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By Nathan Ward

British Imperial Army List
This list covers all those units that fought as part of the Imperial British army, including all Dominions (Canada, Australia, New Zealand, South Africa), India, and African units such as the King’s African Rifles.

Generally speaking, in 1918 the British Army was at the height of its tactical and technical expertise, and this is shown in the good quality of even the average troops, but moreso in the artillery and the ‘elite’ divisions which bore the brunt of the fighting in that year.

All British troops are equipped with gas masks.

Troops: Troops must make up at least 25% of the total points of an army

Support: One support unit is allowed for every 200 points spent on troops in an army

Artillery: Artillery must make up between 25 and 50% of the total points of an army.

Vehicles: Up to 25% of the army’s points may be comprised of vehicles.

TROOPS

1 Headquarters Unit (2 figures)

This comprises two staff officers.  It is absolutely free.  These sit at the back of the table and have no function in the game.  However, if attacked, they may respond with their personal weapons.

Coherency: 5cm

HQ Unit
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Officer
3+d6
3+
3+
3+
9
0

Equipment: pistols, binoculars.

Regular Infantry Units (7-10 troops + 1 officer)

The regular infantry represents the bulk of the British Army at this stage.  In large measure composed of younger or older troops than would otherwise be desirable, they still had a firm core of wily old veterans who knew their business.

Your army’s troops choices may all be drawn from Regular Infantry units if you wish.

Coherency: 4cm

Regular Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+d6
3+
4+
4+
7
7

Officers
3+d6
3+
4+
4+
8
7

Equipment: Rifles, officer has a pistol. May include one Lewis Gunner (LMG) for +8 points.

Elite Infantry Units (6-10 troops + 1 officer)

Elite infantry represent the troops of the reliable divisions who were instumental in stopping the German spring offensives and in spearheading the Hundred Days campaign.  This includes all Dominion troops and also British units such as the 18th Division.

Either 2 or all of the troop choices in an army may be Elite.

Coherency: 5cm

Elite Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+d6
3+
4+
3+
8
9

Officers
3+d6
3+
4+
3+
9
9

Equipment: Rifle, officers have pistol.  May include a Lewis gunner (LMG) at +8 points.

Cavalry Units (5-9 Cavalry and Officer)

The British cavalry in 1918 was the best mounted force on the Western Front, but after 4 years of trench warfare, this is not saying much.  Nevertheless in the open warfare of 1918, the cavalry performed well, and were the only real means of exploitation open to the high command.  Cavalry are vicious in melee, but suffer form an inability to take cover.

Coherency: 5cm

Cavalry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+2d6
4+
3+
5+
9
9

Officers
3+2d6
4+
3+
5+
9
9

Equipment: Rifle, officers have pistol 

SUPPORT UNITS

Heavy Machine Gun Team (3 figures + 1 HMG)

The British Vickers gunners of 1918 were the best Machine Gun troops in the world in terms of technical and tactical competency.  They make a formidable support choice for your units.

HMG teams are Move or Fire Units.

Coherency: 2cm

HMG team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
4+
4+
3+
8
40 for team

Equipment: 1 Vickers HMG.

Light Mortar Team ( 3 figures + 1 mortar)

Armed with the 2” Stokes Mortar, which is tough and relatively easy to move, these troops make a good support base for your units.

Light Mortars are Move or Fire units.

Coherency: 2cm

Mortar  team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
3+
4+
3+
8
40 for team

Equipment: 1 Light Mortar.

Anti-Aircraft Guns (5 crew +1 gun)

Mounted on the backs of lorries, the British AA guns are mobile but not hugely accurate.  Still, they were enough to bring down the Red Baron, so they are definitly worth having on the table.

Coherency: Figures within 3cm of gun

Anti-aircraft team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Team
2d6 
3+
4+
3+
8
45 total

ARTILLERY

Field Artillery (4 crew + 1 gun + optional limber)

The British Field Atillery is equipped with the updated Mk IV 18 pounder field gun and this is capable of iving a fine level of support to the advancing troops.  British gunners are some of the best technically in the world.

