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Introduction: 
The Western Front in World War I was dominated by a series of trenches cutting its way through 
the French countryside. Commanders on both sides would send their troops ‘over the top’ and 
into No Man’s Land, the battlefield between the trenches. These attacks would be immensely 
costly to the attackers, as the machine guns and rifle fire would rip through the attacking infantry. 
Both sides dreamt of an offensive that would break through the stalemate of trench warfare, and 
both sides tried many times, but this would never happen. 
 
To End All Wars is meant to be a simple and fast, but accurate, representation of combat on the 
Western Front. 
 
Overview: 
Unlike most World War I miniature games, TEAW uses a 1:1 scale, so each unit represents one 
soldier. This allows for a more close up view of combat, and more immersion into the game, as 
opposed to controlling entire divisions. 
 
Each team has a number of actions it can perform. While some of these actions are the same, each 
team has unique actions. For example, and Anti-Tank team can fire an anti-tank shot at a tank 
while an assault team could not. 
 
As you will notice, currently there are no rules for artillery or gas. This is for many reasons. One, 
it is very difficult to implement them without making gameplay to random and slow. Another is 
that generally during actual attacks gas and artillery were scarcely used. There were tactics like 
the creeping barrage, where troops would follow behind the artillery and it moved across No 
Man’s Land, but this would limit gameplay. I may try and implement them at a later date, but 
currently, they are not in the rules. 
 
 

 



The Turn: 
There is no order of events for the turn; instead you choose what actions each team will take, in 
any order. There are general actions that most teams can take and specific actions for each team. 
Each team can take a different amount of actions per turn. When you have taken all of the actions 
that you can, or choose to, it becomes your opponents turn. 
 
Name # of Actions 
Assault Team 3 
Defensive Team 2 
LMG Team 2 
HMG Team 1 
Engineer Team 3 
Flamethrower Team 2 
Raider Team 3 
Sniper Team 2 
Anti-Tank Team 2 
 
Defensive, LMG, HMG, sniper, and raider teams may use one action during their opponent’s 
turn, but the action must be listed as: during opponent’s turn. 
 
 
General Actions: 
 
Move: (All) 
 
NOTE: No team may use this action more than twice per turn. 
 
Move your team Xcm in any direction. While any team can move, they all move at different 
speeds. 
 
Name Speed (cm) 
Assault Team 15 
Defensive Team 10 
LMG Team 10 
HMG Team 8 
Engineer Team 10 
Flamethrower Team 10 
Raider Team 18 
 
Barbed Wire: If, during movement, you run into barbed wire, your movement action ends and 
you must roll a die. Depending on the result, the following things happen: 
 
Die Roll Result 
1 No effect. Can still take actions besides moving. May move past wire next turn. 
2 No effect. Can still take actions besides moving. May move past wire next turn. 
3 Slowed. Can take no more actions this turn. May move past wire next turn. 
4 Slowed. Can take no more actions this turn. May move past wire next turn. 
5 Snared! Can take no more actions this turn. Must roll to get out of wire next turn. 
6 Snared! Can take no more actions this turn. Must roll to get out of wire next turn. 



 
If you are snared in the wire, on the next turn you roll a die. On a 1-3 you get out of the wire and 
may take one move action forward (but no other action that turn). On a 4-6 you are still stuck in 
the wire and must roll again next turn. 
 
Shoot: (All except LMG, HMG, and Flamethrower Teams) 
 
NOTE: No team may use this action more than once per turn. 
 
If a team has LoS (line of sight: can clearly see) on an enemy team and is in range of that team, 
they may fire at them. You do not fire for each unit in the team, but the number alive impacts the 
attack. 
 
When attacking, check to see how many units are alive in the team, and then see how many dice 
you roll. When you have rolled your dice, see how many of the dice are above the ‘hits on’ 
number, remove that many units from the enemy team. 
 
Range 25cm 
 
Units Alive Dice Hits On 
6 4 4+ 
5 3 4+ 
4 2 4+ 
3 2 5+ 
2 1 5+ 
1 1 6 
 
Example: A British assault team is attacking a German defensive team. The British team is 20 cm 
away from the Germans, so they are in range and they have a clear line of sight to them. The 
British have 4 units alive in the team, so they roll two dice. One is a 4 and the other is a 2, so one 
of the Germans (defender chooses) is removed from the game. 
 
