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A. THE ADVANCEiJ RULES

A4HE ADVANCED RULES ALLOVSSMRIR AES
eration' Michael' from March 21to April 8@ THE DATE WH
"Georgette, the German offensive in Flandertawashed.

The advanced rules introduce several new conteptetreate speci®
factors that affected the actual campaign: Allegidination, the evolu-

-~ . .

player who launched the last offensive will hoditiitiative. The other
player is the reacting player.

MAMLER. ATHESNT S @\ WIEEDHOK BhTthe players game aid where units de-

E BiroyEdErRcArbaDaxe placed. They may returndgtime depending on
the results on the Replacement Table.

c s 2AN D O Mntarkegsithat@re randomly drawn by players each tur
to simulate the random aspects of the campaigneVéets have a large

TION OF 3 TOSSTRUPPEN TAZIDIE & VAND ST|ddEedTdiie@dy@ds adtheTgame.

paign itself.
These rules are not meant to make the game morplednThey are

organized in such a way as to enable the playessitdhe rules as they u
THEM )N ADDITION MOST OECITHESERND
tion of the effects from the random events thatpane of the advance
GAME 7E SUGGEST THAT THANPIOAY EN&
much detail ahead of time, so that when they allegpand played th
players will enjoy the element of surprise andd@y as the game pri
gresses.

These rules are organized by letters to distingbesh from the Basi
rules set.

- B. NEW SEQUENCE OF PLAY

R B FERS@@dame Bddrence of play is as follows:

TADMINISTBABIVE SEGUENCE

s 2ANDOM EVENT MARKER CHIT PULL
- s $SECLARATION AND PLACENM¥END N B O R¥FIEN,
s 3UPPLY PHASE
s /IPTIONAL /FFENSIVE PREFARA PIOANYYPRAS
s 2EPLACEMENT PHASE

JF A CONmICT BETWEEN THE!'DWAONREBEDHBUEEBSVWCRCOURMENH PHASE
always take precedent over the Basic rules wheartpaign gameisbd- s 'IR SUPERIORITY PHASE
ing played.

Note to players who have the gaviegne 1918The advanced rules fqr 1ST OPERATIONAL SEQUENCE
Somme 1918&re different from those for Marne 1918. The ratie for s TEATHER

THIS IN THE GAME DESIGNSHISSTEGRTC/ALH]
several weeks, which would not allow the full igeeocampaign rules
from Marne 1918 The victory conditions iBomme 191&e also judgeq
differently and do not depend on the success of each affdmgivn the
®nal result of the campaign

The next title in the series will cover the Germoffensive in Flander

and will be able to be linked into one grand cagipgame to play out thg

3OMME AND &LANDERS OFFENEINE®W ABY¥
based on the experience from its two predecessors.

DESCRIPTION OF NEW PLAYER GAME AIDS

Each player has a game aid card that will havelltheing elements:
For the German player, the card ha8 AR ATE G | C MBeBHIRitY

YAS NRINT LASTHWREEDP LAY ER
JNITIATIVE PLAYER
JNITIATIVE PLAYER
JNITIATIVE PLAYER

"

MOVEMENT PHASE
COMBAT PHASE
DISENGAGEMENT PHA.
EXPLOITATION PHASE
STRATEGIC MOVEMEN"

2EACTION PLAYER MOVEMENT PHASE
2EACTION PLAYER COMBAT PHASE
ANNEOZTE ARCTIILIE & ALAYER DISENGAGEMENT PHAS
s 2EACTION PLAYER EXPLOITATION PHASE
s 2EACTION PLAYER STRATEGIC MOVEMENT

S
S
s )NITIATIVE PLAYER
S
S

2ND OPERATIONAL SEQUENCE
E @ eoffensive was declared) follows the sameseg

CAN BE PLACED WITH THE ICSEEGE RYVYEVEANSDVER h'3H RIAETRE G

IRGANIZATIONV EVENTS
4HE 'ERMAN PLAYER S CARD ASB68OKA W
CAPTURED h'ERMAN OBJECTIVEvVv MARKER
Both players' cards havebeE ST R O Y E DaBbdN\aPTESP BAXE M H
that is used to return eliminated units to the game
Both cards have a®%% VE N T S [kl foHhbdNimy the player's randorf
event markers that haven't been played yet.

3RD OPERATIONAL SEQUENCE

A E(IRAR tiféhisive WakEl€xiared) follows same seguenc
S ARE PLACED

N END BFETURN SEQUENCE

Both cards have af6VEN T S boX whdtdthe players can put thmlp RANDOM EVENT

cups containing the random events.

CAMPAIGN SET UP

CHIT DRAW PHASE

C.1=DESCRIPTION OF RANDOM EVENTS

set up.

4HE h'ERMAN OBJECTIVEV MARKEMBS
drawn and placed, one at a time, according toethepsdirections with the
h)RON #ROSSv SIDE FACE UP

%ACH PLAYER DRAWS HIS RA#®DOM EVE]

GLOSSARY

s 3TRATE G IC hibkdhplayers ga&meéid where units are plgced

and held until they are put into play as reinforeats during an offen
sive.

s /FFENSIV Endbm leverit Marker allowing to launch an offgn
SIVE #HARACTERISTICS OARKXERE MEFVE N
are obtained by a random chit pull.

The players set up their units according to thepeagm scenario initia]

Each side has a set of random event markersgdistied by the color of
the counters and the symbols on the back sidekade for the Allies and
H21@MEHICYosS foiGheASeRrarns. L
Each event is described in detail on the playee géas of each side.
3AMPLE RANDOM EVENT MARKER

TS AS L ED IN
Chargeofthe
e

FRONT BACK
(the name of the event, (indicates the turn when the event

R E/\ﬂﬁﬁi”%@ﬁﬁggf Ganadiarts put into the players draw pool,
VA

her§

s) NI | The player that has the initiative goes ®rst duiturn. The



JN ADDITION EACH EVENT CRIPHA®N COTH
one or more symbols, noted on each side's gancaraid
4HE EVENT MUST BE PLAYHEDS TARE ™My
wise, it is returned to the draw cup.
& : The event can be kept and played in a laterduihcan be returned
to the draw cup.
#: The event can only occur one time in the game.
: The event may be returned to the draw cup afiemplayed, or thg
player can choose to remove it from the game.
: The event must be returned to the draw cup #fteplayed

C.2=SET UP OF RANDOM EVENTS

At the start of the game, each player sorts hit eakers by the numi

:I »
- -
g AR

FyEh

RTBABERRE OH BFONEYS 'RTILLERY 5NIFSENHAVEV KM
4HE ARTILLERY UNITS ARE IBMMBEBOBADELY m |
F R NheTefcRiRa oidimichtes for each operatimtplence
to come the bonus to apply for combat resolutiod tattical coordina-
tion. The numbers, from left to right, correspondspectively to the of-
fensive bonus for the three operational sequences

D.3 = SETTING UP THE OF FENSIVE

The player who declared an offensive for this starts by placing the
NUMBER OF ARMY ARTILLERYNSNESMIANRDKER
PLAYED INTO OFFENSIVE MQDERSHBENST FREI
tegic reserve box can be chosen for this purpesé.tNe German player

bers printed on the back side. The events numikkei@e placed inay HAS THE POSSIBILITY OF MOM NRE YBRRVE BRX

opaque container, one for each player.

