
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



RULES (LOGICALLY CODIFIED) HOUSE RULES IN BRACKETS 

 

OBJECTIVE 

Achieve a 3:1 majority of pieces on the table. 

 

SET UP 

1) Arrange terrain 

2) Dice for side / to become ‘Red’ or ‘Blue’. Winner chooses side (and ergo 

colour of army) 

3) Choose armies (both equal number of pieces no more than 30) up to an 

agreed total from ‘pool’ available. Each side also gets an equal number of mines 

(up to 16 max – 20 max if two players a side.). 

4) Shuffle the salvo deck. Takes cards from the top and place into discard pile 

until all taken, then re-shuffle 

 

DEPLOYMENT 

1) Separate boards and deploy in secret. 1 in 5 may be placed in advance of 

deployment line; the rest and all mines behind deployment line; planes to an 

airstrip behind deployment line. 

2) Stacking is always one piece or mine only per square. 

 

TURN SEQUENCE 

1) Join boards together. Player who lost the set-up dice takes his turn first. 

2) On their turn each player may move as many pieces as wished (mines cannot 

be moved). 

 

MOVEMENT 

Tanks: Three squares in any direction, forward, left right, back (etc). If entirely 

on road that turn tanks can do five squares along it. On hills and woods one 



square in total max; they must stop upon turn entering as this counts as the one 

square. 

Guns: Two squares in any direction, forward, left right, back (etc). If entirely on 

road that turn guns can do three squares along it. On hills and woods one square 

in total max; the must stop upon turn entering as this counts as the one square. 

Planes: Can attack anywhere on the board once per turn, then return to base. 

They can instead fly to another friendly airstrip. 

 

FIRING 

Pieces may only fire once per turn. It may fire at any point in its move and then 

continue. 

Tanks: Range of two squares in any direction in a straight line; right, left, 

backward etc. When on grey hill crest can increase range to three squares. 

Guns: Range of four squares in any direction in a straight line; right, left, 

backward etc. When on grey hill crest can increase range to five squares. 

Guns and tanks may fire into a hill or wood but not over them. Maximum depth 

a shot can penetrate into a hill or wood is two squares. Note hill counters for 

impossible firing angles.  

To hit take top salvo card – this will give ‘hit’ or ‘miss’. Hit pieces make save 

throw – 5, 6 saves as undamaged (increased to 4,5,6, on the first player’s turn 

only). If on hill or wood add +1 to save throw. If moving over a mine the mine 

is removed but the hit piece is saved on 4, 5, 6. If attacked by a plane the saving 

throw is 4,5,6 - and the plane is considered ‘hit’ and must also throw to save. 

Planes can attack planes. 

 

AIRSTRIPS 

If crossed into by enemy ground forces any planes on the airstrip are destroyed. 

If recaptured reinforcements (or planes from other strips) can be based there. 

 



REINFORCEMENTS 

When a gun or tank reaches the enemy base line it is ‘lost’ but the losing player 

gets three new pieces to place behind his own deployment line; to be activated 

on his next turn. 

 

RULES FOR FOUR PLAYERS 

Divide each army into two ‘Corps’ to operate on each flank. The players may 

only confer after three turns of their side. Pieces moving into another 

commander’s sector come under his control. Each side alternates turns, as does 

each player (facilitating two against three games). 

 

VARIATIONS OF PLAY 

Given Objectives. Each army establishes an HQ on a hill or wood. The game is 

won if it is captured. Other objectives can be airstrips or cutting a road. 

Battle In Time. Each turn represents an hour; twelve turns to a day. Stop at 

nightfall and regroup for three turns of moving backwards or laterally, but not 

forwards. No night firing is allowed. Boards may be reseparated during 

redeployment. At dawn dice for first move. Play until the basic 3:1 has been 

achieved. 

 

FORCE SELECTION POOL 

8 X Planes 

16 X Tanks 

16 X Guns 

20 X Foot Infantry 

10 X Motorised Infantry 

10 X Cavalry 

5 X Attack Helicopters 

 



HOUSE RULES (MODIFICATIONS) 

1) Planes can only attack on alternate turns due to need to refuel and rearm 

2) Only one airstrip allowed per player, and this must touch the player’s base 

line. 

3) Maximum depth a shot can penetrate into a wood is one square. 

 

HOUSE RULES (NEW TERRAIN) 

4) RIVERS. Impassable except at bridges – bridges can be objectives (‘well 

Horrocks did endorse the game’). One two squares wide maximum. 

5) BUILT-UP AREAS / DEFENCE LINES. Count as woods for movement and 

visibility. -1 to all vehicle saving throws. 

 

HOUSE RULES (NEW PIECES) 

6) ‘PBI’ FOOT INFANTRY. Move and save as if Guns. Firing range is 1 

square. Add +1 to saving throws in woods, +2 if in BUA. 

7) MOTORISED INFANTRY. Move as tanks and save as if Guns. Firing range 

is 1 square. Add +1 to saving throws in woods and in BUA.  

8) CAVALRY. Move and save as if tanks. Firing range is 1 square. -1 to all 

saving throws outside of woods and BUA.  

9) ATTACK HELICOPTERS. Move as if Tanks +1 square. Fire as Tank +1 

square. Save as if Tanks. Cannot cross any woods or BUA.  

 

HOUSE RULES (HISTORICAL PERIODS) 

10) EARLY WWI VARIATIONS (c.1900-1916). Foot Infantry, Cavalry and Guns 

allowed only. No mines allowed. Army starts with a maximum of a quarter as 

many guns as its number of start of play Foot Infantry. 

11) LATE WWI VARIATIONS (1917-c.1936). Foot Infantry, Cavalry, Tanks, 

Guns and Planes allowed only. No mines allowed. Tanks move as if guns. 



Planes -1 to all attacks. Max of two planes and two tanks per side allowed at 

any one time. 

12) EARLY WWII VARIATIONS (c.1936-1942). Foot Infantry, Motorised 

Infantry, Cavalry, Tanks, Guns and Planes allowed only. Mines allowed. Army 

starts with a maximum of a quarter as many Motorised Infantry as its number of 

start of play Tanks. 

13) LATE WWII / EARLY COLD WAR VARIATIONS (c.1942-c.1955). Foot 

Infantry, Motorised Infantry, Tanks, Guns and Planes allowed only. Mines 

allowed. +1 square to all Tank ranges. 

14) MID COLD WAR VARIATIONS. (c.1955-c.1975). Foot Infantry, Motorised 

Infantry, Tank, Guns, Attack Helicopters and Planes allowed only. Mines 

allowed. +1 square to all Tank and Infantry ranges. Army starts with a 

maximum of an eighth as many Attack Helicopters as its number of start of play 

Tanks. 

15) LATE COLD WAR VARIATIONS. (c.1975-c.1990). Foot Infantry, 

Motorised Infantry, Tanks, Guns, Attack Helicopters and Planes allowed only. 

Mines allowed. +2 squares to all Tank and Infantry ranges. Army starts with a 

maximum of a half as many Attack Helicopters as its number of start of play 

Tanks. 

16) POST COLD WAR VARIATIONS. (c.1990+). Foot Infantry, Motorised 

Infantry, Tanks, Guns, Attack Helicopters and Planes allowed only. Mines 

allowed. +2 squares to all tank and Infantry ranges. -1 to all saves against 

Planes and Attack Helicopters. 

 

POINTS SYSTEM 

Planes =5 points each 

Tanks = 3 points each 

Guns = 3 points each 

Foot Infantry = 1 point each 



Motorised Infantry = 3 points each 

Cavalry = 2 points each 

Attack Helicopters = 6 points each 

 

 