Cover: When you are attacking an enemy team and you cannot see at least one-half of the whole 
team (includes if you can see all of the units, but only parts of them), they are in cover. When a 
unit is in cover it makes it harder to hit. 
 
Units Alive Dice Hits On 
6 3 4+ 
5 3 5+ 
4 2 5+ 
3 1 6 
2 1 6 
1 2 6 (Both must hit) 
 
Hand to Hand Combat: (All except HMG teams) 
 
NOTE: No team may use this action more that once per turn. 
 
If a team comes within 2cm of another team, they may engage in hand to hand combat. Both 
teams roll a die, the higher number has the initiative and attacks first. Once teams have started 



hand to hand combat, they must continue to fight each turn until a team successfully withdraws or 
a team is completely wiped out. 
 
Pair each unit with an opposing unit. If one team has more units, you may put more than one on 
an opposing unit. The team that has the initiative rolls first, for each unit. Depending on the 
result, the following things happen to the unit paired up with the unit rolling. 
 
Sum of Die Result 
1 Attack missed, -1 on this unit's next die roll. 
2 Attack missed. 
3 Attack hit, -1 on opposing unit's die roll. 
4 Attack hit, 1 damage to opposing unit. 
5 Attack hit, 1 damage to opposing unit. 
6 Attack hit, 2 damage to opposing unit, -1 on opposing unit's next attack. 
 
Each unit has 3 health, if it hits or falls below zero, that unit is killed. If a unit kills another unit, it 
may join in attacking another unit. 
 
NOTE: After one team is eliminated or successfully withdraws, each unit’s health returns to 3. 
 
If a team wants to attempt to withdraw from hand to hand combat, it must roll a die. 
 
Sum of Die Result 
1 Withdraw failed, each unit takes 1 damage. 
2 Withdraw failed, each unit takes 1 damage. 
3 Withdraw failed, -1 on each unit's next die roll. 
4 Withdraw failed. 
5 Withdraw succeeded, move team 10cm from opposing team. 
6 Withdraw succeeded, move team 10cm from opposing team. 
 
 
Throw Back Grenade: (All) 
If a grenade lands within 4cm of your team, you may attempt to throw it back. Roll a die; on a 1-3 
you are successful. Place a marker where you want the grenade to land within 15cm. It explodes 
at the beginning of your opponents turn, killing everything in a radius of 5cm. On a 4-6 you are 
not successful and that team’s turn ends immediately. 
 
Specific Actions: 
 
Some teams may have the same action, but there may a difference in number of dice to roll, or 
distances, etc. So read carefully. 
 
Assault Teams: 
 
Cut Wire: 
When moving, if you come to barbed wire, instead of rolling a barbed wire check, you may roll a 
die. On a 1-3 the wire is destroyed. 
 
Even if you cut the wire, you may not finish your move action. 
 



Throw a Grenade: 
 
NOTE: No team may use this action more than once per turn. 
 
Place a marker where you want the grenade to land. Roll a die, on a 1-3 it lands where the marker 
is. On a 4-5 it lands 5cm in front of the target, and on a 6 it lands 5cm behind the target. At the 
beginning of your next turn it will explode, killing everything in a radius of 5cm. 
 
If the grenade lands in a trench or shell hole and explodes, it does not affect any unit not in the 
trench or shell hole but still in the radius of the blast. If it lands above a trench or shell hole, it 
also does not affect any unit in the trench or shell hole that is still in the radius of the blast. 
 
Bayonet Charge: 
Works exactly like hand to hand combat except the numbers are different. 
 
Sum of Die Result 
1 Attack missed, -1 on this unit's next die roll. 
2 Attack missed. 
3 Attack hit, -1 on opposing unit's die roll. 
4 Attack hit, 2 damage to opposing unit. 
5 Attack hit, 2 damage to opposing unit, -1 on opposing unit’s next attack. 
6 Attack hit, 3 damage to opposing unit. 
 
Defensive Team: 
 
Defensive teams, like HMG teams, may use one action during their opponent’s turn, but the 
action must be listed as: during opponent’s turn. 
 
Throw a Grenade: 
 
NOTE: No team may use this action more than once per turn. 
 
Place a marker where you want the grenade to land. Roll a die, on a 1-3 it lands where the marker 
is. On a 4-5 it lands 5cm in front of the target, and on a 6 it lands 5cm behind the target. At the 
beginning of your next turn it will explode, killing everything in a radius of 5cm. 
 
