
wireless sets across the table. 

 
In some scenarios, “ non playing characters (NPC’s) may be “ playing characters”  instead (and 
therefore involved for the duration of the game and represented on the table by a figure).  In that case, 
the NPC card from that person is removed from the deck. 
Once an NPCCC is played, it is placed aside until the deck is re-shuffled. 
A player (side) may hold 3-5 command cards (depending on the scenario).  When holding the 
maximum number allowed when you draw 2 new ones each turn, you may discard one or both for the 
new ones drawn. 
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Playing character command cards (PCCC). 
There are 7 “playing characters” in the game: Sgt Wilson, Jones, Walker, Pike, Frazer, Godfrey & Sponge.  
The PCCC differ from the NPCCC cards in that they contain two possible actions each: one for the side 
Mainwaring is on and one for the other side.  Each PC has two PCCC’s.  In case a particular PC isn’t included 
in the scenario, his PCCC’s are left out of the deck. Unlike the TV-series, you may assign the PC’s to any of 
Maiwaring’s platoon sections. 

 

Sgt Arthur Wilson
2nd in command H. G.

Walmington-on-See platoon.

N.E.

FIRE

C.C.

“ ”Do you think this is wise...?

Perhaps not so...
 is cancelled 

 casts 1 
 less.

Move
white 

battle die

or
Target unit 8

“ Who the hell do you think you 
are?!!!!”

Wilson is in a frenzy! (it 
does happen, you 
know...).  casts 
+2  .

Target unit
white battle dice

9

A

B

1

5

4

2

6

3

 
 
 

A  

Card section for the side Mainwaring is not on.  

1  

Text to be read aloud for all to hear by Mainwaring’s opponent (when playing the 
card). 

2  

“Saving throw”: the Mainwaring player may cast 2D6 to neutralize the effect of the 
card.  If he throws a higher total than the number indicated on the card, the card has 
no effect. 

3  

If the “saving throw” is unsuccessful, this is the result… However, if the defending 
player holds a command card from the same PC as the one played against him 
(in this case: Wilson), he may (instead of the saving throw) play this card 
(provided he hasn’t played more than one CC this turn yet).  This counters the 
opponent’s card and both cards are discarded as being played. 

B  

Card section for Mainwaring’s side. 

4  

Text to be read aloud for all to hear by Mainwaring’s side (when playing the card). 

5  

If the “saving throw” is unsuccessful, this is the result… 

6  

“Saving throw”: opponent may cast 2D6 to neutralize the effect of the card.  If he 
throws a higher total than the number indicated on the card, the card has no effect. 

 
All COMMAND CARDS may be played during the turn they are issued or later in the game at the 
discretion of the player. Each player may play up to 1 command card per turn.  
The COMMAND CARDS and are shuffled into one deck for the game. The scenario should specify the 
maximum number of cards a player receives at the start of the game and up to how many command cards he 
may hold (usually 3-5 cards). 
These cards can be supplemented by more cards designed by whoever wishes to create a new scenario or a 
twist (taking care to keep in mind the balance and spirit of the original game!). It is not compulsory to use all 
the cards in the deck for each and every game. 
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GAME RULES. 
 

GAME TURN SEQUENCE. 
Prior to the first turn, the players are briefed (the scenario), of their objectives and (possibly) the composition of 
the forces involved. Players are informed about the number of victory points to be scored (per objective 
reached, enemy units destroyed) in order to win.  
OBJECTIVE OF THE GAME. 
Is to eliminate a number of enemy units/commanders (indication: 1 victory point per unit/commander destroyed 
or per 10% of the enemy force) or 1 or more victory points per objective reached (and/or held) as per scenario.  
The first player to gain his quota is the victor. 
GAME TURN SEQUENCE. 
The player listed in the staffing notes goes first.  If no mention is made of this, a D6 is thrown; highest score 
determines who first casts the initiative & variable dice. 

1. Cast the initiative die and the variable die (together), determine the player holding 
the initiative & each side draws 2 command cards. 

2. Each player casts the number of activation dice as per variable die (see 1.) 
3. Players alternatively activate units or Platoons, one by one (see below) and play a 

command card (if applicable). 
4. Players alternatively move all activated units or Platoons, one by one (see below), 

and play a command card (if applicable). 
5. Battle with (and resolve all retreats of) all activated units, again alternatively and 

one by one (see below), and play a command card (if applicable). 
5.   After all retreats have been resolved, the next turn starts. 

 
SUPER FASTPLAY VARIANT: 
In order to shorten the game time, saving throws can be omitted: this results in a faster and bloodier game, 
ideal for an introduction, demo or participation game, enabling the players to field about 20 units each and still 
finish the game in 60-90 minutes. 
REPRESENTING VEHICLES: 
A vehicle unit is represented by one model + a number of foot soldiers or chips (20mm scale & up) making up 
the total strength of the unit For 15mm or smaller, a vehicle unit may be represented by 2 vehicles + 1 figure 
less than the unit’s number of strength points.  When suffering casualties, the model is the last to be removed 
from the tabletop.  Occasionally an other combination might be used for special units. 
 

DETERMING THE INITIATIVE. 
 
The side not holding the initiative last turn casts the initiative die and the variable die (together). For the first 
game turn the player holding the initiative is mentioned in the staffing notes.  If not: cast a D6: highest score 
casts the dies. 
The variable die (a standard average die) is marked 

� � � � � �
 

and defines how many units each side may activate (= move & battle) during the current turn (see below). 
 
The initiative die is a standard D6 (marked 1-6) whereby one side gains the initiative for this turn when 1, 2 or 
3 is cast, the other side when 4, 5 or 6 comes up. 
The player (or side) who gains the initiative for this turn can either accept to take the initiative or leave it to his 
opponent.  The player to whom the initiative is passed on MUST accept it.  The player holding the initiative 
takes the top card from the command card deck.  The opponent then takes the next card from the deck.  A 
player may not hold more cards than allowed by the scenario specs.  If he already has the maximum number 
of cards in hand, he may opt to keep the one just drawn, but must then discard another.  In case a pitched (we 
called it “friendly”…) battle is fought (without a given scenario), each player may hold on to 5 command cards. 
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ACTIVATING UNITS. 
  
