


player who launched the last offensive will hold the initiative. The other 
player is the reacting player.
    box on the player’s game aid where units de-

stroyed in combat are placed. They may return to the game depending on 
the results on the Replacement Table.
  markers that are randomly drawn by players each turn 

to simulate the random aspects of the campaign. The events have a large 
effect on the progress of the game.

The Advanced game sequence of play is as follows:

    
       
 
        
 
 
  


   
   
   
   
    
   
   
   
   
    

 
(if an offensive was declared) follows the same sequence

 
(if an offensive was declared) follows same sequence

Each side has a set of random event markers, distinguished by the color of 
the counters and the symbols on the back side: a cockade for the Allies and 
an iron cross for the Germans. 

Each event is described in detail on the player game aids of each side.
  

           
eration’ Michael’ from March 21st  to April 8th     
‘Georgette’, the German  offensive in Flanders was launched. 

The advanced rules introduce several new concepts that recreate specifi c 
factors that affected the actual campaign: Allied coordination, the evolu-

           
paign itself.

These rules are not meant to make the game more complex! They are 
organized in such a way as to enable the players to learn the rules as they use 

           
tion of the effects from the random events that are part of the advanced 

            
much detail ahead of time, so that when they are pulled and played the 
players will enjoy the element of surprise and discovery as the game pro-
gresses.   

These rules are organized by letters to distinguish them from the Basic 
rules set.

             
always take precedent over the Basic rules when the campaign game is be-
ing played.

Note to players who have the game Marne 1918: The advanced rules for 
Somme 1918 are different from those for Marne 1918. The rationale for 

           
several weeks, which would not allow the full use of the campaign rules 
from Marne 1918.  The victory conditions in Somme 1918 are also judged 
differently and do not depend on the success of each offensive, but on the 
fi nal result of the campaign

The next title in the series will cover the German offensive in Flanders 
and will be able to be linked into one grand campaign game to play out the 

           
based on the experience from its two predecessors.

Each player has a game aid card that will have the following elements:
For the German player, the card has a    where units 

           


           
    

Both players’ cards have a    and a  
that is used to return eliminated units to the game.

Both cards have an    box for holding the player’s random 
event markers that haven’t been played yet.

Both cards have an    box where the players can put their 
cups containing the random events.

The players set up their units according to the campaign scenario initial 
set up.

          
drawn and placed, one at a time, according to the set up directions with the 

   
        

    box on player’s game aid where units are placed 
and held until they are put into play as reinforcements during an offen-
sive.
  random event marker allowing to launch an offen-

         
are obtained by a random chit pull.

The player that has the initiative goes fi rst during a turn. The 
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FRONT 
(the name of the event, 

here Charge of the Canadian 
Cavalry )

BACK 
(indicates the turn when the event 
is put into the player’s draw pool, 

here 3)



            
one or more symbols, noted on each side’s game aid card:
             

wise, it is returned to the draw cup.
& : The event can be kept and played in a later turn, or it can 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 after it is played, or the 

player can choose to remove it from the game.
: The event must be returned to the draw cup after it is played 

At the start of the game, each player sorts his event markers by the num-
bers printed on the back side. The events numbered 1 are placed in an 
opaque container, one for each player.

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

The containers represent the draw cup for each player.

        
random event markers from his draw cup.

The events with a red stripe on the back side must be played immediately, 
following the appropriate instructions. 

For each event marker that the player draws, he must decide during the 
Administrative phase if he will keep it , return it to the draw cup, or remove 
it from the game. He places the markers he will keep in the Events on hand 
box on his game aid.

At the end of the Administrative sequence, each player may have no more 
than three event markers. Exception: the three marker limit does not apply 
to the German player on the fi rst game turn.

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

There is no limit to the number of events that can be played during a 
single turn.

             
takes precedent over the Basic rules.

           

           
             

so, the player must have available:
   random event marker 
              

box.
   (see paragraph F below):     , 
      
        

The act of declaring an offensive will give the player several advantages, 
      

         
the draw cup. Each marker is characterized by the following in-
formation:

        
The number of cannons shown on the counter indicates the 

           
          

The offensive bonus indicates for each operational sequence
to come the bonus to apply for combat resolution and tactical coordina-

tion. The numbers, from left to right, corresponds respectively to the of-
fensive bonus for the three operational sequences

The player who declared an offensive for this turn starts by placing the 
          

           
tegic reserve box can be chosen for this purpose. Next, the German player 

            
map. These units must be placed within fi ve hexes of one or several friendly 
HQ units that are already on the map at the beginning of the turn, in their 
command radius, and at least three hexes from the nearest enemy unit. 

