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Introduction: 
The French countryside in World War I changed from rolling green hills to a crater filled hell in 
four long years. Both sides continually exchanged artillery shells which ripped through the 
ground. Rain filled the craters, turning the land to marshes, drowning men who took a wrong step. 
In 1915, the Germans introduced a new weapon, gas. These poisonous clouds would suck the life 
out of men. Soon, both sides were unleashing this deadly new weapon on each other. 
 
Overview: 
Artillery and Gas is an expansion for the World War I miniature game, To End All Wars. It 
allows for the use of both artillery and gas in TEAW games. 
 
Artillery and gas will come from off-board ‘guns’ and on-board teams. The off-board guns will 
be more powerful, but be less accurate. The on-board teams will have more precision, but have 
less firepower. 
 
Find scenarios, updates, and paper figures at http://www.toendallwarsgame.webs.com 
 
 

 



Basic Artillery: 
 
Artillery is used to soften enemy positions. In To End Al l Wars there are two different types of 
artillery: 
 
Long Range: Off-board artillery that can hit any position on the battlefield 
Short Range: On-board artillery that has a limited range, but is more accurate. 
 
Launching a Long Range Artillery Strike: 
 
Every turn, each long range artillery gun may place a marker where they want the shot to land. 
The next turn for each marker on the battlefield, roll a die. 
 
Sum of Die Result 
1 Shot lands 10cm behind target. 
2 Shot lands 10cm in front of target. 
3 Shot lands on target. 
4 Shot lands on target. 
5 Shot lands 10cm to the left of target. 
6 Shot lands 10cm to the right of target. 
 
Anything within 8 cm of where the shot lands is killed. 
 
NOTE: If the shot lands inside of a trench, anything in the radius that is out of the trench is 
not killed. If the shot lands outside of a trench, anything in the radius that is in the trench is 
not killed. 
 
Launching a Short Range Artillery Strike: 
 
Short range artillery pieces (ie. mortars) are carried by mortar teams. 
 
Name # of Units # of Actions Speed 
Mortar Team 3 2 5cm 
 
Specific Actions: 
 
Set Up Mortar: 
You must do this prior to launching a mortar strike. Once you have used this action, you cannot 
move until you use the ‘pack up mortar’ action. 
 
Pack Up Mortar: 
You must do this prior to moving after you have used the ‘set up mortar’ action. 
 



Mortar Strike: 
Place a marker where you want the mortar strike to land, roll a die. 
 
Sum of Die Result 
1 Shot lands 5cm behind target. 
2 Shot lands 5cm in front of target. 
3 Shot lands on target. 
4 Shot lands on target. 
5 Shot lands 5cm to the left of target. 
6 Shot lands 5cm to the right of target. 
 
Anything within 4cm of where the shot lands is killed.  
 
NOTE: If the shot lands inside of a trench, anything in the radius that is out of the trench is 
not killed. If the shot lands outside of a trench, anything in the radius that is in the trench is 
not killed. 
 
Gas: 
 
Gas is released by the use of long range artillery and gas teams. When released from artillery, the 
rules are the same for where the shot lands as if it was an artillery strike. The rules are also the 
same for launching gas from gas teams as it is from mortar teams. 
 
Name # of Units # of Actions Speed 
Gas Team 3 2 5cm 
 
Effects from Gas: 
 
Once gas has landed on the battlefield, put the gas marker where it lands. Any unit touching the 
gas must roll a die. Every 5 or 6 represents a unit that did not get their mask on and they have 
been killed. At the beginning of that player’s next turn, roll a die. 
 
NOTE: Tanks are not affected by gas. 
 
Sum of Die Result 
1 Gas moves 10cm forward. 
2 Gas moves 10cm backward 
3 Gas does not move. 
4 Gas does not move. 
5 Gas moves 10cm left. 
6 Gas moves 10cm right. 
 
At the beginning of the player’s 4th turn after the gas was deployed on the field, it is removed 
from play. 