Both players (or sides) cast a number of activation dice equal to number cast on the variable die. 

Activation dice symbols: 
 

 

1.  authorizes the activation of any unit type of your choice including characters. 

2.  authorizes the activation of a fully armoured vehicle. 

3.  authorizes the activation of an unarmoured (or open topped armoured) vehicle. 

4.  authorizes the activation of an artillery unit. 

5.  authorizes the activation of an infantry unit, be it aboard a transport or not, any 
other light unit not covered by the above or a character.       
 
Important notes: players are allowed to “ downgrade”  (1-5 – see above) the results 

of the activation dice if they wish to do so (e.g.: on one of the dice a  is cast. At the 

player’s discretion, he may instead activate an artillery or ATK unit ( ) or an infantry 

unit ( ), but NOT an armoured unit ( ).  In case the player wants to activate a 

character he must cast one of the appropriate symbols, be it  or . 
Downgrading is not allowed for activating characters. 

 
Activation of units: the player (or side) holding the initiative now places his first activation die in the hex 
containing an eligible unit to move, battle or move & battle, followed by the opponent.  Once both sides have 
activated their first unit, the player holding the initiative activates his second and so on. 
 

Note: Each unit may move only once per turn (unless a command card that permits 
otherwise is used), but is allowed to battle twice (but no more) if the players wishes so.  
However, if a player plans to do battle twice with a given unit during battle, he must hold 
on to an activation die with the appropriate (or downgraded, the case being) symbol for 
the moment.  The player reserving an activation die with an appropriate or downgraded 
symbol for engaging in a second battle with an activated unit automatically forfeits his 
chance to activate (= move & battle) an additional unit or platoon with this die. 

 
Commanders may participate in battles even if they have not been activated.  See commanders in battle 
section for details.  
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MOVING UNITS. 
  
Units cannot move onto or through a hexagon that already contains a friendly or enemy unit.  A character, 
friendly commander does not count as a unit, an enemy commander does.  When a unit enters a hexagon 
already occupied by a friendly commander, movement ends there. A hexagon may never contain more than 
one commander. 
You may never split a unit.  The individual figures or models within a unit must stay together and move as a 
group.  Units that have been reduced through casualties may not combine with other units, except 
commanders. 
 
Motorized infantry may move, dismount and battle or mount and move.  This ends their turn. Infantry 
&artillery may dig in (= “sandbags”) instead of move &/or fire.  This ends their turn. 
 
You must complete the move of each unit before moving another.  Each unit may move only once, except 
under the “breakthrough”-rule.  All moves must be concluded before battle is joined. 
 
Some terrain features affect movement and may prevent a unit from moving its full distance or battling (see 
order sheet). 
 
Note: “retreating” is a different type of movement with slightly different rules.  See retreating section for details. 
 
Moving commanders. 
You may move a commander onto a hex occupied by a friendly unit, as long as there is no other friendly 
commander in the same hex.  If a commander enters a hex occupied by a friendly unit, he must end his 
movement for that turn.  A commander may never move onto or through a hex occupied by an enemy 
commander or unit. A lone commander is considered a unit for movement purposes. 
If a unit controlled by a commander is given an order, the commander may move with the unit, or he may stay 
in place.  This counts as one order.  A commander who moves with his unit must move to the same hex.  
Exception: you may not move a commander commanding unit or units if he has already moved on this turn. 
 

Buildings. 
To enter an intact bunker or pillbox, you first need to destroy a fortified door giving access 
with a cluster of explosives; cast 1D6: for engineers: 1-2= failed, 3-6= success! – other 
infantry: 1-4= failed, 5-6= success!). 
To enter a house or other structure through a non-fortified door or through a window (by 
infantry), kick it in; cast 1D6: (1-3= failed, 4-6= success!). 
Destroying buildings: 
Intact buildings have 2 strength points per floor and per hex, bunkers have 4 and provide 
cover as per the terrain effects sheet. Each time one or more kills are scored against the 
occupants by one artillery/tank/SP unit firing, 1 strength point is deducted.  Once all a 
building’s strength points within a given hex are gone, the building (or the part of it situated in 
the given hex)  is reduced to ruins and treated as such (see the terrain effects sheet).  Intact 
buildings can only be entered by figures on foot. 
Ruins have 1 strength point and provide cover as per the terrain effects sheet. Once one or 
more kills are scored against the occupants by one artillery/tank/SP unit firing, the ruin (in 
that hex) is reduced to debris and treated as such (see the terrain effects sheet).  ruins can 
only be entered by figures on foot.  Some ruins cannot not be reduced to debris because of 
their size (e.g. giant bunkers, large government bunkers or factory halls). 
Debris can be entered by vehicles (see the terrain effects sheet). 

 

 
 
 
 
 



 10

BATTLE & RETREAT. 
 
After completing all moves, the activated unit(s) must be close enough to (and in a position to “see”) the 
enemy in order to battle.  (see “range” and “line of sight”). 
Each battle must be resolved before the next is started. 
Each unit may move only once per turn, but is allowed to battle twice  (as may tanks in a “breakthrough”) if the 
players wishes so.  However, if a player plans to battle twice with a given unit, he must hold on to an activation 
die with the appropriate (or downgraded) symbol for the moment during the activation phase.  When casting 
the battle dice, a player may never split the result between several enemy targets. Units having been engaged 
in close combat (= being in the ZOC of an enemy unit) due to an order of the current command card cannot be 
fired upon from a distance.  A unit entering the ZOC of an enemy unit ends its turn there. 
No unit may battle more than twice per game turn, period! 
Also see appendix 1: special units and special unit specifications. 
 

To do battle, act as follows: 
- determine the range (distance to the enemy target); 
- determine the line of sight; 
- determine the terrain within the line of sight; 
roll the battle-dice (see unit cards).  The unit card and the terrain effects sheet determine the 
number of dice rolled. 