The other event markers are placed on the turk toacthe turn box
with the corresponding number on the marker.

The containers represent the draw cup for eackplay

C.3 = DRAWING AND USE OF RANDOM EVENTS

map. These units must be placed within ®ve hezas or several friendly

HQ units that are already on the map at the begaof the turn, in their

command radius, and at least three hexes fromehrest enemy unit.
IPTIONADFRULLES THE REACTION PLAERMSIWE

ONE OR MORE FRIENDLY (1 URITS MHBNR H/O\

POSSIBLEv FACE SEE &

$URING THE !IDMINISTRATIVEDSEQUYE NRAWBABHRKERSY EIMIRANMUST BE OBE&F HB DPSER UN\G

random event markers from his draw cup.
The events with a red stripe on the back side beysiayed immediately
following the appropriate instructions.
For each event marker that the player draws, héaea&le during thej

Administrative phase if he will keep it , returtoithe draw cup, or removg

Important note: If one of the artillery units placed in 20ffemsade®
came from the Strategic Reserve box, it mustedeoplaa non-precarious
railroad hex, where a supply line can be trangdtaaailroad to a supply
source. (see 9.1)

b

it from the game. He places the markers he witl ikethe Events on han
box on his game aid.

At the end of the Administrative sequence, eagfeiptaay have no morI

than three event markeisxceptionthe three marker limit does not ag
to the German player on the ®rst game turn.

Each event is precisely described on the corresgpliied or German
random events card.

There is no limit to the number of events that banplayed during 3
single turn.

JN CASE OF A RULES CONmM BCFORHEAND
takes precedent over the Basic rules.

D. DECLARATION OF
OFFENSIVES PHASE

D.4 = THE STRATEGIC RESERVE BOX

4HE 'ERMAN PLAYER HAS A 3BRADAEHR RE
WHERE HE MAY PLACE UNITS VER THEG RMN
pyh3STRATEGIC RESERVEV h/FEBMEKAMRIERSY A
IN UNLIMITED NUMBER OF U NI RE SBR VEEBIO

| giventime.

IN UNLIMITED NUMBER OF UNHE STERAN BEG I M (
BOX DURING THE SET UP FOR AN OFFENSIVE

@ BLE=INKTEAFINER U L E

The player with the initiative plays ®rst during different operational
sequences. His opponent is called the reactioerpldye initiative belongs
to the player who launched the last offensive.

$URING THE DECLARATION DEROWHFEM SINE 3
GETS TO CHOOSE I RST IF HENBAWH S)H (1 E AD
opponent may not launch his own offensive this taven if he has the
necessary preconditions for doing so.

4HIS CHAPTER REVISES AND REPLAEEAINURUBESBGAAERERRAND IF THELRENCHINS PERE

D.1=GENERAL CONCEPTS

$URING THIS PHASE EACH PLAYER WBHG
INITIATIVE CAN DECIDE TN OEEENRBRE/BHE
so, the player must have available:

s ' MF F E Ndldhievent marker

S
box.
s/PTION A [se2 pdrdgraph F belodOR THE REACTI
AN (1 UNIT ON ITS hOFFENSIVE POSSIBLH
J)F THESE PRECONDITIONS ARECMAREBN
The act of declaring an offensive will give thgeplseveral advantage
DESCRIBED IN #HAPTER OF THE "ASIC

D.2 = DESCRIPTION OF OF FENSIVE MARKERS

ing the declaration of offensives phase, then lhgain the initiative and

his opponent will switch roles.
| N [RALNDGO VILHIEHENFSEVIE S ARE DE GIIEARNEID | ATIHZ EP E
NSrabRDMARE HIN G G\

'T LEAST ONE IRMY !'RTILLEHE RANTH GO ¢ E-HE%PP[YIPHASE
n

N E. = NERIRICATION OF THE SUPPLY STATUS

v GF UNITS AND EFFECT OF BEING OUT OF SUPPLY
O HAEENSH \RUCESI BE THE SAMEEAS IN THE "ASI

*F-OPTIONAL RULES :

A4HE PLAYERS OBTAIN /FFENSIVIEI NMA R K
the draw cup. Each marker is characterized byliog/ing in-
e Valkyrie
formation:
4HE .AME OF THE /FFENSIVRES ER

The number of cannons shown on the counter indictite _t 1 0/

=

BB

This rule is designed to prevent the reaction plagen preparing for
I RfféhsiBeTirOti Inex turn by launching attackbe preceding turn to g{
WEAKEN HIS OPPONENT S DEHFENRIEE VAP

)



IF BOTH PLAYERS AGREE RWIPERW hIN THE ArRhiltfat@rfverad Einforcements are platiegttly into the 2avail-
$URING THIS PHASE THE RBATURONNARLAGASS B WMERCHORPSER TV BOX AU PHRE BR G IR HNAG

HIS (1S ON THEIR h/FFENS IVIR (ORI SIIBILAHYV
FENSIVE OOSSIBLEv FACE TSAN /€A VEDN
m AG OF THE (1 4HE MOVEME NIEBUICEW A

INLY THE (1S SITUATED ON ALROED O\ M

FENSIVE 0OOSSIBLEv MODE

4HE FOLLOWING CONSTRAINTBNAREFARN
SIBLEv MODE

s 4HESE (1S CAN NOT BE MOVED FREEL
s .O ATTACKS CAN BE DECLAWRHEB IBIYTHH
range of these HQs.

4HE REACTION PLAYER CAN hAFFANY IVIE
mode onto its normal face, but he is penalizedvistery point per HQ
mIPPED

G. REPLACEMENT PHASE

$URING THIS PHASE EACH PLAIYHER RHERU
Replacement Table to see how many of his previglireipated units, lo-
CATED IN THE $ESTROYED 5CANSBEOREBN

4HE D ROLL CAN BE MODII HEIEAS SHOWN

The results on the Replacement Table gives fortygaelof division the)
number of step losses, or the number of corpdeaytilinits, that can b
REBUILT )F THERE ARE NO®EUNRGYEP BN
player can choose a unit from the left-hand coldirmm the unit type that
would have been rebuilt.

Example:On a result of 11, if the player has no artiliéty that werg
destroyed, he can choose instead to rebuild mss stea division of morgl
2t06.

Rebuilt units only recover one step loss; theyatame built back to full
strength. Rebuilt units can be immediately plagedhe map on or ad-
jacent to an HQ of the same nationality. They caesabup in an enemy

:O# 4HEY CAN MOVE FREELYATHE SAME ]

H. AIR SUPERIORITY PHASE

4HESE RULES ARE UNCHANGE&BEFROM TH

|. WEATHER

4HESE RULES ARE THE SAME AS THE "A
SEVERAL CONSECUTIVE TURM3XGEO® B H

HEXES TO @m OODED PLAINSBLREXES SEE

J. REINFORCEMENTS PHASE

$URING THIS PHASE EACH BICAYHRICBON
ments.

