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“ TO ARMS!”  
Hex based card driven 1919-1938 wargames rules 

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.  The author of these rules is in no 
way connected with this company, 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. 
We use blank dice from http://www.em4miniatures.com/acatalog/Blank_Dice.html 
 
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). 
 
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! 
 
There are only 8 pages of actual rules, but once you get the hang of it (usually takes 1 or 2 games), the unit & 
command cards combined with the terrain effects sheet will suffice 90% of the time to play the game. 
 
Have fun playing (as we do…). 
 
The design team. 
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COMMAND SYSTEM. 
Commanders. 
Generals (or “ warlords” ) & officers (= “commanders” in the game) may move up to 4 hexagons on foot, 
when ordered to do so (with or without units under their command). 
A general 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, HMG, or tanks & armoured cars.  The unit the general is 
with may ignore the first two flags cast against the unit per battle.  When a general is eliminated, the 
opponent scores 3 victory points. 
An officer 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, HMG, or tanks & armoured cars.  The unit the officer is 
with may ignore the first flag cast against the unit per battle.  When an officer is eliminated, the opponent 
scores 2 victory points. 
NCO’s. 
Sergeants & standard bearers (= “NCO’s” in the game) are integral part of a unit and cannot operate outside 
their unit. 
A sergeant is represented by one of the figures in the infantry or cavalry unit he is part of and must be 
identifiable as such.  A sergeant may add 1 white die to the total cast by the unit he is part of, but not with 
HMG, artillery or vehicles armed with HMG or cannon, since these units have no sergeants (in the game).  
“Sergeant” is loosely used here to represent a senior NCO, hence only few units have “sergeants”. When a 
sergeant is eliminated, the opponent scores 1 victory point. 
A standard bearer is represented by one of the figures in the infantry, cavalry or artillery unit he is part of and 
must be identifiable as such.  A unit with a standard bearer may ignore the first flag cast against the unit 
per battle.  Standard bearers are included in these rules because (in some conflicts) they still had significance 
during this period.  An army may only have (up to) 1 standard bearer per “regiment” on the tabletop (e.g. there 
are 4 units of “the Buffs” present, but only one may carry the regiment’s standard).  Eliminating the standard 
bearer has no effect, since another member of the unit will pick up the flag.  However, in case the unit is 
completely eliminated, the standard is taken by the opponent and he scores 2 victory points.  Vehicles may 
also carry standards, be these are regarded as “couleur locale” and have no influence on the game. 
A commander  or NCO 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. 
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 armoured car 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. 
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UNIT CARDS. 
Unit cards. 
Since during World War I, mechanised conflicts were on the rise, and due to the growing number of different 
units involved, 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. 
 

Regular
Guard infantry

Strength points: 8

Firepower:

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

1-2
3-4
5
6

W W W
W W
W

W W G
W G
G
W *With LMG

4

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 maximum strength (e.g. 8 points = max. 8 figures in the unit). As per scenario 
(or in a campaign) certain units might be smaller (less figures left). 
Max movement (when firing and otherwise) as per ranges & dice symbols below. 

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; 2 white and one green if the unit has an 
LMG). 

6  

The figure in the flag denotes the number of figures left in the unit before it has to 
“take flags” (see retreat rules). E.G. “4” means flags have to be taken when less than 
4 (3-2-1) figures are left in the unit. 
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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 tactics & 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.  
 
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 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.  If you wish so, some cards may 
be discarded (e.g.: if you don’t want minefields in a game, leave these cards out). 
 

Command cards & activation dice: some command cards offer the player the opportunity 
to either gain extra activation dice or swap a dice for a more powerful one, or perform a 
‘special action”.  The original dice cast are printed in white on the command cards, the extra 
ones (or received in exchange) in light grey. 
We suggest you make two sets of activation dice: 14 (the ones to be cast, 7 per side) on dice 
in one colour, 8 (as per command cards, 4 per side) on dice in another colour.  We use white 
& black blank dice for this purpose, but the choice of colour is up to you.  When a command 
card is played, the (white) dice cast are replaced by black dice, thus indicating clearly to both 
sides what unit(s) the command card refers to.  This way mistakes are being avoided and 
when a unit with black dice performs an action, both sides can check the command card 
played in connection with these dice if they wish so. 

 
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.  
 
 
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. 
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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 destroyed or per 10% 
of the enemy force plus victory points for eliminating commanders & NCO’s – see above) 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 or dice (together), determine the player 
holding the initiative & each side draws a command card. 

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. 

 

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).  In 
case more than 9 units (per side) are involved, 2 variable dice may be cast. 
 
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 (or dice). 

Activation dice symbols: 
 

 

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

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 or HMG unit. 

5.  authorizes the activation of an infantry unit, be it aboard a transport or not, a 
cavalry unit or any other light unit not covered by the above.       
 
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 ( ). 
Players are allowed to “ upgrade”  (5-1 – see above) the results of the activation 
dice if they wish to do so by trading two lower dice results for one of their choice 

(   may be traded for e.g. ). 
 
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 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.  A unit entering the ZOC of an enemy unit ends its turn there. 
You may never split a unit.  The individual figures or models within a unit (possibly including NCO’s) 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 or if ordered by a command card.  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). 
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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 (unless ordered by a command card), 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. 
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). 
 
Artillery (guns) may only be operated by regulars and “ experienced militia” . 
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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.  Units without firearms can only engage in close combat. 
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. 

 
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. MG concentration in infantry units, 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 for destroying the unit.  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. 
 
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, HMG, tanks or armoured cars). 
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 8 figs 
- motorized (softskin wheeled vehicles) – up to 8 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 (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 
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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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“ TO ARMS!”  – terrain effects sheet. 
               terrain                move    +- hexes (range) *          line of sight 

Wood Stop & do not battle. Attacker: 
    +1 infantry & HMG  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, HMG & 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 & HMG 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 & HMG 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 & HMG 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, post WWI 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 2 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 units (A/C’s, motorbikes, cavalry, cars)  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 cars, cavalry units, open cars & motorcycles. 
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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): 

      

      
 