 
When a unit has suffered casualties, the number of dice thrown is not reduced, but a unit can never inflict 
more casualties than the number of figures/models remaining in its own ranks.  For artillery units, only the 
figures count, not guns or prime movers.  An artillery unit is destroyed when all figures are killed (the gun 
model doesn’t count). An artillery unit is immobilized once his prime mover is destroyed. 
 
Commanders in battle. 
A commander in command of a platoon may always support the unit he is in the same hex with by “shortening” 
the range with one hex (= make the unit perform better), but not with artillery (see “ terrain effects sheet” ).  A 
commander not attached to (a) unit(s) cannot battle. 
 
Line of sight. 
A unit must be able to “see” the enemy unit it wants to battle.  This is known as having a “line of sight”.  
Imagine a line drawn from the centre of the hex containing the battling unit to the centre of the hex containing 
the target.  This line of sight is blocked only if a hex (of part of a hex) between the battling unit and the target 
hex contains an obstruction.  Obstructions include a unit, woods, hills, fields or buildings, but not a dismounted 
infantry unit (without vehicle transport present) nor a single commander.  The terrain in the target hex does not 
block line of sight. 
If the imaginary line runs along the edge of one or more hexes that contain obstructions, line of sight is not 
blocked unless the obstructions are on both sides of the line. 
Units may fire over a friendly unit or commander in an adjacent hex on lower ground.  Units situated 2 hexes 
or further away block line of sight and only artillery may then still fire (indirect artillery fire). 
 
Direct and indirect artillery & mortar fire. 

For direct artillery, mortar & anti tank fire: see line of sight above. 
In case the artillery firing has no direct line of sight, this is called indirect 
artillery fire (blind or guided by a spotter).  In both cases the fire might be 
inaccurate.  To simulate this , the sides of the target hex are numbered 2-
7, “2” being closest to the gun firing. 
For blind artillery fire (area bombardment) cast 1 D8.  1 or 8 means the 
target hex is hit, 2-7 means one of the adjacent hexes 
(2-7) is hit.  For subsequent salvos the procedure is repeated etc. 

2

3
57

6
4

 

 
For the first round of guided artillery fire cast 2 D6: 8-12 means the target hex has been hit, 2-7 means one 
of the adjacent hexes is hit, 1 = failed to hit anything.  Subsequent salvos will be on the target hex, for as long 
as the target hex is in the line of sight of the spotter.  Spotters may only interact with one artillery unit at a time.  
Spotting can only be done by commanders or “recce” units (see unit cards). 
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Flares (night games). 
Are fired as normal rounds en illuminate the target hex and its ZOC.  No need to cast the battle dice here, but 
the indirect artillery fire rules are applicable. 
Terrain effects. 
See the attached terrain effect sheet. 
 
Resolve battle: 

The following goes for all unit types: a unit can only fire in so far as it is equipped with  
firearms or guns.  In case only part of a unit is equipped with firearms, the number of 
casualties inflicted can never be higher than the number of firearms in the unit and the range 
is “lengthened” by one hex. 
Losses are calculated before a unit (voluntarily or forced) retreats.  In order to speed up the 
game and to avoid consulting complicated fire tables, “hits” are scored using (a combination 
of) 3 special types of D6, reflecting the firepower of a given type of unit (see also unit cards). 

 
White die (basic battle die) 

 
against: 
infantry & artillery crews (3 symbols: soldier-soldier-car) 
soft skin vehicles & open topped armour (1 symbol: car). 
HIT! Scores against all types (even armour), but in a 2 hex range only.  No matter how 
many dice one is eligible to cast, one can NEVER score more than one hit when throwing 
one or more  HIT!s. 
The flag means a possible retreat (see ”retreat rules”) for all unit types or allows the attacker 
to activate a character. 

 
Yellow die (medium firepower die) 

 
firepower & stopping power of: 
- infantry & artillery crews (3 symbols: soldier-car-tank) 
- soft skin vehicles & open topped armour (2 symbols: car-tank) 
- armour (1 symbol: tank). 
STRIKE Scores against all types (even armour), but in a 4 hex range only.  No matter 
how many dice one is eligible to cast, one can NEVER score more than one hit when 
throwing one or more  STRIKEs. 
The flag means a possible retreat (see ”retreat rules”) for all unit types. 

 
Green die (suppression die) 

 
For suppression fire (e.g. the stronger German MG concentration in infantry units as 
compared with the allies, or artillery in general). Goal is to stop the enemy or force him to 
retreat. 
Hits against: 
- infantry & artillery crews (3 symbols: soldier-soldier-car) 
- soft skin vehicles & open topped armour (1 symbol: car). 
HIT! Scores against all types (even heavy armour), but in a 2 hex range only.  No matter 
how many dice one is eligible to cast, one can NEVER score more than one hit when 
throwing one or more  HIT!s. 
The fact that the die shows 2 flags (possible retreat) will play its part with artillery firing at 
long range (e.g. against heavier vehicles that are seldom knocked out by artillery at long 
range in an “area bombardment”). 
“Kills” are calculated and figures removed before units (have to) retreat. 
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To hit. 
In case the distance to the target is an uneven number of hexes (1-3-5 etc) the first hit 
is also an automatic kill that can’t be saved against.  Terrain modifiers apply. 
HIT! or STRIKE! only score a hit when in appropriate range. 
In case the dice throw results in more than 1 “hit” with an identical symbol (except HIT! & 
STRIKE), the first hit is an automatic kill and can’t be saved against. 
You can never score more than 1 automatic kill per dice throw. 
 A vehicle or figure is removed immediately. 

 
Saving throws. 
For all additional hits a saving throw can be made.   
The defender may cast a single white or yellow per hit scored to save (except the 
aforementioned automatic kills).  You save against a hit by throwing a MISS or flag symbol, 
except when battling an enemy in an adjacent hex (= close combat) in which case a MISS 
saves.  When the last remaining figure/vehicle of a unit is eliminated, the attacker scores a 
victory point.  Should the attacker score more hits than the number of figures in the 
defending unit, these additional hits are wasted. 