            
             

  
         

Important note: If one of the artillery units placed in “Offensive mode” 
came from the Strategic Reserve box, it must be placed on a non-precarious 
railroad hex, where a supply line can be traced along the railroad to a supply 
source. (see 9.1)

            
          

      
             

given time.
            

        

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

          
                 

opponent may not launch his own offensive this turn, even if he has the 
necessary preconditions for doing so.

             
ing the declaration of offensives phase, then he will gain the initiative and 
his opponent will switch roles. 

            
for the turn.

           

This rule is designed to prevent the reaction player from preparing for 
his offensive in the next turn by launching attacks in the preceding turn to 
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Air units that arrive as reinforcements are placed directly into the “avail-
             

immediately available. 

The rules for moving combat and support units are the same as in the 
  

The rules for resolving combat and determining tactical coordination re-
         

           
stroyed Units box on the player’s card and are available for replacements 
(see G).

          

           

            
temporarily place units with the purpose of bringing them into play as re-
inforcements for an offensive.

            
given time.

            
        

           
tions:

           
 

          

        
have been captured by the German player. These objectives are represented 

         


             
symbol(s) depicted. The marker is placed front side up on the map, as in-

     
The back side of the objective marker gives the following information:
       
          

Joffre.
            

contains an objective marker, he removes it from the map and 
         

These markers will be used fi rst to resolve the random event 

           
             

            
           

             
             
 

         


      
            

range of these HQs.
             

mode onto its normal face, but he is penalized one victory point per HQ 


            
Replacement Table to see how many of his previously eliminated units, lo-

           
          

The results on the Replacement Table gives for each type of division the 
number of step losses, or the number of corps artillery units, that can be 

              
player can choose a unit from the left-hand column from the unit type that 
would have been rebuilt.

Example: On a result of 11, if the player has no artillery units that were 
destroyed, he can choose instead to rebuild one step loss of a division of morale 
2 to 6.

Rebuilt units only recover one step loss; they cannot be built back to full 
strength. Rebuilt units can be immediately placed on the map on or ad-
jacent to an HQ of the same nationality. They cannot set up in an enemy 

          

         

         
         

        

         
ments.

This shows what reinforcements are available and the turn that they will 
arrive.

Reinforcements arrive during the movement phase of the specifi ed op-
erational sequence:

              
the fi rst hex moved). For the Allied player, if the specifi ed entry hex is in an 

            
closest to, and to the west of, the original entry hex.

              
a road hex or railway hex that leads to a supply source and that can trace a 
valid supply line (see 9.1). Reinforcement units cannot be placed in an en-

             
for this rule) may enter in this manner. This limit of two divisions is global 
to the two nationalities.
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determine the winner.

             
              

         

At the end of the game the German player totals up his earned victory 
points from the objective markers that he has captured. He adds or sub-
tracts victory points for the following:

                 
the end of the game

    
    
      
      
          
      

             
victory:

      
      
      
              

can be regarded as a German victory, the German player must do better 
than his historical counterpart to win the game.
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chael to the stabilization of the front.

   The campaign scenario lasts 7 turns, from March 21st to April 
8th 1918

    The entire game map is used for the campaign scenario

    The Allied player sets up fi rst, using the Allied setup 
playing aid card. 

    The German player sets up second, using the 
German setup playing aid card.

    
             

symbol on the front side into an opaque container. He draws them one at a 
time and places them on the map front side up, without revealing the back 

            
      

- Next, the Allied player places all of the objective markers marked with 
              

a time and places them front side up on the map without revealing the back 
           

       
           

              
He draws them one at a time and places them front side up on the map 

           
       

 
         

 
     

            
          

    
            

artillery unit via a hex on the south map edge
     

               
map edge.
    

           
artillery unit, and a corps artillery unit via a hex on the south map edge.
     

        
             

one corps artillery unit via a hex on the south map edge.
     

          
     

          
lery unit via a hex on the south map edge
     

           
 

              
     

    
             

Amiens 
             
    

    
            

       
     

          
            
             

Amiens.
    