This shows what reinforcements are available antlith that they will
arrive.

Reinforcements arrive during the movement phasheoépeci®ed op
erational sequence:

s 61A A SPECIIC ENTRY HEX JIPERWMTER
the ®rst hex moved). For the Allied player, isfiexi®ed entry hex is in
ENEMY :0# THE REINFORCEMESUBPUM IS
closest to, and to the west of, the original ergry h

s WITHER STACKED WITH ORMDJRAKAN TS
a road hex or railway hex that leads to a suppltgs@nd that can trace
valid supply line (see 9.1). Reinforcement uniteotbe placed in an en
EMY :0# ! MAXIMUM OF DIVIEIOWST AN S
for this rule) may enter in this manner. This limittwo divisions is globa
to the two nationalities.

i@ IR &Vl A
EHEAABBIRAL | A

~MBVEMENT PHASE

The rules for moving combat and support units argame as in the

LVEBOO®R VLE P LBEED

cbe/GCOMBAT. RRASE

The rules for resolving combat and determiningdattoordination re-
BO/AIS B ARE ITHE SAME AS IN THE "ASIC RULE

JN THE 'DVANCED GAME UNIESPEAIGERATNET
stroyed Units box on the player's card and ardadlaifor replacements
(see G).

wMWDISENGAGEMENT PHASE

4HE RULES ARE THE SAME AS IN THE "ASIC
HTS GAME CARD

N. EXPLUITATION PHASE

4HE RULES ARE THE SAME AS IN THE "ASIC
ATTS TBYPX MHEHE

0. THE STRATEGIC
RESERVE BOX

4HE 'ERMAN PLAYER S GAMEVEABROXHWS BRE
temporarily place units with the purpose of brirggthem into play as re-
inforcements for an offensive.

IN UNLIMITED NUMBER OF UNIKK 2BEERBE A
UiReNtimélEY ARE PL

5NITS ARE REMOVED FROM TH B LAIGREAD ©OGII T
AS PART OF THE PREPARATIONS FOR AN OFI

' UNIT IS PLACED INTO THEERT RA EER CL DEASI
HONASIC RULES SET

s 4HE 'ERMAN PLAYER PLAYRBVENEP BBENBLZ
EVENT h"ETTER /RGANIZATIONV

s 4HE 'ERMAN PLAYER PLAYS V[ DR BYEREN

le

b IEARKYRBEVSEE

AINST WHERRAIBRR WILL

P. DETERMINING
VICTORY POINTS

REUINEARSELIST
P.1=GERMAN “OBJECTIVES” MARKERS
7INNING THE #AMPAIGN SCENARCRDMEPER DI
have been captured by the German player. Thestivigeare represented
BY THE MARKERS LABELED hERREREBREOTI
JECTIVE MARKERSV
IO ERIOABIO SNDE OF AN OBJEOT VMER MR RRDBI
nsymbol(s) depicted. The marker is placed front side up oméme as in-
DA € B TIBHABEASDHEN#AMPAIGN SCENARIO SPEC
The back side of the objective marker gives tlesvinly information:
TOOLAUNRB ER@MOLFY IICTORY OOINTS FF
B s 0OSSIBLY A PORTRAIT OFERAE
Joffre.
\ R THIMNEH B U NHERMAN PLAYER CA FHIE:
contains an objective marker, he removes it froenntfap ar
PLACES IT IN THE h'ERMAN /B JEAR
These markers will be used ®rst to resolve themasver.




h$OULL

determ‘ine the WI ner.

¥

P.2= ENDING THE GAME BY DEG‘ISIVE VCTORY
)F AT THE END OF AN !LLIED ERMARN PIOW/ER SEABJENCE THE

COMBAT UNIT IN IRRAS I.$ IMIEAN TRALQ EFATHEISE UNNES
OF SUPPLY THE GAME ENDS RAMEGIBGTHCY OABSYA 'ERMAN 3T

P.3 = DETERMINING VICTORY
AT THE END OF THE GAME

At the end of the game the German player totalsisiparned victory
points from the objective markers that he has cagtiHe adds or sub-
tracts victory points for the following:
s 60 TO HIS TOTAL IF HEP EHM 3 WNT & EOAN TTHB MAFS ARU P
the end of the game
60 FOR CAPTURING !'RRAS
60 FOR CAPTURING !MIENS
60 IF *OFFRE WAS NAMED 'ENERALISSIMO
60 IF OETAIN WAS NAMED 'ENERALISSIMO
60 IF THE $OULLENS #ONFERENNIRARADNDOM EVENT WAS
60 IF &0OCH WAS NAMED 'ENRALISSIMO

n

nuununuonuon

4HE 6ICTORY OOINT TOTAL INEURERANDO BDE TEREMINEFTHE WIN
victory:

s TO 60 !LLIED STRATEGIC VICTORY

s TO 60 !LLIED OPERATIONAL VICTORY

s TO 60 !LLIED TACTICAL VICTORY

S TO 60 $RAW 4HIS WASVHENE HIISHORICAMPRRESNLT
can be regarded as a German victory, the Germagr prayst do better

than his historical counterpart to win the game.

s TO 60 'ERMAN TACTICAL VICTORY

S TO 60 'ERMAN OPERATIONAL VICTORY

s OR MORE 60 'ERMAN STRATEGIC VICTORY
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CAMPAIGN sc’tuARm

SOMME 1918. BLOODY SPRING

J’FT 1’;, 5

N 2
e -

4HIS SCENARIO COVERS THETEANRII FOE- C R KR ATEENS - ROBMSTHEF HE X

chael to the stabilization of the front.

s , E N GBheldampaign scenario lasts 7 turns, from Marsht@April
8th 1918

s OLAY | NThelénhtiteh\game map is used for the campaigarizer]

s )NITIAL !LTHeADeS payets€ts up ®rst, using the Akirgbs
playing aid card.

s JNITIAL 'ER NheNceBrai player sets up second, using
German setup playing aid card.

s OLACEMENT OF h'ERMAN /BJECTIVEvV M

AHE 'LLIED PLAYER PLACEBRMASLW O TOHY

symbol on the front side into an opaque contaiderdraws them one at

time and places them on the map front side up,auithevealing the bac

SIDE ON THE HEXES MARKEBYWB®LA Sl
AND

- Next, the Allied player places all of the ohjeatharkers marked witf

TWO IRON #ROSSES ON THE RR@&NDRAWB

atime and places them front side up on the mépowttrevealing the bac

SIDE ON HEXES MARKED WITH TWO )RO
AND

&INALLY THE

#ROSSES ON THE FRONT SIRAWS TTH EM EO

He draws them one at a time and places them fidatug on the map

'LLIED PLAYRRERLSA@HSHf

s 4URN SECOND OPERATIONAL PHASE
TH $) ON A HEX CONTAINONGHFA HREOXAD
Amiens
ND $) AND ONE CORPS ARTHH BNFOR UM

INCLUSIVE
s 4URN THIRD OPERATIONAL PHASE
0 8) REGIMENTS AND ONE ICORN A [HE
TAINING A ROAD THAT GOES THROUGH H
s 4URN | RST OPERATIONAL PHASE