 
Hitting a commander. 
A commander can only be attacked by infantry or vehicles and only when he is not together with a unit in the 
same hex.  When attacking a commander, calculate the number of dice as usual.  The attacking player must 
then roll a HIT! or STRIKE to hit. Unless the defender makes a successful saving throw, the commander is 
eliminated and the attacker gains a victory point. Non-combatant characters may be taken prisoner, but not 
killed.  For the sake of continuity the combatant  characters are always supposed to be wounded instead of 
killed, so that they may re-appear in later games. 
 
Retreat. 
After all hits have been checked and casualties removed, retreats must be resolved, prior to the next unit 
battling. 

Forced retreat: for each flag symbol rolled during the battle, the defending unit must 
retreat 1 hex towards its own side of the battlefield (even if this means that it has to leave the 
“string of units” when being part of a platoon).  The defender has the option to make a saving 
throw with one white, yellow or red die (flag saves).  If the attacker throws 2 flags, the first is 
an automatic retreat (no saving throw allowed). Terrain has no effect on retreat moves. 
As long as a unit does not fall below the number indicated in the flag figuring on its unit card, 
all flags may be ignored by the defender. 
Units in the same hex as a commander may deduct 1 further figure from the above numbers 
(except artillery). 
Voluntary retreat (optional): prior to being attacked, the defender has the option to make 
an (orderly)  voluntary retreat (1 hex) and ignore all flags thrown.  However, in doing so, the 
units may not leave the “string of units” when it is part of a platoon.  The attacker battles 
against the unit before it is allowed to retreat (and casualties are inflicted).  A unit making a 
voluntary retreat is allowed saving throws, but may not battle this turn. 

 
Retreat rules: 
- A unit cannot retreat in a hex already occupied by a friendly or a enemy unit. 
- If a unit retreats in a hex occupied by a friendly commander, it is rallied and all remaining flags are ignored. 
- A unit controlled by a commander forced to retreat must take the commander with it. 
- If a unit cannot retreat, 1 figure/vehicle in the affected unit must be eliminated for each retreat move that 

cannot be completed.  Such losses may include the commander if this is the last remaining figure/model in 
the given hex. 

If a unit (and/or commander) is forced to retreat off the battlefield, the unit (and/or commander) is eliminated. 
 
After all retreats have been resolved, the next turn starts. 
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APPENDIX 1: SPECIAL UNITS AND SPECIAL ACTIONS. 
 

Motorized infantry units: 
There are 2 types of infantry in the game: 
- on foot (no vehicles) - up to 6 figs 
- motorized (softskin wheeled vehicles) – up to 6 figs and 1 vehicle model and one chip or 

counter (to be placed under the vehicle model).  A softskin transport vehicle has 2 
strength points, represented by the model and the chip or counter. 

 
In case of a motorized unit with its infantry inside the vehicle is attacked during the battle 
phase, a hit is scored by one of the following dice symbols: 

     
Normal “automatic kill” rules apply.  For all other hits a saving throw may be cast by the 
defender.  In case a kill occur, one strength point (chip, counter or finally the model) is 
removed  per kill, as well as one infantry casualty.   
 
In case of a motorized unit with its infantry deployed outside the vehicle, the attacker has 
the option during “battle” to either score “hits” on the vehicle or personnel (or a combination 
of these), should he cast the appropriate symbol.  A hit on an infantry transport vehicle is 
scored by one of the following dice symbols: 

    
The attacker must declare how many hits he scores on the transport vehicle prior to 
the defender casting his saving dice. When all strength points of a transport are lost, the 
remaining infantry in the unit becomes “infantry on foot”. 
 
Motorized infantry may move, dismount and battle or mount and move as per unit 
card.  This ends their turn. 

 
 

Engineers & engineer’s actions: 
Bridges. 
Unless otherwise specified in the staffing notes, only engineers can construct bridges.  It 
takes an engineer unit one turn to build a light bridge suitable for infantry on foot and light 
vehicles (jeeps and the like) to cross, and three turns to build a heavy bridge suitable for 
heavier vehicles to cross.  Whilst under construction, the heavy bridge may be crossed by 
infantry after the first turn of construction.  Only engineers are experts in blowing up bridges, 
taking one turn to do so.  The player thereby casts two white dice  and if two MISS’s are 
cast, the explosion fails and the engineers might have another go next turn.  Regular infantry 
may also try to blow up a bridge.  The player thereby casts one white die  and if a MISS is 

cast, the explosion fails and the infantry might have another go next turn.  If however a  is 
cast,  the infantry trying to destroy the bridge suffers an automatic kill and one figure is 
removed. 
Whilst building or destroying bridges units may not take any other action.  In order to destroy 
a bridge, a unit must be stationed in a hex containing the bridge. 

Artillery may destroy bridges by firing at the structures, a  resulting in a “hit” with the 
appropriate saving throw allowed.  It takes one kill to destroy a light bridge and 3 kills to 
destroy a heavy one.  Up to having taken two kills, a heavy bridge may be repaired by an 
engineer unit (but prior to that, only infantry may cross). 
 
Minefields: 
There are two types of mines in the game: 
- anti-personnel mines (APM) 
- anti-tank mines (ATM) 
Mine fields may be placed prior to starting the game by using (small grey)  mine-counters 
marked “APM” or “ATM” on the flipside.  Per two “real” counters one dummy is placed 
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(marked “D” on the flipside) to confuse the enemy. 
 
Anti-personnel mines (APM): armoured personnel carriers and troop carrying trucks 
detonate APM’s when entering such a minefield with little damage to themselves.  Still, to 
simulate possible damage, the player casts one white die and if an appropriate hit-symbols 
is cast, one vehicle is destroyed (flag saves). 
When infantry enters an APM-field without trying to clear it, four green dice are cast (with 
saving throws) to calculate casualties. 
 