             
       

     
              
    

 
    

            
    

             
       

The German player must remove two corps artillery unit of his choice 
         

 
     

            
           

     
              

     
            

    
The doctrine of the Allied troops is as follows:
   
    

    
 

The German player begins the game holding the following event mark-
        

   
Note: the events “Offensive Michael North” and “Offensive Michael South” 

represent the same event, “Operation Michael 1”. The two markers are placed 
on different German army artillery level units to indicate the different modi-
fi ers. 

The German player holds the initiative at the start of the game and must 
          

with the following characteristics:
             

         
   

     
   

The German player also receives the benefi ts form the Bruchmuller 
             
            

th Army HQ.
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To try to quickly shore up the catastrophic situation caused by the Ger-

man attack, French divisions were rushed to the front without their usual 
complement of divisional artillery. 

            
         

er when they are placed on the map board.
       

 
         
  

             
       

            
       

     
     
      

              
           
  

At the start of the German offensive the Allies did not a unifi ed command, 
and other than for some agreements about strategy, each nation conducted 
their military operations independently. The nomination of Foch at the 
Doullens conference helped to promote cooperation between the Allies, but 
it was still not total.

The following rules apply at the start of the game, and remain in effect 
      

  
           

treat where a unit moves into a hex with units from a different nationality, 
the retreating unit must move one extra hex to remedy this. Units that have 
a unit from another nationality retreating through their hex become disor-
ganized at the end of the units’ retreat.

  
- Units of different nationalities may not attack the same hex.
- Artillery units cannot participate in attack and defense in combat with 

units of a different nationality.
           

Clarifi cation: For the purposes of this rule Canadian, Australian and New 
Zealand units are considered British nationality.

           
strictions may be negated during the rest of the game, depending on who 
is named as Generalissimo.

          
all of the above restrictions are negated.

           
           

       
    

The doctrine of infi ltration tactics for the use of Stosstruppen units was de-
veloped mainly by the work of General von Hutier, during the battles of Riga 
on the Russian front and Camporetto in the Italian theater. At the beginning 
of Operation Michael, the generals commanding the German II and XVII 
Armies used their Stosstruppen  for costly frontal assaults, bleeding these elite 
troops, much to the anger of Ludendorff.  

           
          

           
on the map. 

At the start of the game, only combats that take place within an 8 hex 
radius of the German HQ that is stacked with the von Hutier marker will 

          

  
The German general von Hutier had perfectly mastered the new combat tech-

niques thanks to his experience using them on the Russian and Italian fronts. 
He was also close to Colonel Bruchmuller, and expert in the use of artillery.

At the start of the initial game set up, the marker v.Hutier is placed on 
              

            
the HQ unit that v.Hutier is stacked with is eliminated, he is removed from 
the game.

The v. Hutier marker gives the following bonuses:
             

         
nus shift, bonus for the tactical coordination table, and advance after com-

  
           

           
hit points as stated in the Basic rules.

             
where v.Hutier is stacked.

             
with v.Hutier may be placed in reserve.

             
movement phase, but it may move in the exploitation phase with its full 
movement allowance
  

During the campaign the overall German commander Ludendorff hesitated 
several times over the strategic goals for his operation, interfering with how it 
was carried out.

The German player cannot use the same army artillery unit in “offensive 
   
            

has effect for the remainder of the game.
  
               

            
result ‘overcast’ is rolled fi ve times (in total, not consecutively) the modi-
            
  

Marshal Petain was extremely reticent to send reinforcements to his British 
counterpart General Haig, especially in light of the British rout during the 
fi rst days of the battle.

At the beginning of turn 2, before each Allied movement phase the Allied 
       

dr 1,2 : Full cooperation. All French reinforcements arrive as scheduled this turn.

dr 3 :   During all of turn 2 and 1st operational sequence of turn 3 -  French reinforce-
ments arrive during the sequence being played with their artillery. After turn 3, treat this 
die roll result as no effect.

dr 4 : One French division, at the choice of the Allied player, scheduled to arrive this 
sequence will arrive instead during the next operational sequence. If this result occurs 
during the 3rd operational sequence, the scheduled reinforcement is delayed until the 
1st sequence of the next game turn.

dr 5 : The British must hold! The Allied player must fi rst move all of his British units, 
but none of his French units. If he does not place more than three “Disengagement” 
markers on his British units, he can then move his French units freely. If four or more 
markers are placed, the French units remain in place. French reinforcements arrive nor-
mally, but may not move further pending the actions of the British units.

dr 6 : The British must fi ght! The Allied player must fi rst move all of his British units, 
but none of his French units. If he decides to declare two combats with his British units 
(this declaration is an exception to the Basic Rules) and the odds ratio before adding in 
bombardments is at least 1/1, then he can move his French units freely.  If he does not, 
the French units remain in place. French reinforcements arrive normally, but may not 
move further pending the actions of the British units.
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Generalissimo of the Allied Armies, with the consequences described be-
low.