ND $) TH 153 $) TH "RIGADIEEEVEKAMRT
UNIT VIA A HEX ON THE NORTH NMARJ & D/EE

TH $) ON A HEX CONTAININGHAHEXAD T
Amiens.
s 4URN SECOND OPERATIONAL PHASE
ST #!. $) REGIMENTS AND TOWIRA AR NE

the THE NORTH MAP EDGE WEST OF HEX
s 4URN | RST OPERATIONAL PHASE
RD !53 $) BRIGADES ANIN THE $y O R/T.
ARKERGE WEST OF HEX INCLUSIVE
-E 0 REDRIDHFAR\OR BIARFORCEMENTS
il s 4URN THIRD OPERATIONAL PHASE
TH $) VIA A HEX ON THE HEST MAP ED
NGLE 3BRN #RIEXCIOND OPERATIONAL PHASE
TH "AV $) TH 2ES %) ANDS RDVBA A
ON THE EAST MAP EDGE NORTH OF HEX
INHTEIVid G RaIBlErAriuSt remove two corps artilleityafirnis choice
FROM THE MAP 4HEY RETURNBRKAEN NHEA
N #RROIES ISY RBAOYED
s 4URN | RST OPERATIONAL PHASE
f B REEH EREEBNGSE MA ND $) AND S"AV6H)TH R
NG NA[TA ANTBRAEXNEDX DN THE EAST MAP EDGE NOF
s 4URN | RST OPERATIONAL PHASE

WITHOUT REVEALING THE BATK SHREEOJRORE HROSARKEB)WIVIA A HEX O\ HHEFBAEDS |

SYMBOLS AND
s 2ZEINFORCEMENT SCHEDULE
2EINFORCEMENTS ARRIVE ASHEE SV R NBEH
&RENCH REINFORCEMENTS
s 4URN |IRST OPERATIONAL PHASE
TH $) TH $) TH $) OMUAHA NHAERX
INE CORPS ARTILLERY UNIT ¥DAGE HE
s 4URN THIRD OPERATIONAL PHASE
ST 9$) ND $) TH $)
artillery unit via a hex on the south map edge

s 4URN I RST OPERATIONAL PHASE
TH #AV TH #AV TH $) A HE&) M ]

map edge.

s 4URN SECOND OPERATIONAL PHAS
RD $) TH $) REGIMENNIENTS THA

artillery unit, and a corps artillery unit via &t the south map edgd.

s 4URN I RST OPERATIONAL PHASE
ST $#0 TH $) REGIMENTSTS THTH
TH $) TH $) (1 )ST 'IRMVIILEFOWN

one corps artillery unit via a hex on the south redge.

s 4URN IRST OPERATIONAL PHASE
ND $#0 RD $) VIA A HEXGE&N THE

s 4URN | RST OPERATIONAL PHASE

TH $) REGIMENTS THGNE CAOR

lery unit via a hex on the south map edge

s 4URN IRST OPERATIONAL PHASE
TH $) AND TH $) VIA A HED)GEN T

"RITISH REINFORCEMENTS

s 4URN | RST OPERATIONXLCPOHNASEN

THAT GOES THROUGH HEX TO 'MI

E'I

s 4URN
TH $)

IRST OPERATIONAL PHASE
VIA A HEX ON THE HER®T MAP ED

DD ISR HHEASH HEERR *AQ P ILLIED DOCTRINE
The doctrine of the Allied troops is as follows:
s &RENCH &OCH DOCTRINE
FONCERETISH EVOLVING DOCTRINE w
ON THE SOUTH MAP
s 3PECIAL 2ULES FOR 30O0MME

AN ARND/ /A ETORPBE N SUNE

The German player begins the game holding thenfolipevent mark-
ERS /FFENSIVE -ICHAEL .ORTH /FFENSIVE -
REAYSBENWNHIVE -ARS AND "RUCHMULLER

Note:the events 20ffensive Michael North® and 2Offéiiskieel South®
F-represent the same event, 20peration Michaed #d markers are placed
BN AlifkRER33erman army artillery level units to indigatéfferent modi-
®ers.

The German player holds the initiative at the sththe game and must
) SIRENGCMENJRING TURN THE ANBPENSCWRAE Lh -
H iR N AONBIRg characteristics:

n 4WO ARMY ARTILLERY UNITHBEMAY BB Rk EI
MODE /NE OF THE TWO UNITS MUST BE IN H
S OWU/MF BNAPI\ED MODII ERS

FOR THE ARTILLERY IN HEX

P$) ARANDPOR THE OTHER ARTILLERY

The German player also receives the bene®ts HierrBruchmuller
EVENT MARKER AS DESCRIBEB IMHIS MARKE
H P IS\OOETH QOMNA RN ARMY ARTILLERADUNSTONITHI
th Army HQ.
N & NB)TRIGRAND A HEEE 'ERMAN PLAYER QHASEI L A/UN
NSN TURN THE 'ERMAN PLAYERARSST LAUNC
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'"ENERAL VON (UTIER

The German general von Hutier had perfectly midstanew combat tec
niques thanks to his experience using them oisdlaa Rnd Italian frontg
He was also close to Colonel Bruchmuller, aridretkgense of artillery.

At the start of the initial game set up, the maskklutier is placed orf
THE (1 OF THE 86))) 'RMY (E MUBDRREM
GAME OR UNTIL THE EVENTSWABGKER hi
the HQ unit that v.Hutier is stacked with is elimied, he is removed fro
the game.

The v. Hutier marker gives the following bonuses:

.
.

S e 20 WG
NIUAY S
p c “: — oI :

-
o 3
3+

&RENCH REINFORCEMENTSSAND h.O IRTI|
- To try to quickly shore up the catastrophic situatiaused by the Ger-
. man attack, French divisions were rushed to the fathout their usual
complement of divisional artillery.

$URING TURN AND DURING THEORTUWCRNER £
IENVBERBNSHARRIVING AS REIN RAORNIE MENMS 2
@MNivhE EhBYEdRe) BiSceld Bnthe map board.

! hNO ARTILLERYvV MARKER GINOENSSTHE FOLL

s -ORAL

s ITTACK AND $EFENSE STRENSGRABUNDHDBL

s #OMBATS THAT OCCUR WITHYNUTHEREI
WILL RECEIVE THE BENE| U FBR PRIRTSI

> G -ADBIHEEMDE NWTHAIRIEOW AN CE
CROAMTBIAE BSOARITRF THE 'ERMA N ICAONEBRA W APKEA

nus shift, bonus for the tactical coordination &alsind advance aftercoff- ROLL FOR EACH OF HIS hNO ARTILLERYv MA|

BAT THROUGH ENEMY :0O#

s DR OR LESS THE MARKENOI® REMAOVE®D /

s #OMBATS INVOLVING 3TOSHBEAES,ED OB BEECEKIREMEORE THE MARKER REMAINS

ANY SPECIAL BONUSES
hit points as stated in the Basic rules.

s 4HE h"RUCHMULLERv MARKER MBXE BE
where v.Hutier is stacked.