Anti-tank mines (ATM): infantry may enter an ATM-field without suffering casualties.  
Indeed, they may even “mark” the minefield by flipping the counter, thus revealing it as a 
genuine ATM-field or a dummy. 
When vehicles enter an ATM-field without trying to clear it, four Yellow dice are cast (with 
saving throws) to calculate casualties. 
Clearing minefields: only engineers are specialized in this.  To simulate their possible 
failure, the player casts two white dice and if two identical appropriate hit-symbols are cast, 
one engineer figure is killed & removed (no saving throw). 
Other infantry may also try to clear a minefield, but – being less skilled at it – they run more 
of a risk: 
- when clearing an APM field (possibly booby-trapped…), one white die is cast and if an 

appropriate hit-symbols is cast, one infantry figure is killed & removed (no saving throw). 
- when clearing an ATM field two white dice are cast and if two identical appropriate hit-

symbols are cast, one infantry figure is killed & removed (no saving throw). 
Minefields may also be cleared by special mine clearing tanks (“the Funnies”)  without risk. 
Clearing a minefield hex takes one turn and the unit involved cannot take any other action. 
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“ There’s a war on, you know…”  – terrain effects sheet. 
               terrain                move    +- hexes (range) *          line of sight 

Wood Stop & do not battle. Attacker: 
    +1 infantry firing. 
    +2  vehicles & arty. 
      firing 

Blocks. 

Bocage Stop & do not battle. Attacker: 
    +1 infantry firing. 
    +2 vehicles firing. 

Blocks. 

Hill  -1 attacker. Blocks. 
Intact buildings 
2 strength points per floor
and per hex 
(except bunkers) 

Stop. 
Vehicles cannot enter 

Attacker: 
    +1 infantry & arty fire. 
    +2 vehicles firing. 
Defender: 
    +2 vehicles firing. 
Defender: 
first flag may be ignored. 

Blocks. 

River Can only be crossed at fords or bridges, unless otherwise stated in 
scenario. Crossing by fords takes 1 turn. 

Sea Maximum 1 hex. Land unit cannot battle. 
Beach Maximum 1 hex.   
Marshes Stop. +1 attacker firing.  
Depressions Infantry only. Infantry and tanks may only attack from 

adjacent hexes.  No restrictions for 
Bombardment by artillery. 

Ruins, low walls 
& infantry trenches 

Stop. 
Vehicles cannot enter 

Attacker: 
    +1 infantry firing. 
    +1 vehicles firing. 
Defender: 
first flag may be ignored 

Blocks. 

Intact bunkers 
4 strength points per floor
and per hex 

Only infantry may enter. 
Artillery may not retreat 
from bunkers. 

Attacker: 
    +2 infantry firing. 
    +2 vehicles firing. 
    +1 artillery firing. 
Defender: 
first 2 flags may 
be ignored. 

Blocks. 

Anti tank obstacles Infantry only. Defender may ignore 
first flag. 

 

Sandbag positions 
 
Debris 

 Attacker: 
    +1 infantry firing. 
    +1 vehicles firing. 
Defender: 
first flag may be ignored. 

Destroyed when 
overrun. 

Barbed wire Stop. Defender: +1 firing. 
May be cleared by 
infantry 
(takes one turn). 

Destroyed when 
overrun by tracked 
vehicles. 

Flame thrower No dice are deducted for cover. 
Mine fields Stop. Attacker: 

-1 versus infantry. 
Commander with unit 
(but not artillery) 

 Attacker: 
-1 versus all 

 
+- hexes (range) * 
To simulate the hinder by obstacles for ranged fire or in close combat, the range is extended 
(= effect lessened) by a number of hexes as per above table, either resulting in less battle dice being cast or the 
“ automatic kill”  at uneven ranges being forfeit. 
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APPENDIX 2: RECONNAISSANCE , 
SPOTTING & HIDDEN UNITS. 

Contrary to most previous periods in history, WWII (and later) battles are rarely fought with armies deployed in 
full view of each other on the battlefield, the main reason being that both offensive (guns) and defensive 
(armour) elements have become very powerful indeed.  This means that the opposing forces will make full use 
of whatever cover they can find to keep out of the enemy’s sights as long as possible, be it hidden in woods or 
buildings, the reverse slope of a hill or (all else failing…) camouflage netting.  Appendix 3 deals with this 
subject. 
SCENARIO: 
When creating a scenario, the writer should specify which units will be visible at the start of the game and will 
thus be placed on the table, be it in full view (models) or represented by (numbered) chips or tokens. In case 
of a friendly game, both sides must agree on this prior to starting the game. 
SPOTTING DURING THE GAME: 
The game table is divided in (at least) two sections or more (in the direction of advance, be it the width or 
length of the table) for reconnaissance purposes.  A recon/recce unit may only reconnoitre hexes in the 
section it is deployed in. 
At the start of each turn dedicated reconnaissance (recon- recce) units may (after having moved) try to 
detect hidden enemy units.   Throw 1D4 and 1 average die (2,3,3,4,4,5) and make the total. This result is the 
depth in hexes which is scanned by the recon unit in the section it is deployed in (“reconnoitred area” or 
“RA”). 
Boundaries of the “reconnoitred area” (“RA” – furthest point away from the unit (in hexes -  as per 2 dice 
above) are marked on the section (of the gaming table) scanned (using some type of marker). 
 
The scouting unit will detect all enemy units inside his RA.  These units are spotted and either the model(s) or 
a counter are placed on the table (see below). 
 
This reconnaissance doesn©t prevent the recon unit of battling later on, but it can never battle twice, 
not even with a Command Card. 
 
Within the RA, the enemy player may either deploy the models representing the ©spotted© units (compulsory 
when in open ground, or if the owning player wishes so), or a place a counter per unit in cover; but he MUST 
do either one or the other. 
Such a counter indicates that there MIGHT be a unit in place there but the recon unit hasn©t been able to 
discern what type. It can of course also be a ©dummy©… 
If no counter is placed in the RA, the enemy player CANNOT deploy another unit there for the rest of 
the game unless the scenario states otherwise (but he may of course still move units into the area given 
during the battle). 
ALL hidden units become visible if within two hexes of an enemy unit of any type, except for dismounted 
infantry and recon units (= 3 hexes).  At this point counters are either replaced by an actual unit or the dummy 
counter is removed. 
Dedicated reconnaissance units (not exhaustive): armoured car, Kübelwagen, HG car, motorcycle. 
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APPENDIX 3: CHARACTERS 
& GAME BACKGROUND. 