Field Artillery may either fire, limber, unlimber or move in a turn.  

A gun must be limbered to move.

To limber the horse team must be within 1” of the gun team.

A gun is allowed to pivot up to 45’ before firing.

Coherency: figures within 3cm of gun

Field Artillery team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Team
2d6 (limbered)
3+
4+
3+
8
65 total

Equipment: 1 x 18 pounder field gun.

Horse Artillery (4 crew + 1 gun + limber)

Horse Artillery use the 13 pounder and this is a gun that can be deployed into battle very quickly.  Not as lethal as the 18 pounder, but handy in a situation that calls for manoeuvrability.

Horse Artillery may either fire or move in a turn.  

A horse gun may limber and move or move and unlimber in the same turn.

To limber the horse team must be within 1” of the gun team.

A gun is allowed to pivot up to 45’ before firing.

Coherency: Figures within 3cm of gun

Horse Artillery team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Team
2d6 (limbered)
3+
4+
3+
8
55 total

Equipment: 1 x 13 pounder field gun.

Off table Artillery (1 Observer)

Located off table are the army’s big guns.  The level of technical excellence in the British artillery is second to none, and it is reflected in the skill ratings of the observers.

You may have 1 observer for every 4 off-table guns that you buy.  The observer is free.

The cost of an off-table gun is 60 points.

Observer
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Observer
3+d6
3+
3+
3+
9
0

Equipment: pistol, binoculars

VEHICLES
Tanks/Armoured Cars
The British Army was the first in the world to build and use tanks, and they possess the best trained tank crews and well-designed tanks in the world.  In 1918 the common tanks are the Mark IV, Mark V and the Whippet.

Tank type
Movement
Armour Class
Armament
Points

Mark IV
1d6
D
2 x 6pdr, 4 x LMG
85

Mark V
2+1d6
E
2 x 6pdr, 4 x LMG
90

Whippet
2d6
C
1 x LMG
65

Armoured Car
2d6
B
1 x LMG
55

· Note that tank weapons can only fire on the angles that their weapons allow.  In the case of the Whippet, it can fire in any direction but only 1 gun at a time.

· To convert the Mk IV and V tanks into ‘females’ with all LMGs, subtract 5 points.

· On a double 1 an Armoured Car bogs down and cannot be removed.

Aircraft

The Royal Flying Corps became the Royal Air Force in 1918, and possessed domination in the skies over the Western Front by the end of the year.  Therefore, it is fairly likely that British aircraft will turn up over a battlefield.

British Aircraft without bombs:

Reliability:
3+
55 points



4+
45 points




5+
35 points




6+ 
25 points

For an aircraft with bombs, add +5 points.

Transport Vehicles

Units may be transported around the battlefield in vehicles, although this is not the safest way to travel, as vehicles are quite vulnerable.  

Transport Vehicle
Movement
Armour Class
Carrying Capacity
Points


2d6
soft
11 figures; may tow a gun
25

Should a transport vehicle be destroyed, any troops it is carrying will have to make a skill test.  If they fail they become casualties.

To embark on a transport vehicle, troops must be able to move within base to base contact with it.

Imperial German Army List
The Imperial German Army that entered the First World War in 1914 was probably the premier armed force of its time.  Unfortunately by 1918 the heart of the old army had been wasted on the Western Front at the Somme, Verdun Arras and Ypres.  The Germans had resorted to dividing their army into two – the well-trained, well-equipped and dependable Storm Troops, and the under-nourished garrison divisions.  Although the German army was able to create major ‘break-ins’ in Spring 1918, their lack of cavalry to exploit the situation failed to achieve the decisive breakthrough, and the casualties amongst their best troops virtually stripped them of the strategic initiative.