             
          

er’s game card, and markers that were not drawn by the Allied player are 
left in the container. 

As long as the conference is not concluded, the Allied player repeats the 
random draw of objectives markers in the following turn’s Administra-

           
added to the container when the next turn begins. 

           
as Generalissimo, or if the game has ended, all of the objective markers are 
returned to the German player’s game card.

   
    
          
            

Allied cooperation are lifted.
            

random event marker for this is removed from the Allied pool
           
           

the game.
    
          
           

either stacking or combat, is negated. The marker is then returned to the 
draw cup.

            
random event marker for this is removed from the Allied pool.

        
    
          

events pool and all the rules restricting cooperation remain in effect for the 
rest of the game.

        
        
           

the game.
              

rest of the game. Any French units that are north of the river must move 
south of it as rapidly as possible. 

          
         

truppen units are participating do not receive any extra bonus. However, 
              

rules.
            

         
random event  is played that turn. The effect is that combats involving 

            
 
            
           

         
             

nus and combat bonus 
           

           
           

units receives all their benefi ts regardless of their distance from the von 
Hutier marker.
   

During the chaos of the German offensive, and with the French Army, under 
Petain’s urging, ready to break off contact with the British, the English General 
Haig agreed, at the Allied conference called Doullens, to place himself under 
the authority of the French General Foch, fi nally allowing for the creation of a 
joint supreme Allied command.

          
marker is played.

The German player gathers up all of the objective markers that he has 
captured so far in the game and puts them in an opaque container. All 

            
map are removed from the map and set aside; they will not be counted 
for the victory point total at the end of the game used to determine the 
winner.

The Allied player then randomly draws fi ve objective markers from the 
            

map.
              

cally promoted to Generalissimo.
          

that the Allied player has drawn. The objective markers show on their back 
             

portrait).
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he success and acclaim for Marne 1918 pushed Thomas and 
         

           
         

         
for Marne 1918           

           
be compatible, at least in their simulation of the operational aspects of the 

             
                

playtests we were pleasantly surprised to see that we obtained the histori-
cal results for the fi rst several turns by using the unchanged basic rules of 
Marne 1918.w The game system was thus a reasonable simulation for both 

           
were totally different. Now that we were sure the basic game system was 
valid, we could start developing the details for the new game.

            
the advanced campaign rules for Marne 1918 could not be used for Somme 
1918. The Marne campaign saw successive offensives, with multiple attacks 

             
          

weeks. The rhythm of the two games was not the same. The planning of 
offensives and reserves, the way that units were rebuilt, all of these elements 

     
After several attempts at trying to force Somme 1918 into the same mold 

as Marne 1918           
            

right to me. Admittedly the gamers who already owned Marne 1918 might 
fi nd some consistency with the tweaks to the rules, but players would be 
put off or confused by the necessary complication of the rules and the ar-

               
one of the more diffi cult things to do in game design: simplify.  

The campaign rules turned out in the end to be much easier than those 
in Marne 1918. All of the new rules put in place resulted in simpler game 
play (replacement tables, random events). They did not complicate the ba-
sic game and experienced players could get into the campaign game very 
quickly. The loss of the planning and strategy required to be successful in 
Marne 1918 is largely made up by the dynamic interaction between the 
players and the tension for each side, which lasts for the whole campaign, 

 
The following notes are largely taken from the fi rst edition of Marne 

1918.

By the spring of 1918 the belligerents were exhausted and for the most 
part the troops had lost their fi ghting edge. The Allied blockade was stran-
gling Germany and the civilians were suffering heavily from the effects, 

             
English armies were spent by their bloody and fruitless offensives of the 
previous year. The French army in particular was on the brink of disinte-

             
           

of the horrors of the war, were fi elding an army with overall high morale.
Faced with the same problems, both sides adopted a similar approach 

to deploying their spent forces. The majority of divisions were hunkered 
down in defensive positions where they could still be effective, while the 
remaining elite troops were regrouped into assault or shock divisions, and 
they benefi ted from better supplies and weaponry.