 

 

Captain George Mainwaring (pronounced “Mannering”) — 
the pompous — if essentially brave and unerringly patriotic — 
local bank manager, Mainwaring appointed himself leader of 
his town’s contingent of Local Defence Volunteers. Born in 
Eastbourne in 1885, his father a proprietor of a modest little 
draper’s shop in a side street (although he claimed a high 
class gentleman©s outfitters on The Parade) his childhood was 
one of long struggle unlike his brash, sporty, effortlessly 
popular twin brother, Barry. He managed to win a scholarship 
to the local grammer school, then joined the Eastbourne 
branch of Swallow©s Bank as office boy and worked his way up 
to Chief Clerk. He did actually try to get into the war in 1914 
but was rejected because of poor eyesight and after several 
more unsuccessful attempts was commissioned as 2nd 
Lieutenant in the Pioneer Corps in 1919. 

Of the platoon, he and Walker were the only adult members with no prior combat experience, and, 
therefore, had no medals — a fact which sometimes caused tension with the other members of the 
Home Guard. He did, however, serve in the British Army of occupation in France, “during the whole of 
1919 — somebody had to clean up the mess.” In the early 1930s Mainwaring was promoted to the 
Manager of the Walmington-on-Sea branch of Swallow©s Bank and set up home at 23 Lime Crescent 
in that town. Although an ensemble piece, the series focused particularly upon Mainwaring, who has 
invested all his efforts into the platoon as a way of escaping from an unhappy marriage to Elizabeth, 
daughter of a bishop, and a stalled career at the bank. Mainwaring always claimed he never got any 
further in his career because unlike Wilson he had not gone to the right school. 

 

 

Sergeant Arthur Wilson — a diffident, upper-class bank clerk who 
would quietly question Mainwaring©s judgement ("Do you think that©s 
wise?"). Wilson was nonetheless Mainwaring’s junior in the bank and 
on parade; his suave, understated social superiority, public school 
education and handsome looks led to a certain amount of jealousy on 
Mainwaring’s part. He was born in 1882 in a large rambling house in 
Gloucestershire and had an uncle in the House of Lords. An attentive 
nanny made his childhood idyllic and he got his education at the 
medium-sized Meadowbridge Public School. After failing the exam to 
enter the Indian Civil Service, he began life working in the City. In 
World War I he joined the army in 1915, enlisting in the Royal Artillery. 
He fought in the battles of Mons, Gallipoli and the Somme, and served 
till 1918. 

While in the first episode he claimed the rank of Sergeant, in the last episode he revealed that he had 
been a Captain. After the war he met and married one of Sir Charles Cochran©s Young Ladies, but she 
left him after the birth of their only daughter, who would grow up to serve in the theWRNS. In the 
1930s while working at the Weston-super-Mare branch of Swallow©s Bank, he met an attractive young 
widow, Mavis Pike, with whom he may have fathered a son (Frank©s parentage is deliberately 
ambiguous throughout the series). When promotion to Chief Clerk took him to Walmington-on-Sea 
under George Mainwaring, Mrs Pike followed with her young son, Frank. He becomes "The 
Honourable Arthur Wilson" after his uncle dies, in the episode “the Honourable Man”, and is invited to 
join the local golf club to the envy of Mainwaring (though he himself detests his sudden elevation in 
rank). 

 

 

Reverend Timothy Farthing The most inconvenient aspect of 
the war for his Reverence was the loss of his office to both the 
army and ARP. Not only that, his church hall was in constant 
demand from the army, sea scouts, boy scouts, girl guides, ARP, 
Women©s Institute, the unmarried mothers club etc etc. active 
campanologist until his bells were taken away for the war effort, 
he used to be the editor of ©Ring-a-Ding Monthy©. Until taking up 
his position at St Aldhelms Church, he had previously been 
involved in missionary work, including a spell visiting the 
Umbarla-Umbarla. He now assists his Verger with sea scouts 
activities, and tries to compose interesting sermons to retain a 
dwindling congregation. 
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Lance-Corporal Jack Jones born in 1870, Jones was an old 
campaigner who had joined up as a drummer boy aged 14 and 
participated, as a boy soldier, in the campaign of Kitchener in the 
Sudan between 1896 and 1898 (Jones refers to ©when I was in 
the Sudan© throughout the series and in the feature film, to the 
weary exasperation of his colleagues in the Home Guard), and 
also fought in the Boer War and later inWorld War I. During WWI 
he was discharged because of his eyesight. By 1940 he worked 
as the town butcher, which occasionally enabled him to 
supplement his superiors’meat ration. Being a butcher also 
meant he owned a large van, which is seen frequently in the 
episodes as a transport for the platoon. The feature film features 
Jones©s van prominently, when - for comedy effect - it is modified 
to run off gas rather than petrol, and has holes in the side to 
shoot through. Jones was leader of the platoon’s first section. 

He has a story for every occasion, and will never hesitate in telling it, regardless of how long-winded or 
irrelevant it is. Despite being the oldest member of the platoon, Jones demonstrates an almost boyish 
enthusiasm for combat and is the first to volunteer for anything, no matter how ill-advised that may be. 
In the second episode "Museum Piece" we find that Jones© 88-year-old father is still alive and is 
watchman at the Peabody Museum of Historical Weapons. There is a mention of Jones© Elsie, not 
confirmed as a spouse as Jones was confirmed as a bachelor in the final episode "Never Too Old", 
where Jones married Mrs Fox (a lifelong love interest). 

 

 

Private Joe Walker — a black market “spiv,” Walker was the only fit, 
able-bodied man of military age in Walmington-on-Sea’s Home Guard. 
His absence from the regular armed forces was due to a cornede beef 
allergy, evidenced in the episode “the loneliness of the long distance 
Walker”. Mainwaring often turned a blind eye to his profiteering as he 
could sometimes supply the platoon (and Mainwaring) with useful 
items. On more than one occasion, Walker’s willingness to use 
underhand tactics allowed Mainwaring’s platoon to triumph over rivals 
in the Home Guard, Army and ARP. A chain-smoker of black market 
cigarettes, even when on parade, he was disciplined several times by 
Captain Mainwaring for making jokes at inappropriate times. The 
actress Wendy Richard appeared in Dad©s Army (first as Edith Parrish, 
and later as Private Walker©s girl-friend Shirley). 