If the grenade lands in a trench or shell hole and explodes, it does not affect any unit not in the 
trench or shell hole but still in the radius of the blast. If it lands above a trench or shell hole, it 
also does not affect any unit in the trench or shell hole that is still in the radius of the blast. 
 
Defensive Fire: (During Opponent’s Turn) 
If your support team did not move on your turn and an enemy team moves within range of your 
support team, and is not in cover, you may open fire on them. Combat works the same way, 
except your shots will not be as accurate.  



 
Units Alive Dice Hits On 
6 4 5+ 
5 3 5+ 
4 2 5+ 
3 2 6 
2 1 6 
1 1 6 
 
NOTE: You may only use this action the turn that the enemy team comes into range of you. If 
the enemy team is already in range of you when it starts its turn, you may not use this action. 
 
LMG Team: 
 
Set Up MG: 
You must do this prior to using any attacks. Once you have used this action, you cannot move 
until you use the ‘pack up MG’ action. 
Pack Up MG: 
You must do this prior to moving after you have used the ‘set up MG’ action. 
 
Machine Gun Attack: 
 
NOTE: No team may use this action more than once per turn. 
 
If a team has LoS (line of sight: can clearly see) on an enemy team and is in range of that team, 
they may fire at them. 
 
When attacking, check and see how far the target team is and then see how many dice you roll. 
When you have rolled your dice, see how many of the dice are above the ‘hits on’ number, 
remove that many units from the enemy team. 
 
Distance (cm) Dice Hits On 
25-21 2 6 
20-11 4 5+ 
10-0 6 5+ 
 
Cover: When you are attacking an enemy team and you cannot see at least one-half of the whole 
team (includes if you can see all of the units, but only parts of them), they are in cover. When a 
unit is in cover it makes it harder to hit. 
 
Distance (cm) Dice Hits On 
25-21 2 6 (One hit for every 2) 
20-11 4 6 (One hit for every 2) 
10-0 6 6 (One hit for every 2) 
 
 
 



Defensive Fire: (During Opponent’s Turn) 
If your LMG team did not move on your turn and an enemy team moves within range of your 
team, and is not in cover, you may open fire on them. Combat works the same way, except your 
shots will not be as accurate and you can only achieve one kill. 
 
Distance (cm) Dice Hits On 
25 2 6 (One hit for every 2) 
 
NOTE: You may only use this action the turn that the enemy team comes into range of you. If 
the enemy team is already in range of you when it starts its turn, you may not use this action. 
 
HMG Teams: 
 
Set Up MG: 
You must do this prior to using any attacks. Once you have used this action, you cannot move 
until you use the ‘pack up MG’ action. 
 
Pack Up MG: 
You must do this prior to moving after you have used the ‘set up MG’ action. 
 
Machine Gun Attack: 
 
NOTE: No team may use this action more than once per turn. 
 
If a team has LoS (line of sight: can clearly see) on an enemy team and is in range of that team, 
they may fire at them. 
 
When attacking, check and see how far the target team is and then see how many dice you roll. 
When you have rolled your dice, see how many of the dice are above the ‘hits on’ number, 
remove that many units from the enemy team. 
 
Distance (cm) Dice Hits On 
35-26 3 6 
25-16 5 5+ 
15-0 8 5+ 
 
Cover: When you are attacking an enemy team and you cannot see at least one-half of the whole 
team (includes if you can see all of the units, but only parts of them), they are in cover. When a 
unit is in cover it makes it harder to hit. 
 
Distance (cm) Dice Hits On 
35-26 3 6 (One hit for every 2) 
25-16 5 6 (One hit for every 2) 
15-0 8 6 (One hit for every 2) 
 
 
Defensive Fire: (During Opponent’s Turn) 
If your HMG team did not move on your turn and an enemy team moves within range of your 
team, you may open fire on them. Combat works the same way, except your shots will not be as 
accurate and you can only achieve one kill no matter how many hit. 



 
Distance (cm) Dice Hits On 
35 3 6 (Two must hit) 
 
NOTE: You may only use this action the turn that the enemy team comes into range of you. 
If the enemy team is already in range of you when it starts its turn, you may not use this 
action. 
 
Engineer Team: 
 
Cut Wire: 
When moving, if you come to barbed wire, instead of rolling a barbed wire check, you may roll a 
die. On a 1-3 the wire is destroyed. 
 
Even if you cut the wire, you may not finish your move action. 
 