Troops: Troops must make up at least 25% of the total points of an army

Support: One support unit is allowed for every 200 points spent on troops in an army

Artillery: Artillery must make up between 25 and 50% of the total points of an army.

Vehicles: Up to 10% of the army’s points may be comprised of vehicles.

TROOPS

1 Headquarters Unit (2 figures)

This comprises two staff officers.  It is absolutely free.  These sit at the back of the table and have no function in the game.  However, if attacked, they may respond with their personal weapons.

Coherency: 5cm

HQ Unit
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Officer
3+d6
3+
3+
3+
9
0

Equipment: pistols, binoculars.

Regular Infantry Units (7-10 troops + 1 officer)

The regular infantry represents over half of the German Army in Spring 1918, and the majority of the army by the autumn.  Composed of war-weary troops who are either too old or too young to be fighting, these troops are still relatively dependable  in defense and give a good account of themselves.

Your army’s troops choices may all be drawn from Regular Infantry units if you wish.

Coherency: 3cm

Regular Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+d6
4+
5+
4+
6
6

Officers
3+d6
4+
5+
4+
7
6

Equipment: Rifles, officer has a pistol. May include one MG08/15 Gunner (LMG) for +8 points.

Stormtrooper Units (7-10 troops + 1 officer)

The cream of the German army in terms of fitness, morale and training, focused into concentrated attacking units.  Stormtroopers became universally admired and lauded (although often out of all perspective) after the war as examples of elite formations.

Coherency: 5cm

Stormtroop Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
5+d6
4+
3+
3+
8
13/16

Officers
5+d6
4+
3+
3+
9
13/16

Equipment: Rifles, officer has a pistol. May include one MG08/15 Gunner (LMG) for +8 points, and a flamethrower for +7 points.  May include up to 2 sub-machine guns at +2 points each.

Note:  The two points costs refer to fielding a German army in either Jan-July 1918/August-November 1918.

SUPPORT UNITS

Heavy Machine Gun Team (3 figures + 1 HMG)

The German Machine Gunners have a fearsome reputation, earned in 1914 and continued throughout the battles of the Western Front.  In 1918 they are extremely reliable troops, being the last to give ground.

HMG teams are Move or Fire Units.

Coherency: 2cm

HMG team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
4+
4+
3+
9
40 for team

Equipment: 1 MG08 HMG.

Light Mortar Team ( 3 figures + 1 mortar)

Armed with the Granatenwerfer, which is based on a trolley and relatively easy to move, these troops make a good support base for your units.

Light Mortars are Move or Fire units.

Coherency: 2cm

Mortar  team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
4+
4+
3+
8
40 for team

Equipment: 1 Light Mortar.

Anti-Aircraft Guns (5 crew +1 gun)

The precursor of the feared 88mm made its appearance in this war, exclusively as an anti-aircraft gun.  German guns were usually towed.

Coherency: Figures within 3cm of gun

Anti-aircraft team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Team
2d6 
4+
4+
3+
8
45 total

ARTILLERY

Field Artillery (4 crew + 1 gun + optional limber)

The German Field Atillery is equipped with the 77mm field gun and this is capable of giving a fine level of support to the advancing troops. 

Field Artillery may either fire, limber, unlimber or move in a turn.  

A gun must be limbered to move.

To limber the horse team must be within 1” of the gun team.

A gun is allowed to pivot up to 45’ before firing.

Coherency: figures within 3cm of gun

Field Artillery team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Team
2d6 (limbered)
3+
4+
3+
8
65 total

Equipment: 1 x 77mm field gun.

Off table Artillery (1 Observer)

Located off table are the army’s big guns.  The level of technical excellence in the German artillery is excellent, and it is reflected in the skill ratings of the observers.

You may have 1 observer for every 4 off-table guns that you buy.  The observer is free.

The cost of an off-table gun is 60 points.