 

 

Private Frank Pike a cosseted mother’s boy, constantly wearing a thick 
scarf with his uniform to prevent illness, and often the target of 
Mainwaring’s derision (“Stupid boy!”), Pike was a junior bank clerk. He 
called Wilson “Uncle Arthur”, and although never explicitly stated, it was 
often implied that Wilson and Pike’s mother were having a relationship. It 
was also occasionally suggested that Wilson was Pike’s father (although 
the writers only acknowledged this in interviews after the programme 
ended). He frequently threatens to set his mother on Mainwaring or 
Wilson whenever he is shouted at or forced to do anything he doesn’t 
want to do. He was seventeen and an avid movie fan, often recalling and 
reenacting things he©d seen in films. 

 
 

 
 

Private James Frazer born in 1867, a dour Scottish coffin maker 
and a Chief Petty Officer on HMS Defiant in the Ryal Navy who 
served at the Battle of Jutland (although as a cook). He was 
subsequently demoted after a drunken accident with a boat 
hook. Frazer was tight with money, had wild staring eyes, and 
was known for issuing regular pronouncements of doom ("We©re 
doooooomed..."). In the early episodes, Frazer was the keeper of 
a philately shop, but by series four, the writers had decided that 
he should become the localundertaker, in keeping with his 
gloomy nature. He sometimes led rebellions against Mainwaring 
and was the only member of the platoon to be portrayed as a 
villain in episodes such as “a soldier’s farewell”, “the two and a 
half feathers”, and “if the cap fits…”, where he took over the role 
as Captain though for the most part he was loyal and well-
intentioned. 
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Private Charles Godfrey born in 1866, he is the platoon’s 
medical orderly, who had served in World War I as a  
conscientious objector medical orderly, winning the Military 
Medal at the Battle of the Somme where he went out into no 
man’s land and saved several lives (as mentioned in the episode 
“branded”) before becoming a tailor at the Army & Navy Stores 
where he had worked for 25 years. Godfrey, said to be 59, was 
an amiable, vague, lifelong bachelor who lived with his sisters 
Dolly and Cissy in an idyllic cottage (Cherry Tree Cottage), and 
was a martyr to his weak bladder, leading to many requests to 
be “excused”. He was very loyal to Captain Mainwaring, except 
on one occasion when he took part in a plot to make 
Mainwaring’s feet hurt. 

 

 

ARP Warden William Hodges Mainwaring©s greatest enemy - 
the local greengrocer with dirty fingernails who by night 
becomes the local Chief Air Raid Warden, ordering all and 
sundry to "Put that light out!". A ©common little man© according to 
both Mainwaring and Wilson, he would do his upmost to get one 
over on the platoon, even going as far as rowing out into the 
darkness to reprimand them for showing a light. He regularly 
teams up with the vicar or the verger against the Captain. There 
is slight friction between Hodges and Wilson, as he is Mrs Pike©s 
landlord, and has, on occasion has taken her out for a drink - or 
two.  

Although showing signs of cowardice, there is no doubt that he would stand up against the Nazis 
would the occasion had arisen. Hodges served in the army during the last campaign and acted as a 
guard in a prison camp, where he managed to learn German, and is well respected in the town as 
their best bowler on the cricket team. He is aided in his shop by Mabel.  Totally discontented with 
Mainwaring’s platoon, he took it upon himself to create a “ Civil Guard”  to take on the invader 
should need arise… 

 
 
 

 

Mrs Mavis Pike Widow, and mollycoddling mother to Frank 
Pike, and doting companion to Arthur Wilson. She rents a house 
from Mr Hodges, and looks after Arthur©s ration books, although 
he has his own accommodation, it is suggested that they 
cohabit. This is further emphasised when Frank states that he 
leaves after he has gone to bed and returns for breakfast before 
he gets up! Mavis is not afraid of anyone, least of all Captain 
Mainwaring, of whom she is jealous because as the war 
progresses, he is spending more time with her precious son than 
she Is. The Pikes moved from Weston Super Mare, Somerset, at 
the same time as Arthur Wilson was transferred to the 
Walmington Branch as Chief Clerk.  

There are rumours that Frank is Arthur©s son (confirmed by the shows writers), but this subject is never 
given enough time during the episodes. Mrs Pike is comfortably off, having shares invested paying 
good dividends, but is restricted due to the imposition of rationing. 

 
 

 

Verger Maurice Yeatman First seen as caretaker of the church 
hall, and soon to re-appear as the verger, still with a duster 
hanging from his belt. Responsible for the upkeep of the church 
and hall, the platoon, he feels, just creates more work, with their 
great big hob-nail boots. He is a bit of a sneak, and will always 
go running to the Vicar to ©tell© on Captain Mainwaring. He was 
once caught ©picking bluebells© with Mrs Fox, much to his wife, 
Anthea©s, disgust. Although he can be trusted to lead the Sea 
Scouts, he cannot be trusted with the church collection, having to 
take it home to count is one thing, but taking it to the Red Lion is 
another...  
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Lance-Corporal Sponge Local sheep farmer and regular 
member of the platoon. (Private) Sponge was in charge of the 
number two section of the platoon - Corporal Jones© opposite. 
Sometimes forgotten by Captain Mainwaring, they took over 
once Jones© section had finished. Private Sponge was asked to 
provide a ram from his flock for The Big Parade, but it was a the 
time of year when they were "a bit funny" and very difficult to 
catch. His farm, on which he lived with his wife, was situated 
quite close to the town, or at least within a short march.  
For game purposes, Sponge has been promoted to Lance-
Corporal (Jones won’t like this…). 

 

 

The Home Guard Colonel The Colonel keeps an eye on the 
Eastgate, Eastbourne, Dymchurch, Dymwhich & Walmington 
platoons. Visiting from time to time and getting news of their 
latest ©hair brained© schemes. He is a very patient man, with a lot 
of military experience behind him. He is not one to dull the 
enthusiasm of anyone. He is certainly on the side of the 
Walmington-on-Sea platoon, and has cause to turn several blind 
eyes. 