Place Wire: 
 
NOTE: Takes up all three actions. 
 
Your engineer team may place a section of barbed wire (around 5cm) anywhere touching one of 
the team’s units. 
 
Place Mine: 
 
NOTE: Takes up all three actions. 
 
Your engineer team may place a mine anywhere within 3cm of one of the team’s units. If any 
team, besides an engineer team, comes within 4cm of the mine, it explodes and kills anyone in a 
5cm radius. 
 
Damaging Tanks: 
If a tank comes within 4cm of a mine, roll a die. On a 5 or 6, nothing happens; on a 1-4 the tank is 
damaged. If it is damaged, roll another die, on a 1-3 the driver is killed and the tank can no longer 
move, on a 4-6 the gunner is killed and the tank can no longer shoot. 
 
Diffuse Mine: 
 
NOTE: Takes up all three actions. 
 
If your engineer team comes within 5cm of a mine, they can attempt to diffuse it. Roll a die, on a 
1-4 it is successful, on a 5-6 it goes off, killing everyone in a 5cm radius. 

 
Throw a Grenade: 
 
NOTE: No team may use this action more than once per turn. 
 
Place a marker where you want the grenade to land. Roll a die, on a 1-3 it lands where the marker 
is. On a 4-5 it lands 5cm in front of the target, and on a 6 it lands 5cm behind the target. At the 
beginning of your next turn it will explode, killing everything in a radius of 5cm. 
 



If the grenade lands in a trench or shell hole and explodes, it does not affect any unit not in the 
trench or shell hole but still in the radius of the blast. If it lands above a trench or shell hole, it 
also does not affect any unit in the trench or shell hole that is still in the radius of the blast. 
 
Place Charge on Tank: 
If your engineer team is within 5cm of an enemy tank, they may attempt to place an explosive 
charge on the tank. Roll a die, on a 2-5, the attempt was successful, on a 5 the attempt failed and 
the engineer’s turn ends, and on a 1 the charge goes off, killing the entire team. If the attempt is 
successful, at the end of your next turn the charge goes off. Unlike other forms of damaging 
tanks, charges will render it completely useless, and the tank is destroyed. 
 
Flamethrower Team: 
 
Flamethrower: 
 
NOTE: No team may use this action more than once per turn. 
 
When attacking with the flamethrower, put the flame marker at the end of the unit. The marker is 
cut into sections, each with the die rolls that count as a hit. Roll a die for any unit touched by the 
marker. If the roll is the same number or higher that the number on the section of the marker the 
unit is touching, they are killed. 
 
Damaging Tanks: 
If a tank is touched by the marker, you must get a 6 to damage it. If you damage a tank, roll 
another die. On a 1-3 the driver is killed and the tank can no longer move, on a 4-6 the gunner is 
killed and the tank can no longer shoot. 
 
Throw a Grenade: 
 
NOTE: No team may use this action more than once per turn. 
 
Place a marker where you want the grenade to land. Roll a die, on a 1-3 it lands where the marker 
is. On a 4-5 it lands 5cm in front of the target, and on a 6 it lands 5cm behind the target. At the 
beginning of your next turn it will explode, killing everything in a radius of 5cm. 
 
If the grenade lands in a trench or shell hole and explodes, it does not affect any unit not in the 
trench or shell hole but still in the radius of the blast. If it lands above a trench or shell hole, it 
also does not affect any unit in the trench or shell hole that is still in the radius of the blast. 
 
Raider Team: 
 
NOTE: Raider teams may throw as many grenades as they have actions. 
 
Cut Wire: 
When moving, if you come to barbed wire, instead of rolling a barbed wire check, you may roll a 
die. On a 1-3 the wire is destroyed. 
 
Even if you cut the wire, you may not finish your move action. 
 



Throw a Grenade: 
Place a marker where you want the grenade to land. Roll a die, on a 1-3 it lands where the marker 
is. On a 4-5 it lands 5cm in front of the target, and on a 6 it lands 5cm behind the target. At the 
beginning of your next turn it will explode, killing everything in a radius of 5cm. 
 
If the grenade lands in a trench or shell hole and explodes, it does not affect any unit not in the 
trench or shell hole but still in the radius of the blast. If it lands above a trench or shell hole, it 
also does not affect any unit in the trench or shell hole that is still in the radius of the blast. 
 
Take Cover: (During Opponent’s Turn) 
For every unit hit, you may roll a die. Each 6 negates a hit. 
 