(OWENMEBRE A SHD

TSHRBBORB UNIT C
s UNITS ON A RAILROAD
P §AEE[MSWO NHANRH D
s UNITS IN TERRAIN OTHER THAN CLEAR

s $URING AN OFFENSIVE COMBAEUNITNI WA BRABIDEXAD OR ROAD TBRABEBE2NGIUSE

with v.Hutier may be placed in reserve.

s 4HE (1 UNIT THAT IS STACKEMOWMEH U
movement phase, but it may move in the exploitagibase with its full
movement allowance

,UDENDORFF HESITATES

IN AN ENEMY :0# &RIENDLY UNIOR DHINPGR
2 NN QU THERD CAIOILE RATION
At the start of the German offensive the Alliastdiduini®ed command,
and other than for some agreements about s#atkggation conducted
their military operations independently. The ndiomaf Foch at the

During the campaign the overall German commarnbtgrdasff hesitatefl Doullens conference helped to promote coope@tieentthe Allies, but

several times over the strategic goals fordtismgaterfering with how
was carried out.
The German player cannot use the same army artilfétrin 2offensive
MODEvVv FOR TWO CONSECUTIVE TURNS
INCE THE h#HOICE OF 3TRATEGWVSRRND
has effect for the remainder of the game.
&LOODED PLAINS
IT THE START OF THE GAMB OBED PRR A
AS CLEAR TERRAIN FOR ALE EHEBREATI
result “overcast' is rolled ®ve times (in totatl,consecutively) the modi
|ERS FOR @m OODED PLATNGF TTHHEEN GAARVPH]]
OETAIN S RELUCTANCE

| it was still not total.
The following rules apply at the start of the gaand, remain in effect
UNTIL THE OUTCOME OF THETh$OULLENS CO
s 3STACKING RESTRICTIONS
D W@ VTESN TG ESOPEREEENT NATIOCERTHEIRE S) WM LY $
treat where a unit moves into a hex with units fratifferent nationality,
the retreating unit must move one extra hex to intbis. Units that have
& udigEmR o ErE@iBndityrretreating throutteir hex become disor-
H R hGid@! STTREENG O tieEnits' retreat.
s #OMBAT RESTRICTIONS
| E-SJritsoRdiffereft natieiilities may not attable tsame hex.
- Artillery units cannot participate in attack anefehse in combat with

Marshal Petain was extremely reticent to semdaeménts to his Britigh units of a different nationality.

counterpart General Haig, especially in lighe @rttish rout during th
®rst days of the battle.
At the beginning of turn 2, before each Allied moset phase the Allieq
PLAYER THROW A D AND CONSULTS THH
dr 1,2Full cooperation. All French reinforcements arrive as

dr 3 : During all of turn 2 and 1st operational sequence of tufn

ments arrive during the sequence being played with their artil
die roll result as no effect.

dr 4 One French division, at the choice of the Allied player,
sequence will arrive instead during the next operational seqy

h

IR UNITS MAY NOT mY MIERIQONRTION BEH/

Clari®cation:For the purposes of this rule Canadian, AustaatiBNew
Zealand units are considered British nationality.
FOHERNWHE ENAEBENE h$OULLENS IC OR FEEREN OF
clhzdtites thay toernegated during the rest of theegdepending on who

ig na e ?E Simo.
o )5}%\‘} ‘1% NERALISSIMO ANEIR AHIBD RAWND

At & Qo3 ﬁl& % are negated.

)F *OFFRE IS "ENERALISSIM@ONAN® AHAYEWDE R
schediMedE R ark®NthiNEGATE /.% OF THE ABRN E4RIE!
ere® X ThiOsulMoBRISER 1S THEN RETURNED TO TI

during the 3rd operational sequence, the scheduled reinforcgment idoél@yet UintPileOF 3 TOSSTRUPPEN TACTICS

1st sequence of the next game turn.

The doctrine of in®ltration tactics for the &tegsstruppen units was de-

dr 5 The British must hold! The Allied player must ®rst movj
but none of his French units. If he does not place more tha

markers on his British units, he can then move his French ufitg,

| veloped mainly by the work of General von Hutieg the battles of Riga
- f#ﬁlﬁn&ﬂ%ﬁc}mgﬁd Camporetto in the Ithater. At the beginning
" le Iglﬂ',g%@?% generals commandingimeu@ll and XVII
S

AiCEBKFuppen for costly &ssaalts, bleeding these elite

markers are placed, the French units remain in place. French reisdprcenients atE\@ a4 of Ludendorff.

mally, but may not move further pending the actions of the BiitisSi WS DOCTRINE FOR USING 3VTOLS/S NBUFPLPLE N
dr 6 The British must ®ght! The Allied player must ®rst moJe &AMz Blitkshlumits, LY THE 'ERMAN ®CARENRE ¥ IMMAD

but none of his French units. If he decides to declare two congbdtsVatN<BNtisWUnis R S MASTERY W BOX DOICTHREN

(this declaration is an exception to the Basic Rules) and the ¢deR H&iB#efore adding in s

bombardments is at least 1/1, then he can move his French nété“ﬁt@@I _tag ﬂteﬁ%@@'ﬁ@g}?gﬁ’sc;i:c?(aetg \E\r/‘lf‘r: :xm:hmafﬁe?vaﬁx

the French units remain in place. French reinforcements arr I, éiﬁ ﬁ’_lﬁ%

move further pending the actions of the British units. m/ "rl§ NEITS OF 3TQ SSWLAH—PENL
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A 3TOSSTRUPPEN UNIT CAN EBESUSEB
rules.

THE %VOLUTION OF 3TOSS DOCSGSTTRIBIEP ER
random event is played that turn. The effect @ dombats involving
3TOSSTRUPPEN UNITS MORE UHER
THE 4#4 BONUS

)F THE h3TOSS $OCTRINEVAKARKOER $NM H
THE h3TOSSTRUPPEN DOCTRINER BB/BERDY
h#OMBAT BONUSv BOX 4HE EE¥BOI 330N
UNITS MORE THAN HEXES FROM. TGHEET
nus and combat bonus

&INALLY IF THE h3TOSS $ON TRIIE E ¥ Q/NB

HR- % XJavDENCard, @ndlibEkers4hat were not dravthebgllied player are
AR & ©a/hEiRvTHE h3T

As long as the conference is not concluded, tiezl Allayer repeats the

BhEd T oiAWGIE @bjec s rharkers in the followtimgn's Administra-
TIVE PHASE )F THE 'ERMAN (PILIAEER ARKETREF
Ga&Ed @ EE\t dhtalnkrkvhien the next turn begins.