Observer
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Observer
3+d6
4+
3+
3+
9
0

Equipment: pistol, binoculars

VEHICLES
Tanks/Armoured Cars
The German army was slow to build and use tanks, and more often than not German tanks were simply captured British vehicles.  In 1918 the A7V was introduced, the first native design, but was not built in large numbers.

Tank type
Movement
Armour Class
Armament
Points

Mark IV (British)
1d6
D
2 x 6pdr, 4 x LMG
100

Mark V (British)
2+1d6
E
2 x 6pdr, 4 x LMG
110

A7V
2d6
E
1 x 57mm, 6 x LMG
115

Armoured Car
2d6
B
1 x LMG
60

· To convert the Mk IV and V tanks into ‘females’ with all LMGs, subtract 5 points.

· On a double 1 an Armoured Car bogs down and cannot be removed.

Transport Vehicles

Units may be transported around the battlefield in vehicles, although this is not the safest way to travel, as vehicles are quite vulnerable.  

Transport Vehicle
Movement
Armour Class
Carrying Capacity
Points


2d6
soft
11 figures; may tow a gun
25

Should a transport vehicle be destroyed, any troops it is carrying will have to make a skill test.  If they fail they become casualties.

To embark on a transport vehicle, troops must be able to move within base to base contact with it.

Aircraft

The German Air Force possessed excellent aircraft and competed vigorously with the Allies in the skies over the Western Front.  It is fairly likely that German aircraft will turn up over a battlefield.

German Aircraft without bombs:

Reliability:
3+
55 points



4+
45 points




5+
35 points




6+ 
25 points

For an aircraft with bombs, add +5 points.

French Army List
This list covers the armies of Metropolitan and Colonial France which fought on the Western Front in 1918.  The French army had suffered enourmously at the beginning of the war and the need to liberate their territory meant a constant string of offnsives.  Disappointment at the inability to achieve a breakthrough led to mutinies in 1917, but contrary to much received opinion, this did not mark the end of the French as an offensive army.  After being nursed back to healthunder the guidance of Petain, the French army not only resisted the German Spring Offensives, but went over to the counterattack with its celebrated elan.  Under leaders such as Foch and Mangin, trained and armed for modern warfare, the French army played a huge role in the winning of the war in 1918.

All French troops are equipped with gas masks.

Troops: Troops must make up at least 25% of the total points of an army

Support: One support unit is allowed for every 200 points spent on troops in an army

Artillery: Artillery must make up between 25 and 50% of the total points of an army.

Vehicles: Up to 25% of the army’s points may be comprised of vehicles.

TROOPS

1 Headquarters Unit (2 figures)

This comprises two staff officers.  It is absolutely free.  These sit at the back of the table and have no function in the game.  However, if attacked, they may respond with their personal weapons.

Coherency: 5cm

HQ Unit
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Officer
3+d6
4+
3+
3+
9
0

Equipment: pistols, binoculars.

Regular Infantry Units (6-8 troops + 1 officer)

The regular infantry represents the bulk of the French Army at this stage.  The units are small but the presence of two LMGs allows them to compensate for this. The army still retains some of its old elan, but it is countered by the war weariness of the average Poilu.

Your army’s troops choices may all be drawn from Regular Infantry units if you wish.

Coherency: 4cm

Regular Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+d6
4+
4+
4+
6
6

Officers
3+d6
4+
4+
4+
7
6

Equipment: Rifles, officer has a pistol. May include two Chauchat Gunners (LMG) for +8 points each.

Elite Infantry Units (5-7 troops + 1 officer)

Elite infantry represent the troops of the Colonial divisions, such as the Tirailleurs Algeriens or the Morocains, or the French Foreign Legion.   These troops spearheaded the counterattacks of 1918 and proved to be fearsome opponents. 

Either 2 or all of the troop choices in an army may be Elite.