This is translated in game terms by having two kinds of combat units: 

line divisions, represented by a single counter, and elite divisions, which are 
made up of three regimental counters. Elite divisions have better morale 
ratings, higher movement factors, and can take more step losses than a line 
division, to represent their higher cohesion in the face of combat.

These elite assault units (sturmtruppen) have long been touted as the 
decisive factor in the fi nal German offensives, but nonetheless they were 
only one part of the new German tactics that were so effective during Lu-

        
units nonetheless benefi ted greatly from the panic created by the initial 
bombardment orchestrated by Bruchmuller.

 Somme 1918        
can be decisive when they are stacked with the attacking units in an offen-
sive. They also allow the regiments they are stacked with to ignore enemy 

           
          

will not perform miracles and they will be quickly reduced if used as mere 
cannon fodder in head on attacks ( as happened historically).

Unlike Marne 1918         
           

these elite units were employed on a grand scale.  Although von Hutier, the 
father of these innovative infi ltration tactics, knew well how to make the 
best use of these units’ special abilities, this was not the case for the other 

         
            

            
           

combat bonuses that the players of Marne 1918 are familiar with. Along the 
           

the course of the game by the playing of random events.

            
their attack factor to combats they participate in, they give a bonus on the 

              
be used to absorb step losses. The effects will vary depending on the type 
of tank.

Unlike Marne 1918, tanks will not play a decisive role in Somme 1918.  
Historically in March 1918 the mass production of tanks was just gear-
ing up, and they would not be available in large numbers until the end of 
spring, especially the superior turreted French Renault 17 tank, the “tank 


Somme 1918 the Allied player will only have at his disposal several 

            
of Marne 1918. They will nonetheless prove very effective in carrying out 
local counter attacks and to cut down on potential losses for the rare Brit-
ish elite units. The Allied player should resist the temptation to employ 
his tanks on defense to try and stem the German breakthrough, and save 
them for the end of the game when they will make a real difference when 
he has troops available to attack, for example by helping to recapture a 
key victory hex.

            
               

disorganizing units, bombardments will negate the players’ attempts to get 
             

grouped with several corps artillery units, can destroy a defensive line by 
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has a chance to get a favorable result.

As a result, like their historical counterparts, players will have to bring to 
bear as many of their tactical innovations as possible, along with strong 
artillery support, in order for their attacks to succeed.

But besides the heavy losses that each side expected, it was essential to 
try and simulate how the troops would behave during and after a combat. 

            
          

into a breakthrough or would he hold his positions because of not receiv-
          

fectly all of these questions. The players will quickly discover that it is their 
           

               
bring to bear will help assure his chances of a favorable result.

          
             

seemingly desperate situation can suddenly turn into a spectacular suc-
cess.

The precise and detailed combat resolution rules are somewhat complex. 
          

tion sequence during their fi rst games. The combat conclusion, where the 
tactical coordination results and step losses are applied demands the most 
care .Nonetheless, after several games the rules will quickly become second 
nature for the players.

           
             

too soon they created confusion, and if they were too late the defender had 
the chance to launch a counter attack. 

            
several days or even weeks, rendering the terrain in front of the attacker so 
devastated that it would slow up his advance, and it allowed the enemy to 
bring up his own reserves and mass his troops in anticipation of the com-
ing attack.

These tactics would change in 1918 with the innovations developed by 
both sides.

          
pummel the enemy fi rst lines with a short but devastating barrage that also 

        
            

able to hold but would abandon the fi eld to the arriving German reserves. 
The Allies looked to obtain the same results by the deployment of large 

numbers of tanks, in place of a preliminary bombardment, overrunning 
the centers of resistance and striking deep into the German rear areas.

             
game terms players cannot place units into reserve unless they are conduct-
ing an offensive.

The mechanics of exploitation more or less follow classic “advance af-
             

of his movement allowance. Nonetheless, the conditions for exploitation 
are quite specifi c, and only fresh troops will be able to benefi t from it. The 
restrictions of the rule encourage players to keep the regiments of their elite 
divisions together and not spread them around in order for them to act ef-
fectively during the exploitation phase.

The rules for air support were for the most part revised for Somme 1918.  
              