S (FEIZEYTED E AN MARENCE IS COMRENOHIPBRS
3 GeREBND, ToBif thid yahe has endediladl objective markers are

HINFe ekt BfDeNGArR4G PIRyer's game card.

I UTCOME OF THE $OULLENS #ONFERENCE
KIESRDMSESICRHEADNAMED '"ENERALISSIMO

BOX WHEN h3TOSSTRUPPENHEOUARKER [[5VERWHED FNIANED#OOPERATIORANDB W ENE ND

THE h)NILTRATIONv BOX 4AE IRNEECVTNG
units receives all their bene®ts regardless iofdiknce from the von
Hutier marker.

4HE $OULLENS CONFERENCE

3 HO J BANORPENR ATIONV EVENT ABSERL AMHDRENS
Allied cooperation are lifted.
4HE RULE REQUIRING COHHEEONS ONEGHAE
random event marker for this is removed from thedlpool

During the chaos of the German offensive, artidenfiiench Army, und

Petain's urging, ready to break off contact wiBritish, the English General

4HE EVENT h/FFENSIVE &D RAWNSOAMD BEDN
4HE SPECIAL RULE hOETAIRGRREH B (RIEAWN/A

r

Haig agreed, at the Allied conference callechBdollplace himself undertthe game.
the authority of the French General Foch, Gloaling for the creationoffa s )F *OFFRE IS NAMED 'ENERALISSIMO

joint supreme Allied command.

4HE CONFERENCE TAKES PLAEP WAHEN
marker is played.

The German player gathers up all of the objectakens that he ha
captured so far in the game and puts them in amepaontainer. All
OF THE LEVEL OBJECTIVE N/IABROKE RSST I
map are removed from the map and set aside; tHegavbe counted

for the victory point total at the end of the gansed to determine thq

winner.
The Allied player then randomly draws ®ve obgatigrkers from the
CONTAINER AND PLACES THE M RAACKE LLCPC

map.
)F THERE ARE LESS THANERVH WEAR EBDRRH
cally promoted to Generalissimo.
4HE RESULT OF THE $OULLERSOBONEER/

4HE EVENT h#OOPERATIOAND® M ED/EEIN T @
EVEBEWBEOOPNERATIAONY EVENTLAYEPRAGEE BE.
either stacking or combat, is negated. The maskitien returned to the
draw cup.
4HE RULE REQUIRING COHHEBEONS ONEGHAE
D1 il NFEEBEINE ma iReD B $hisSsyremoved from tHedlpool.
4HE EVENT h/FFENSIVE &OKME IS REMOVE
s )F OETAIN IS NAMED '"ENERALISSIMO
4HE EVENT MARKER h#OOPHREAMIORED IB AR
events pool and all the rules restricting coopamatmain in effect for the

PrEs ot yad@IELLENSyV

4HE EVENT h/FFENSIVE &OKME IS REMOVE
I HRHEE GRENALIN ARMY GOES RIRECTLY TO TFH

4HE SPECIAL RULE hOETAINR GRREH B GRTEAVNA
FENGDBREKEEFRESND S ON TH

that the Allied player has drawn. The objectivekerarshow on their bac
SIDE THE PORTRAIT OF A &RIERNEGIFGRHEE
portrait).

.0 &RENCH UNITS CAN MO VHVER GPBERAE E
FRASPABISESEBe WA Bréhth units that are ndrthe river must move
south of it as rapidly as possible.



DESIGNER’S NOTES

By Nicolas Rident

he success and acclaim Néeirne 191&ushed Thomas ang
ME TO DEVELOP ANOTHER GAMR N

for Marne 1918 AND THE EXACT /RDER OF
EASY TO OBTAIN 7E WANTED RHBEERA
be compatible, at least in their simulation of dperational aspects of t
CAMPAIGNS 4HIS MEANT THARATNE S#
AND TURN TO DAYS ACDUAURINE
playtests we were pleasantly surprised to seedhatitained the histori
cal results for the ®rst several turns by usegrichanged basic rules
Marne 1918.w The game system was thus a reassimabiéion for both
EVENTS EVEN THOUGH THE WAFOREE P H
were totally different. Now that we were sure tagidogame system w.
valid, we could start developing the details ferrtew game.
)T QUICKLY BECAME OBVIOUSG BARTLESH
the advanced campaign rulesNtarne 1918ould not be used f@omme
1918The Marne campaign saw successive offensivesjuitiple attacks

o
(

line divisions, represented by a single countdreéite divisions, which are
b8 upp Bf EhrSeAdgiEnesta Solitidvs. Hlite dinssioave better morale
Artings, higher Baveentfacorsyad can take stefelosses than a line

i

"AHE STOSSTRUPPEN! SIDES WAS
 DE@IEMiEeSassAult Dnifs sTuknRuppen) have loeen touted as the

decisive factor in the ®nal German offensivesydnetheless they were
oy Abtwbipa$ & thé Bew GErRan tactics that weedfective during Lu-
D HDREONEPA @ RBFE SSHEAMMER BLOW S/ I $NTENSUWPPILYE
units nonetheless bene®ted greatly from the pasdted by the initial
bfbombardment orchestrated by Bruchmuller.
)N Bbhiine 1918 AME 3TOSSTRUPPEN UNITS CO
[EEENS dAcEIERIKNED thel are stacked with tlokiagiaunits in an offen-
issive. They also allow the regiments they are dtagtteto ignore enemy
:O# DURING ADVANCE AFTER OQMBWIT K(IOWIE
MWANTREHBARITHELEWRY SUPPORTSANDB AR A1 BITSC
will not perform miracles and they will be quickdgduced if used as mere
cannon fodder in head on attacks ( as happeneatibaity).

OF SHORT DURATION OCCURMONG HS/ER AHBM®NGMANIO FHEVOOMBAT BONUSES GIVEN B

THERE WAS ONE GIGANTIC AMMTACEN LFEIR
weeks. The rhythm of the two games was not the. Sdmaeplanning of

ASNIED SIETEMAT W (ISTORICALLYHEHERSOMM K
these elite units were employed on a grand gdééeugh von Hutier, the

offensives and reserves, the way that units vz rall of these elementg father of these innovative in®ltration tacticewrwell how to make the

PLAYED OUT VERY DIFFERENTLY AT THE

After several attempts at trying to foBmmme 191to the same mold
asMarne 1918NO MATTER WHAT ) | NALLYABRAY
MENTS TO THE -ARNE RULES$S THE FESVE
right to me. Admittedly the gamers who already aiarne 1918night
®nd some consistency with the tweaks to the hueglayers would be
put off or confused by the necessary complication afulks and the ar
TII CIAL LIMITATIONS TO GAME FPHAYE AW
one of the more dif®cult things to do in gamegtesimplify.