Coherency: 5cm

Elite Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+d6
4+
3+
3+
7
8

Officers
3+d6
4+
3+
3+
8
8

Equipment: Rifle, officers have pistol.  May include two Chauchat gunners (LMG) at +8 points each. 
Cavalry Units (5-9 Cavalry and Officer)

The French maintained a cavalry reserve which was significantly more potent than their German opponents.  However, the old belief in shock action meant that they rarely deployed in their most effective role as mounted rifles.

Coherency: 5cm

Cavalry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+2d6
5+
3+
5+
9
9

Officers
3+2d6
5+
3+
5+
9
9

Equipment: Rifle, lance, officers have pistol 

SUPPORT UNITS

Heavy Machine Gun Team (3 figures + 1 HMG)

The French machine gunners were numerous and effective, having all the technical experience of four years of fighting.

HMG teams are Move or Fire Units.

Coherency: 2cm

HMG team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
4+
4+
3+
8
40 for team

Equipment: 1 Hotchkiss HMG.

Light Mortar Team ( 3 figures + 1 mortar)

The French regularly used light mortars as fire support, believing that firepower wins battles and infantry occupies.  By late 1918 this doctrine had evolved into a concept of all-arms attacks.

Light Mortars are Move or Fire units.

Coherency: 2cm

Mortar  team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
4+
4+
3+
8
40 for team

Equipment: 1 Light Mortar.

Infantry Support gun Team (3 figures + 1 gun)

The French pioneered the idea of light artillery to support their infantry.  The weapon they chose was the 37mm infantry gun. 

Infantry Support teams are move or fire units.

IG  team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
4+
4+
3+
8
40 for team

Equipment: 1 37mm Infantry Gun.

Engineer Units (5-7troops + 1 officer)

Designed to lead the assaults on prepared enemy positions, these troops were well equipped with flame throwers and assault weapons.

Coherency: 4cm

Elite Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+d6
4+
4+
4+
9
9

Officers
3+d6
4+
4+
4+
9
9

Equipment: Rifle, officers have pistol. May include two Chauchat gunners (LMG) for +8 points each, and a flamethrower for +7 points.

Anti-Aircraft Guns (5 crew +1 gun)

The French often mounted their quick firing 75mm tofire at aircraft, as well as designing some purpose built AA guns.

Coherency: Figures within 3cm of gun

Anti-aircraft team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Team
2d6 
4+
4+
3+
8
45 total

ARTILLERY

Field Artillery (4 crew + 1 gun + optional limber)

The French Field Atillery is equipped with the famous 75mm field gun which was designed to give overwhelming fire support to advancing troops.  French gunners are extremely effective and the soixante-quinze is almost worshipped by the average Poilu.

Field Artillery may either fire, limber, unlimber or move in a turn.  

A gun must be limbered to move.

To limber the horse team must be within 1” of the gun team.

A gun is allowed to pivot up to 45’ before firing.

Coherency: figures within 3cm of gun

Field Artillery team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Team
2d6 (limbered)
3+
4+
3+
8
60 total

Equipment: 1 x 75mm field gun.

Special: The 75mm may fire twice in a turn at a cost of –1 to its marksmanship roll.

Off table Artillery (1 Observer)

Located off table are the army’s big guns.  The French army has come to the conclusion that artillery conquers on the battlefield and realises this with the support of its heavy guns.

You may have 1 observer for every 4 off-table guns that you buy.  The observer is free.

The cost of an off-table gun is 60 points.

Observer
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Observer
3+d6
4+
3+
3+
9
0

Equipment: pistol, binoculars

VEHICLES
Tanks/Armoured Cars
The French Army has the best tank in the world with the Renault FT-17, and possesses more tanks than any other nation.  Unfortunately the bigger St Chamond and Schneider tanks are not too well designed, and tend to bog down and catch fire.

