Turn of Play
Phase 0: Attacker reinforcement
Phase 1: Gas movement and Events
Phase 2: Move, Fire or Prepare Grenade.
Phase 3: Fire or Grenade Throwing
Exception: officer movement + 1 unit
Phase 4: Actions (Picking up or putting down, deactivating mine, cutting barbed wires, reload)
Phase 5: Knives and Bayonets
Phase 6: Forward to Victory
	D10
	Gas Movement

	0
	Disperses, remove the counter
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1
	Counter moved 1 area East

	2
	Counter moved 1 area West

	3
	Counter moved 1 area North

	4
	Counter moved 1 area South

	5+
	Counter stays where it is
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Mine:
Make one throw with Fire power 2 against the unit that detonated the mine, and one throw with Fire power 1 for any adjacent unit.
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Grenade:
The unit picks it up, and gains a counter of offensive grenade.
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Stinking Corpse:
The unit goes backward 2 areas (towards west for attacking units, towards east for defending units).

Pools of Guts:
The unit slides one space. Throw 1D10: odd North, even South, 0 one area backwards.

	D10
	The grenade landed where?

	0
	on the launcher

	1
	1 space to the east of the target

	2
	1 space in the west of the target

	3
	1 space in the north of the target

	4
	1 space south of the target

	5+
	on the target


	D10
	Damage Table

	0
	He is dead, remove it from the game.

If flamethrowers on the square, the weapon explodes like a mine. 

	Odd
	Fire power 1: he’s wounded, turn it back
Fire power 2: he is disabled

	Even
	Fire power 1: nothing!

Fire power 2: he’s wounded, turn it back


	
	Fire Table

	
	D6
	

	Spaces
	Pistol
	Spaces
	Pistol
	Spaces

	0
	4+
	0
	4+
	0

	1
	2+
	1
	2+
	1

	2
	3+
	2
	3+
	2

	3
	4+
	3
	4+
	3

	4
	
	4
	
	4

	5
	
	5
	
	5

	6 +
	
	6 +
	
	6 +


5+ you hit on a 5 or 6 with 1D6 & 5, 6, 7, 8 or 9 with 1D10

Clipper: reroll 1D10 to cut a barbed wire or to get inside

Engineer: reroll 1D10 to deactivating mine
Trench Sweepers: reroll 1D10 to throw a grenade 

Light Infantrymen: reroll 1D10 to fire with rifle
Officer: more movement
Medic: carrying a badly wounded marker cannot be fired at by the enemy
	D10
	Events
	Effects

	0
	All Quiet on the Western Front
	No event (read the book)

	1
	Offensive Mortar Firing
	The shell falls on a space with a green number (throw 1D10, fire power 1)

	2
	Reconnaissance
	The attacking player turn over a Surprise counter of his choice. The counter stays on the map.

	3
	Move
	During phase 3, teach attacking may move one area instead of firing

	4
	Distribution of alcohol 
	The attackers gain +1 during hand to hand fighting.

	5
	Simultaneous Mortar Fire
	A shell falls on a blue numbered area and another on a green numbered. Throw 1d10 for each area, with fire power 1 for both.

	6
	Ammunition reserves 
	All jammed weapons of the defenders are now repaired.

	7
	Warning! Mine 
	The defender adds a secret mine counter (if he has one available off map) on a square, not numbered, and free from any unit area of his choice.

	8
	Terrain Hazards 
	The defender adds a Surprise counter (if he has one available off map) on a square not numbered, and free from any unit area of his choice.

	9
	Defensive Mortar Fire 
	The shell falls on a space with a blue number (throw 1D10, fire power 1).
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