The campaign rules turned out in the end to be neatbier than thosg
in Marne 1918All of the new rules put in place resulted inpdmgame
play (replacement tables, random events). Theyatidomplicate the ba
sic game and experienced players could get intcathpaign game ver

3 Ied W& of these units' special abilities, tlesabthe case for the other

ARMY COMMANDERS 4HEY SQUASNDNEIREDINF
'FHRICN VALE NTWATTHK S OMED THH B DUSE NRBUPHE |
TDONBGNTDHEEP BETHBNSOVE AGAINSTHR RGASMANDUL EE
B3TOSSTRUPPEN UNDER THE DIREICT 8AWVBMA
combat bonuses that the player®aine 191&re familiar with. Along the

REST OF THE FRONT THESHE OBEIBNEFBEER A\

D tMERitER Bf TheTlglmEhy the playinglhEa@iomeve

N GAME TERMS THE EFFECABVON TTABKSU T
their attack factor to combats they participatehry give a bonus on the
#24 AND I NALLY REm ECTMEGT DHEHERIIFRAGIT

1)'ANKS

quickly. The loss of the planning and strategyireduo be successful ifi be used to absorb step losses. The effects witle@egding on the type

Marne 1918s largely made up by the dynamic interaction betwthe
players and the tension for each side, whichftasise whole campaign
WHEN PLAYING 30MME

The following notes are largely taken from the @diion of Marne
1918

LINE DIVISIONS AND ELITE DIVISIONS

By the spring of 1918 the belligerents were exdthasid for the mosf
part the troops had lost their ®ghting edge. Tled&lockade was stran
gling Germany and the civilians were suffering ilyeem the effects,
CAUSING A DROP IN THE SORDSERE TMBE R
English armies were spent by their bloody andéastoffensives of th
previous year. The French army in particular wagherbrink of disinte-
GRATION AFTER THE DISASPHR AOGCKBHIR #

of tank.

Unlike Marne 1918tanks will not play a decisive roleSomme 1918
Historically in March 1918 the mass production afiks was just gear-
ing up, and they would not be available in largaloers until the end of
spring, especially the superior turreted FrenchaRed7 tank, the 2tank
OF VICTORYvV

) NSomme 1918e Allied player will only have at his disposaegl
UNITS OF "RITISH -K )6 TANKS | IWTTHESMICHEN L
- of Marne 1918They will nonetheless prove very effective iyicay out
local counter attacks and to cut down on potelisdes for the rare Brit-
/RNt thitd N2 AliedHd ayer should resist tkmptation to employ
b his tanks on defense to try and stem the Germakim®ugh, and save
them for the end of the game when they will malealdifference when
H EHENDr 0BASS\RlableEtS attack, for exampleelpiny to recapture a

JUST NOW STARTING TO RAIH. X N/MN BY. I'5i B BdyENEMeVEA RR E

of the horrors of the war, were ®elding an arrtty evierall high morale.

Faced with the same problems, both sides adopedilar approach
to deploying their spent forces. The majority ofsibns were hunkere
down in defensive positions where they couldlstileffective, while th
remaining elite troops were regrouped into assaughock divisions, and
they bene®ted from better supplies and weaponry.

ARTILLERY
)T IS STATING THE OBVIOUSYEO RERCRIMARHK

ING THE 'REAT 7AR )T IS THEISANMETIN G QK
disorganizing units, bombardments will negate thgers' attempts to get
THE OPTIMAL ODDS RATIO !REARBMYEAWRO DLH

This is translated in game terms by having twoskinfdcombat units:

grouped with several corps artillery units, canrdest defensive line by




- SEY 7 y w &f-
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itself.
IN DEFENSE THE PRESENCEOGFARTSLRD
an attacker from combat, especially during thedigbion phase.
)I$omme 191A RTILLERY IS REPRESENTHIPGS
units, which are used differently from combat unitsere are two reaso
FOR THIS /NE WAS TO LIMINDHBD NFPREB E R TBE YEEREBEHRSy Bsses that each side dxjiests essential to
ing the game with a multitude of artillery batteixésill types. The othef try and simulate how the troops would behave duaing) after a combat.
was to prevent the players from using their agillmits as a defensivew§ll 7OULD THE DEFENDER ABANDPINABGES WOYILTD(
or to plug gaps as seen in too many wargamesttiewggh an artilery] UP RESERVES 70ULD THE 3 TBNA G IDER NEIMILC
battery could be deployed tactically to slow dowersamy advance, thefe into a breakthrough or would he hold his posititiesause of not receiv-
ARE FEW HISTORICAL EXAMPREIS IHFROMUTHESCRERBERE CGHR DIE ROLLBONMNMABIEE 4AICI W
supporting friendly troops that were used to hgidhe advance of enenfy fectly all of these questions. The players witktyudiscover that it is their
divisions (the heroic action of British gunnersaeri®cing themselves afjd4#4 RESULTS THAT WILL MAKEOMHBRA D MTMHFATR ES
THEIR GUNS DURING THE | RET DA YWD OEf HPEAIFEANOACNECHAAT HAS FAIIDEDE RISCIEHA TG AN NP
COUNTED FOR BY A RANDONM ENOEWN T) N H HEMBHES MR REtp Esxuethis chances obeglale result.
the game, the player will ®nd it essential tgsaifé his precious suppol &ROM THE POINT OF PLAYARBTLOINY 4ABEE4HE]
units. THE GAME VERY EXCITING )NSEAHGH CBANBG
)T IS I MP Gansnid319EB tdhduct artillery bombardments withy seemingly desperate situation can suddenly tumanspectacular suc-
OUT ENGAGING IN A COMBATEAWA$HENT EMNESDNAE. 4HIS RUL
seemed unrealistic to me to be able to rendeiisiaivor even a regime The precise and detailed combat resolution ruees@newhat complex.
out of action in a day, as the Bombardment taldeltewould allow, by ) RECOMMEND THAT PLAYERS CARBRULRESC
just an artillery barrage that was not coordinatéti @ ground assault] tion sequence during their ®rst games. The cooobatusion, where the
7THAT S MORE THE PLAYERS \8OQM O HBEEI AN BrdRED| IDBISiGFaN Ve sHtd & d step lossespleed demands the most
INmICT DISPROPORTIONATHRQO A5 BA B R ACsaEDoASIBINSBhBEES/ERI games the dlkpsicidy become second
would slow down the game. The intent of this ruds W make for a morg nature for the players.
mUID GAME REQUIRING THIEERNYAYERTS TP SASHEP DHRE| R M ®OFI

fensive, and as combat supports. RESERVES AND EXPLOITATION

(ISTORICALLY THE DIFICUURYNS EMPLREAN

FRENCH TACTICAL DOCTRINE ALWAYS THE !ICHILLES HEEERYE ANR @G F B N/SGE
4HE RULE ON 4AC S0@mMd 1B TR indertd as iy too soon they created confusion, and if they veerdate the defender had
Marne 1918 /PERATION -ICHAEL WAS | RBST AN sikabde © MG B cAunzOaNdeR

between the German and British armies, who in games are not af 4HE MAIN REASON FOR THISOWASTTEGUART
FECTED BY THE RULES ON TAC T9 CTAA D GO5dedMsl EdyddrieYendrdke @defing Deddriaomt of the attacker so
attack during the game will see their performanodi®ed. To their dis§ devastated that it would slow up his advance,taaifbived the enemy to
advantage, at the beginning of the game French wilithave to restric§ bring up his own reserves and mass his troopditigtion of the com-
themselves to a defensive role, and will havéecstap losses rather thiting attack.