Tank type
Movement
Armour Class
Armament
Points

St Chamond
1d6
D
1 x 75mm, 4 x LMG
85

Schneider
2+1d6
D
1 x 37mm, 3 x LMG
80

Renault FT-17
2d6
C
1 x LMG/1 x 37mm IG
65

Armoured Car
2d6
B
1 x LMG
55

· Note that tank weapons can only fire on the angles that their weapons allow.  In the case of the FT-17, it can fire in any direction but only 1 gun at a time.

· On a double 1 an Armoured Car, bogs down and cannot be removed.

· St. Chamonds and Schneiders must pass a skill test to be able move across rough terrain.

· A St Chamond or Schneider add +1 to the results roll after being hit due to their tendency to catch fire.

Transport Vehicles

Units may be transported around the battlefield in vehicles, although this is not the safest way to travel, as vehicles are quite vulnerable.  

Transport Vehicle
Movement
Armour Class
Carrying Capacity
Points


2d6
soft
11 figures; may tow a gun
25

Should a transport vehicle be destroyed, any troops it is carrying will have to make a skill test.  If they fail they become casualties.

To embark on a transport vehicle, troops must be able to move within base to base contact with it.

Aircraft

The French airforce is huge and effective.  In 1918 it is capable of dominating the skies in any given sector.

French Aircraft :

Reliability:
3+
55 points



4+
45 points




5+
35 points




6+ 
25 points

United States Army List
The United States of America entered the Great War in April 1917, but did not become an effective combatant on the Western Front until mid 1918.  The US troops were fresh and enthusiastic, and their high morale compensated for what many more experienced observers noted were rather rudimentary tactics.

The US troops had the benefit of the British and French experience in their training and organisation, and this helped them to become effective quickly.  At Bellau Wood, St mihiel and the Meuse-Argonne, the US troops demonstrated that they were quite capable of waging modern war.

Troops: Troops must make up at least 25% of the total points of an army

Support: One support unit is allowed for every 200 points spent on troops in an army

Artillery: Artillery must make up between 25 and 50% of the total points of an army.

Vehicles: Up to 25% of the army’s points may be comprised of vehicles.

TROOPS

1 Headquarters Unit (2 figures)

This comprises two staff officers.  It is absolutely free.  These sit at the back of the table and have no function in the game.  However, if attacked, they may respond with their personal weapons.

Coherency: 5cm

HQ Unit
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Officer
3+d6
3+
3+
3+
9
0

Equipment: pistols, binoculars.

Regular Infantry Units (9-12 troops + 1 officer)

The regular infantry represents the bulk of the US Army at this stage.  Young, fit and eager to fight, their morale is their most important asset, compensating for a lack of experience.

Your army’s troops choices may all be drawn from Regular Infantry units if you wish.

Coherency: 3cm

Regular Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+d6
3+
4+
5+
8
7

Officers
3+d6
3+
4+
5+
9
7

Equipment: Rifles, officer has a pistol. May include one Lewis, Chauchat or BAR gunner (LMG) for +8 points.

Marine Units (8-12 troops + 1 officer)

Undoubtedly the elite of the US army, the marines distinguished themselves at Bellau Wood and spearheaded many assaults in the later part of the war.

Only 2 of the troop choices in an army may be Marines.

Coherency: 4cm

Elite Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+d6
3+
4+
4+
9
9

Officers
3+d6
3+
4+
4+
9
9

Equipment: Rifle, officers have pistol. May include one Lewis, Chauchat or BAR gunner (LMG) for +8 points.

Cavalry Units (5-9 Cavalry and Officer)

The US cavalry did not play much of a role in the fighting on the Western Front, generally because of the nature of the terain over which it was fighting.  Nevertheless, there were cavalry units present, and the US tradition of mounted rifles made them a potentially effective force.

Coherency: 5cm

Cavalry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+2d6
4+
3+
5+
9
9

Officers
3+2d6
4+
3+
5+
9
9

Equipment: Rifle, officers have pistol 

SUPPORT UNITS

Heavy Machine Gun Team (3 figures + 1 HMG)

The US troops were well supported by Browning and Hotchkiss Machine guns.  Educated in their use by the British, the US troops had potentially a very effective arm.