Bayonet Charge: 
Works exactly like hand to hand combat except the numbers are different. 
 
Sum of Die Result 
1 Attack missed, -1 on this unit's next die roll. 
2 Attack missed. 
3 Attack hit, -1 on opposing unit's die roll. 
4 Attack hit, 2 damage to opposing unit. 
5 Attack hit, 2 damage to opposing unit, -1 on opposing unit’s next attack. 
6 Attack hit, 3 damage to opposing unit. 
 
Sniper Team: 
 
Line Up Shot: 
Prior to attacking on a turn, you must use this action. 
 
Take Cover: (During Opponent’s Turn) 
For every unit hit, you may roll a die. Each 6 negates a hit. 
 
Precision Shot: 
After lining up a shot, you may attack. Roll one die. Cover is negated. 
 
Distance (cm) Hits On 
40-31 5+ 
31-40 4+ 
30-21 4+ 
20-0 5+ 
 
Anti-Tank Team: 
 
Line Up Shot: 
Prior to attacking on a turn, you must use this action. 
 
Anti-Tank Shot: 
This is for specifically targeting tanks. After lining up a shot, you may attack. Roll one die. On a 
hit, roll a die, on a 1-3 the driver is killed and the tank cannot move, on a 4-6 the gunner was 
killed and the tank can not attack. 
 



 

 
Tanks: 
 
The tank is a very powerful weapon on the battlefield and can single-handedly change the course 
of the battle. Most small arms cannot damage the tank, but flamethrower, engineer, and anti-tank 
teams have ways of damaging them. 
Tanks work mostly the same as infantry. Their turn consists of them using actions, but they have 
completely unique ones. 
 
# of Actions 2 
 
Actions: 
 
Move: 
 
NOTE: Tanks may not move more than once per turn. 
 
Move your tank 15cm in one direction. If you wish to change the direction of the tank, you may 
not change it more than 90 degrees at the beginning of the action. 
 
Machine Gun Attack: 
 
NOTE: No team may use this action more than once per turn. 
 
If the tank has LoS (line of sight: can clearly see) on an enemy team and is in range of that team, 
they may fire at them. 
 
When attacking, check and see how far the target team is and then see how many dice you roll. 
When you have rolled your dice, see how many of the dice are above the ‘hits on’ number, 
remove that many units from the enemy team. 
 
Distance (cm) Dice Hits On 
35-26 3 6 
25-16 5 5+ 
15-0 8 5+ 
 
Cover: When you are attacking an enemy team and you cannot see at least one-half of the whole 
team (includes if you can see all of the units, but only parts of them), they are in cover. When a 
unit is in cover it makes it harder to hit. 
 
Distance (cm) Dice Hits On 
35-26 3 6 (One hit for every 2) 
25-16 5 6 (One hit for every 2) 
15-0 8 6 (One hit for every 2) 
 

Distance (cm) Hits On 
30-16 6 
15-0 5+ 



Cannon Attack: 
Place a marker where you want the shot to land. The shot must be within the range of the tank 
and in a 45 degree triangle in front of the tank. 
 
Range (cm) 30 
 
When attacking the team, roll two dice and add the total. Compare the total to the chart. 
 
Sum of Dice Result 
2-3 Shot lands 15cm in front of the target. 
4-5 Shot lands 15cm behind the target. 
6-7 Shot lands on target. 
9-10 Shot lands 15cm to the right of the target. 
11-12 Shot lands 15cm to the left of the target. 
 
Wherever the shot lands, anything within a 5cm radius is killed. 
 
Gametypes: 
 
TEAW can be played in many different ways: 
 
Skirmish: Two small forces fight until one side is completely wiped out. 
 
Battle: Medium to large sized forces fight until one side is destroyed. 
 
Objective-based Battle: Similar to battle, but there is an objective, like ‘control the enemies 
trench for X turns.’ 
 
Simulation: Reenactment of a historical battle. 
 
Campaign: Series of simulations that represent a full campaign like Verdun or the Somme. 
 
Objective Glossary: 
 
Eliminate Entire Force: All opposing units must be killed. 
 
Eliminate X Teams: Keep track of the number of opposing teams you destroy. If you destroy X 
teams, you win. 
 
Capture and Hold for X Turns: The area that you are trying to capture and hold, i.e. a trench, 
must be completely clear of opposing units and you must have units in that area. If that is true for 
X turns, you win. 