Marne 1918 were too ponderous and particularly inelegant. Even though 
the types of air missions haven’t changed, the game rules are now much 
simpler. The number of air units for one side available for a turn is now de-
termined by a simple die roll and table, and airplane units are only placed 

itself.
           

an attacker from combat, especially during the Exploitation phase.
Somme 1918       

units, which are used differently from combat units. There are two reasons 
            

ing the game with a multitude of artillery batteries of all types. The other 
was to prevent the players from using their artillery units as a defensive wall 
or to plug gaps as seen in too many wargames. Even though an artillery 
battery could be deployed tactically to slow down an enemy advance, there 

           
supporting friendly troops that were used to hold up the advance of enemy 
divisions (the heroic action of British gunners in sacrifi cing themselves and 

           
              

the game, the player will fi nd it essential to safeguard his precious support 
units.

   Somme 1918 to conduct artillery bombardments with-
             

seemed unrealistic to me to be able to render a division or even a regiment 
out of action in a day, as the Bombardment table results would allow, by 
just an artillery barrage that was not coordinated with a ground assault. 

             
         

would slow down the game. The intent of this rule was to make for a more 
             

fensive, and as combat supports.

     Somme 1918 is not as important as in 
Marne 1918          
between the German and British armies, who in game terms are not af-

             
attack during the game will see their performance modifi ed. To their dis-
advantage, at the beginning of the game French units will have to restrict 
themselves to a defensive role, and will have to take step losses rather that 

          
the end of the game when the Allied player will be able to go on the offen-

           
troops to crush the now weakened German troops.

Another factor that must be taken into account when trying to correctly 
             

to maintain a continuous front, with the constant worry of hanging on to 
            Somme 1918 to 

carry out a large scale retreat or to willingly abandon a portion of the front 
lines.

The effect of the rules is that a unit cannot leave a hex unless it is replaced 
by another unit, and if it takes the risk of trying disengagement, it could 
result in losses or an uncontrolled retreat.

Under these two constraints the players will fi nd themselves trying to 
maintain their positions and to use their units in a historical manner.

            
will be rare, no more than fi ve or six each sequence, and their outcome 
will be crucial. The challenge was to introduce some tactical elements into 
combat resolution while keeping the operational scale of the game.

             
          

air power, artillery, tactical doctrine, terrain, and fortifi cations.
Somme 1918, each of these elements plays a major role. A quick glance 
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on the game map as they carry out their missions. All of the work in plac-
ing air support units alternatively on or under an HQ unit has disappeared 
from these rules.

The players of Somme 1918 are put in the role of Army group command-
ers. They control the battlefi eld more or less at an operational level, but are 
subject to tactical elements (the luck of the die roll), strategic impositions 
(the decisions of their respective commanders, Foch and Hindenburg), 
and even political events.

The random events are there to simulate these uncertainties. The players 
will not be able to always launch an offensive at the right time, or prevent 
the shortcomings of their subordinates.

Nonetheless in analyzing this rule, the players will perceive that these 
events are not completely random, that they will have the chance to make 
good use of their events by playing them in a timely fashion.

      Somme 1918. The German 
           

           
mined as a function of capturing certain geographic objectives, symbol-

             
           

interesting to me to add to the simple and classic system of victory points 
two other elements to spice things up.

First, the victory points gained by capturing markers are unknown to the 
players. Right up to the end of the game there will remain an element of 
uncertainty as to who will win, except in the event of a decisive strategic 
victory.

          
            

           
torical event of the campaign to the victory conditions. The conference 
will become the heart of the game, and its conclusion, with the naming 
of the Allied Generalissimo, constitutes a game within the game.

Logically, the next work in the series will cover the operations in April 
           

Georgette. This campaign, the battle of the Lys, saw the Germans try to take 
         

            
success, the German advanced only several kilometers and the front rapidly 
stabilized under thanks to the muddy conditions and the exhaustion of the 
troops.

Flanders 1918            
allow:

- To game the battle of Lys at the proper scale, where 1 hex equals 1 kilo-
meter and each counter represents a regiment, in order to replay this cam-
paign by zooming in on the critical area where the major fi ghting took 
place.

- Linking Somme 1918 with Flanders 1918 to play the entire campaign 
             

game map will be printed front and back)
              

campaign in France and Belgium.
           

above, there are major differences already between the rules of Marne 1918 
and Somme 1918, and in order to have a coherent rules set for them both 
will demand a lot of work, with the aim of having a grand campaign game 
properly tested and play balanced. The task promises to be daunting, but 
we have a good starting point and we’re already looking at several interest-
ing approaches.