HMG teams are Move or Fire Units.

Coherency: 2cm

HMG team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
4+
4+
4+
8
40 for team

Equipment: 1 Browning or Hotchkiss HMG.

Light Mortar Team ( 3 figures + 1 mortar)

US troops were well supplied with light mortars to support the infantry.

Light Mortars are Move or Fire units.

Coherency: 2cm

Mortar  team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
4+
4+
4+
8
40 for team

Equipment: 1 Light Mortar.

Infantry Support gun Team (3 figures + 1 gun)

Using the same 37mm IG as the French, the US troops used these weapons regularly to support infantry assaults.

Infantry Support teams are move or fire units.

IG  team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
1+d6
4+
4+
4+
8
40 for team

Equipment: 1 x 37mm Infantry Gun.

Engineer Units (6-9 troops + 1 officer)

Designed to lead the assaults on prepared enemy positions, these troops were well equipped with flame throwers and assault weapons.

Coherency: 4cm

Elite Infantry
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Troops
3+d6
3+
4+
4+
9
9

Officers
3+d6
3+
4+
4+
9
9

Equipment: Rifle, officers have pistol. May include one Lewis, Chauchat or BAR gunner (LMG) for +8 points, and a flamethrower for +7 points.

Anti-Aircraft Guns (5 crew +1 gun)

The US borowed AA guns from their allied partners and used them effectively to help maintain US air superiority over important sectors of the front.

Coherency: Figures within 3cm of gun

Anti-aircraft team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Team
2d6 
4+
4+
4+
8
45 total

ARTILLERY

Field Artillery (4 crew + 1 gun + optional limber)

Using the French 75mm, the US had the best equipment and the best training in artillery tactics.

To limber the horse team must be within 1” of the gun team.

A gun is allowed to pivot up to 45’ before firing.

Coherency: figures within 3cm of gun

Field Artillery team
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Team
2d6 (limbered)
4+
4+
4+
8
65 total

Equipment: 1 x 75mm field gun.

Off table Artillery (1 Observer)

Located off table are the army’s big guns.  The US army had a variety of heavy artillery which were produced for their allies.

You may have 1 observer for every 4 off-table guns that you buy.  The observer is free.

The cost of an off-table gun is 60 points.

Observer
Movement
Marksmanship
Ferocity
Skill
Morale
Points

Observer
3+d6
4+
3+
4+
9
0

Equipment: pistol, binoculars

VEHICLES
Tanks/Armoured Cars
The US Army has invested heavily in British and French tank designs untiul it can produce its own. The most popular by far was the Renault FT-17.

Tank type
Movement
Armour Class
Armament
Points

Mark IV
1d6
D
2 x 6pdr, 4 x LMG
85

Mark V
2+1d6
E
2 x 6pdr, 4 x LMG
90

Renault FT-17
2d6
C
1 x 37mm/1 x LMG
65

Armoured Car
2d6
B
1 x LMG
55

· Note that tank weapons can only fire on the angles that their weapons allow.  In the case of the Renault, it can fire in any direction.

· To convert the Mk IV and V tanks into ‘females’ with all LMGs, subtract 5 points.

· On a double 1 an Armoured Car bogs down and cannot be removed.

Transport Vehicles

Units may be transported around the battlefield in vehicles, although this is not the safest way to travel, as vehicles are quite vulnerable.  

Transport Vehicle
Movement
Armour Class
Carrying Capacity
Points


2d6
soft
11 figures; may tow a gun
25

Should a transport vehicle be destroyed, any troops it is carrying will have to make a skill test.  If they fail they become casualties.

To embark on a transport vehicle, troops must be able to move within base to base contact with it.