 
 

 

Captain Square A wealth of military experience lurks beneath the 
brusque exterior of this well meaning individual, frozen in the ©Colonel 
Blimp© mentality of earlier campaigns, he will not compromise. Do it his 
way, or not at all. Too old for regular service, he finds an outlet in the 
Home Guard for his frustration. After all, who would not want a Colonel 
who served with Lawrence of Arabia between 1915 and 1919 in the 
desert? He lives at the impressive Marsham Hall, and first crosses 
swords with Mainwaring (“Manweering”, as he calls him) when offering 
to supply arms to the Walmington platoon in exchange for taking 
command of his men. When he fails, he joins the Eastgate platoon, 
enlisting his butler, Parkins as Sergeant ("rotten sergeant, damn good 
butler"). 

 

 

Mrs Mildred Fox (later Jones) During the course of the war, Mrs Fox 
sadly becomes a widow. This is good news to butcher Jack Jones who 
has admired her for sometime. This admiration is returned, with little 
©extras© being passed across the counter on her visits to his shop. Beset 
with bad luck during the war, we hear that her brother did not make it 
through by the time she has been courted by Jones and accepts his 
hand in marriage. She is also very fond of George Mainwaring and even 
asks him to give her away since she no longer has any male relatives. 
Always looking her best and with her trademark fox fur draped over her 
shoulders, Mrs Fox brings light to any room she steps into to.  

 

 

Claude Gordon, Town Clerk The fussing Town Clerk took over during 
the war years from Mr Rees, and attempts to bring some life into the 
town, arranging visits from Russian dignitaries, bazaars, a Spitfire Fund 
and themed events. Despite his vagueness, he manages to chair 
meetings, and control proceedings in the light of interruptions from those 
present. He is not liked by Jack Jones, for the simple fact that he was 
©stepping out© with Mrs Fox for some time, despite being a ©bald headed 
old duffer©. He has a weakness for fleshings and everything is "very 
nice, very nice indeed".  

 

 

Mrs Anthea Yeatman – the verger’s wife.  Tries to keep control over 
her husband (and mr Blewitt as well…). 



 21

 

 

Shirley Pvt Joe Walker’s girlfriend.  Because of her appearance and 
(not very lady-like…) manners not at all a favourite of Captain 
Mainwaring. 

 

 

Mrs Elizabeth Mainwaring – always on the phone (or the portable 
wireless set…) to her husband, but never appearing in person… 

 
The Home Guard Grease Gun (…). 

�
As soon as the Home Guard units had received proper 
uniforms and weapons instead of pitchforks and the 
like, it was realised that drill and practice at the fire 
range wouldn’t be enough to make real soldiers out of 
the recruits.  Staging mock battles in the area to be 
defended would be crucial for their success.  This was 
all very well, but how would casualties be simulated?  
They couldn’t just open fire on each other, could 
they?… Fortunately for the troops in our area, Pvts 
Walker and Frazer came up with a brilliant idea which 
they named the “Grease Gun”: a combination of a rifle 
and… a grease gun, which they patented…   

Walker had a sufficient supply of these from an 
overstock and Frazer engineered the combination 
in his workshop.  These fine gentlemen (…) 
graciously  agreed to produce the Grease Guns 
for a small fee (“to help with the war effort”). 
The principle was simple: the grease gun was 
attached to the rifle and a rubber tube (inserted 
airtight through the chamber in the barrel) guided 
the machine oil the grease gun was filled with 
(under pressure) in the barrel of the rifle.  Aiming 
the gun and pressing the grease gun’s handle 
resulted in a beam of oil being “fired” at the target.  
Any opponent covered in oil would clearly be a 
“casualty”.  “Wargames” could now easily be 
staged between different HG platoons or even 
Hodges’ “Civil Guard” without anyone being 
harmed beyond nothing a good scrub couldn’t 
mend… 

 

�

 

Other NCO’s (added for game purposes): 
Lance-Cpl Crankshaw (NCO 3rd Section Walmington-on-Sea platoon). 
Sgt Parkins (2nd in Command Eastgate platoon) 
Lance-Cpl Hinckinbottom (NCO 1st section Eastgate platoon). 
Lance-Cpl Glasscock (NCO 2nd section Eastgate platoon). 
Lance-Cpl Bonkers (NCO 3rd section Eastgate platoon). 
ARP Assistant Chief Warden Asperagus. 

 

 

Wireless set: both the HG units and the ARP have finally received wireless sets for 
better communication between the troops.  Captain Mainwaring has installed an extra 
set in his air raid shelter at home, presumably to be able to be contacted at all times, 
but really because his wife insisted on it (…). 
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APPENDIX 3: CONVERTING THE SYSTEM. 
We are aware that some might not want to play on a hex grid or (for starters) invest time, effort and some 
money in creating the dice as per these rules.  Therefore, we offer this conversion page.  Please note that the 
special dice are easier, faster and more fun to use than normal D6, so – if you have tested the game and you 
do like it – we advice to create the special dice then. 

5 cm

 

In case terrain without an hex grid is used, the figures  of a unit must be 
deployed in a 5 cm radius from the centre point of the unit: ) .  
Measurements are taken from this centre point  for movement and to 
the centre point of the target for battle. 

Conversion from hexes to cm: 
Range 
band 

1 
hex 

2 
hexes 

3 
hexes 

4 
hexes 

5 
hexes 

6 
hexes 

7 
hexes 

8 
hexes 

9 
hexes 

10 
hexes 

11 
hexes 

12 
hexes 

from 
cm 

0 10+ 18+ 26+ 34+ 42+ 50+ 58+ 66+ 74+ 82+ 90+ 

to 
cm 

10  18   26  34  42  50  58  66  74  82  90  98 

. 
Activation die (use small D6): 

      

      
Activation dice: Instead of using D6 (or blank dice as per rules), you might print the symbols from the dice 
sheet, cut them out and glue them to card to create counters if you prefer. 
 
White Battle die (use a white D6): 

      

      
 
Yellow Battle die (use a yellow D6): 

      

      
 
Green Battle die (use a green D6): 

      

      
 