RETREAT WHEN APPLYING REBWAT FIR O K BlliEse WACSBHOIA thah@eln 1918 with the inmnsateveloped by
the end of the game when the Allied player willide to go on the offen} both sides.

SIVE THE EFFECTS OF ATTRE KVNG ENDBBR AMET I ERMMIIE WVROULD CALL UPRNUCHM UGE N

THAT THE DEFENDER IS FAVORED )TH/ATOAN
RINAS@ Abdh E2 D EL R faviolab result.

As a result, like their historical counterpartaypts will have to bring to
bdaT \AsHaly &f BhSitRcAcal Thindtaioris aSihtibssilong with strong
artillery support, in order for their attacks to seed.

troops to crush the now weakened German troops. pummel the enemy ®rst lines with a short but detitag barrage that also
TARGETED THE ENEMY S COMMANDCEBGED THER S
RELIEF AND DISENGAGEMENT PEARANCE OF 3TOSSTRUPPHENHMNNER X TWNO®

Another factor that must be taken into account wirgimg to correctly| able to hold but would abandon the ®eld to thiziag German reserves.
SIMULATE A CAMPAIGN OF THERREATI S AR DIt AEHE HEkes WoRaih the same results byémptoyment of large
to maintain a continuous front, with the constartdry of hanging on to] numbers of tanks, in place of a preliminary bombasdmoverrunning
THE GROUND THAT HAD BEEART®INNO TR Y the CeNterg of reSisteriedaxid striking deep iet@ttrman rear areas.
carry out a large scale retreat or to willingly dbara portion of thefront] )N BOTH CASES THE USE ONNHEDSERHNIESSISV)
lines. game terms players cannot place units into resatess they are conduct-
The effect of the rules is that a unit cannot ledwex unless it is replaclding an offensive.
by another unit, and if it takes the risk of trymigengagement, it couldi The mechanics of exploitation more or less follassic 2advance af-

result in losses or an uncontrolled retreat. TER COMBATvV RULES ALLOWIN G R N @ TAITA\CA
Under these two constraints the players will @edhselves trying tq of his movement allowance. Nonetheless, the condifior exploitation
maintain their positions and to use their unitgihistorical manner. are quite speci®c, and only fresh troops wilbleeta bene®t from it. The
restrictions of the rule encourage players to teepgiments of their elite
COMBAT AND TACTICALCOORDINATION divisions together and not spread them around d@eofor them to act ef-

4HIS SECTION OF THE RULEN RHEER GIRME EiiEwmRIhe/&@IBitktion phase.
will be rare, no more than ®ve or six each seguand their outcomq
will be crucial. The challenge was to introduceestattical elements inty  AVIATION
combat resolution while keeping the operationdesoithe game. The rules for air support were for the most partsed foiSomme 1918

) WANTED TO ACCOUNT FORENHB HHRHJMNAHQRENFEERDIKEBNY I NEG EM EM | T AP EANRED R O TMAF
COMBAT DURING THIS PERI® D306 STHIER reeN1 9dRveeie o8 iiderous and particularly inelegantn Eveugh
air power, artillery, tactical doctrine, terraingeorti®cations. the types of air missions haven't changed, the gale® are now much

) [fomme 1918ach of these elements plays a major role. Rgjaicce | simpler. The number of air units for one side at#d for a turn is now de-
AT THE #OMBAT 2ESULTS 4AEISEJ WIS LARH Y aSikd@é Bid ol Bnd table, and amplanits are only placed




on the game map as they carry out their missiohef #le work inplac] LENS CONFERENCE EVENT |E TINOUGE B TMIAT]

ing air support units alternatively on or undertd®@ unit has disappeare
from these rules.

RANDOM EVENTS

torical event of the campaign to the victory coiodis. The conference
will become the heart of the game, and its coraysgiith the naming
of the Allied Generalissimo, constitutes a gamaimihe game.

The players dBomme 191 put in the role of Army group command- TO BE CONTINUED. ..

ers. They control the battle®eld more or less @perational level, but ar
subject to tactical elements (the luck of the ali strategic impositiong
(the decisions of their respective commanders, BochHindenburg),
and even political events.

The random events are there to simulate thesetaimters. The player
will not be able to always launch an offensiveeatight time, or preven{
the shortcomings of their subordinates.

Nonetheless in analyzing this rule, the playetspeiteive that thes
events are not completely random, that they will have theelta make
good use of their events by playing them in ayifiashion.

VICTORY
SETERMINING THE W INN EdRnvé AR FReREETERM|

OBJECTIVE IS CLEAR |IT STEAR TORIN GV O\
THE &RENCH ARMIES FROM THHHR |G IASHE
mined as a function of capturing certain geograpbiectives, symbol
IZED BY THE h)RON #ROSSv WAARKER 6 M%J
CROSSES DEPENDING ON THECSMNEAHRE®
interesting to me to add to the simple and clagsitem of victory pointd
two other elements to spice things up.

First, the victory points gained by capturing maslae unknown to the

e Logically, the next work in the series will coter dperations in April
THAT TOOK PLACE IN &LBEQDE RSA MEN DFER
Georgette. This campaign, the battle of the lygh&aGermans try to take
ADVANTAGE OF THE WEAKENING FOAT MOHE -1R
TO BREAKTHROUGH TO THE £ ®LORIT BANPESPI
success, the German advanced only several kilsraetethe front rapidly
stabilized under thanks to the muddy conditions tdexhaustion of the
p troops.

Flanders 1918V I1LL BE OF TRIPLE INTEREST IEQR
allow:

- To game the battle of Lys at the proper scalerenhhex equals 1 kilo-
meter and each counter represents a regimentier & replay this cam-
EafyS by EoGning in on the critical area wherenttagor ®ghting took
| PBC8\ LAEOBMGU T
AlRBIMkiEGIoRMEe TRt Flanders 191® play the entire campaign

BEGINNING WITH /PERATION BKICIHA ELOTFO THHE
\\GEhaVDARHIB & Wted front and back)
O TVACBEXMREIDNHEEAQB THREE GRAHMEEENNIREE3BR
campaign in France and Belgium.
.ATURALLY THE LAST GOALOWMHENRE Q3J ) REEX
above, there are major differences already betheenles oMarne 1918

players. Right up to the end of the game theraemikin an element o
uncertainty as to who will win, except in the evaina decisive strateg
victory.

BECOND THE VICTORY CONIENERRIAR
ON THE BACK OF THE h)RON #ROSSv3$W0

andSomme 1918nd in order to have a coherent rules set fon theth
will demand a lot of work, with the aim of havingrand campaign game
properly tested and play balanced. The task prsrtasee daunting, but
IRiFHE At IS gpdihHand we're alreadyrig@t several interest-
idgEaRpBa@iRdM THE OUTCOME OF THE