Aircraft

The United States had volunteer pilots flying for France before it entered the war.  As the country that had pioneered aircraft, the US air force was naturally large and filled with very good pilots.

U.S. Aircraft without bombs:

Reliability:
3+
55 points



4+
45 points




5+
35 points




6+ 
25 points

For an aircraft with bombs, add +5 points.

Weaponry List
Rifle

Whether the German Mauser, or the British Lee-Enfield, the bolt-action magazine rifle was the standard infantry arm in the First World War.  There were some differences but these were slight, and so all rifles have been grouped under one heading.


Short Range
Long range
Armour Peneration

Rifle
0-12”
12-18”
Class 1

Rifles fire by testing against a units Marksmanship on a d6.

Pistol

The pistol was the basic side arm of officers.


Short Range
Long range
Armour Peneration

Pistol
0-6”
-
Class 1

Pistols fire by testing against a units Marksmanship on a d6.

Sub Machine Guns

Sub Machine guns began to appear in 1918 and useful for trench fighting.


Short Range
Long range
Armour Peneration

Sub Machine Gun
0-12”
-
Class 1

Sub Machine Guns use a sustained fire die when firing.

Light Machine Guns

Light Machine guns were widely prevalent in 1918 and most operated along the same lines.


Short Range
Long range
Armour Peneration

Light Machine Gun
0-12”
12-18”
Class 1

Light Machine Guns use a sustained fire die when firing.

Note: The German MG 08/15 is more like a General Purpose Machine Gun, and so when firing at short range may make use of the following special rule:

· At short range an MG 08/15 may roll 2 sustained fire dice and choose which one to use.

Heavy Machine Guns

HMGs formed the backbone of infantry support in World War One.  Whether the German Maxim, French Hotchkiss or the British Vickers, all performed similarly.


Short Range
Long range
Armour Peneration

Heavy Machine Gun
0-12”
12-24”
Class 1

HMGs fire by using 2 sustained fire dice.

Flame throwers

See main rulebook.

Light Mortar

Light mortars were used by all sides in the Great War. Generally light mortars refer to those mortars which can be carried about by a small team of men and set up rapidly, such as the 2” Stokes.  It therefore does not include things like the German heavy minenwerfer, nor the British ‘Flying Pig’.


Short Range
Long range
Armour Peneration

Light Mortar
0-30”
-
Class 2

Light Mortars are guess range weapons which may guess anywhere up to their maximum range.

Light Mortars use a 1” template.

Heavy Mortar

Heavy mortars were used by all sides in the Great War. Generally Heavy mortars refer to those mortars which were emplaced semi-permanently, like the German heavy minenwerfer or the British ‘Flying Pig’.


Short Range
Long range
Armour Peneration

Heavy Mortar
0-40”
-
Class 3

Heavy Mortars are guess range weapons which may guess anywhere up to their maximum range.

Heavy Mortars use a 1.5” template.

Field Artillery

Field Artillery is the lighter artillery with low trajectory used to support troops in battle.  Quite often fired over open sights, it is more manoeuvrable than heavier artillery and thus invaluable in open warfare.


Short Range
Long range
Armour Peneration

Field Artillery
0-24”
24 – 48”
Class 6

Field Artillery rolls a d6 against its marksmanship rating.

Field Artillery uses a 2” template.

Special: The French 75mm may fire twice per turn

The British 13 pdr uses a 1.5” template, and maximum long range is                                                   40”.  

Off Table Artillery

Has Armour Penetration Class 5.

Uses Grid template as set out in main rules.

Infantry/Tank Guns

These include any guns of roughly 70mm calibre or less that are either manhandled or mounted on vehicles, such as the British 6 pounder and the French 37mm Infantry Gun.  It also includes Anti-tank rifles when fired against armour.


Short Range
Long range
Armour Peneration

Infantry/Tank Gun
0-12”
12-24”
Class 4

Fire by testing against Marksmanship with a d6.

Uses a 1” template against infantry.

