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Introduction: 
World War I was not a war of small engagements. Battles like the Somme and Verdun lasted for 
months and involved hundreds of thousands of men. These massive battles were meant to break 
the stalemate of trench warfare, but none, until the 1918 German spring offensive, achieved this 
goal. 
 
Overview: 
TEAW: Campaigns adds an entire new way to play the game. Command dozens of teams from an 
overview of the battlefield and send them into battle. These engagements are played out in classic 
TEAW fashion. The results of that battle will influence your position on the battlefield as you 
attempt to complete your objectives. 
 
Campaigns also implements the ability to purchase extra teams with points, these will be 
deployed on the map and will be able to support your frontline troops. 
 
Campaigns are massive games and take up a lot of time and space. 
 
Find scenarios, updates, and paper figures at http://www.toendallwarsgame.webs.com 



Gameplay: 
 
The turn in TEAW: Campaigns is as follows: 
 
1.Purchase Teams 
2. Attack Phase 
3. Combat Phase 
4. Regroup Phase 
5. Deploy Units/Count Points 
 
1. Purchase Units: 
 
At the beginning of each player’s turn, they have the opportunity to spend points to gain 
reinforcements. Sectors on the battlefield give different amounts of points and different teams 
cost different amounts of points. 
 
Team Cost
Assault Team 5 
Defensive Team 4 
Raider Team 6 
Engineer Team 6 
HMG Team 8 
LMG Team 7 
Flamethrower Team 10 
Sniper Team 8 
Mortar Team 12 
Gas Team 13 
Anti-Tank Team 7 
Tank Team 20 
1 Long Range Artillery Strike 3 
1 Long Range Gas Strike 4 
 
2. Attack Phase: 
 
Every team can move one zone per turn. Zones can hold any amount of teams. During the attack 
phase, teams can move into a zone occupied by enemy units. Teams in contested zones cannot 
move but instead the attacker may choose to initiate a battle in that zone. Once all moves have 
been made, the combat phase begins.  
 
3. Combat: 
 
Once all attack moves have been made, check and see which zones have teams from both sides 
occupying it. Battles will be fought in each of these zones, except for contested zones that the 
attacker did not initiate battles in. For each battle, count out the units in the zone and deploy them 
on the field. The zone should show what the battlefield is supposed to look like (ie. Trenches). 
The defender deploys their units first and the attacker goes first.



Resolving Combat: 
 
During combat, the battle does not need to end in the complete destruction of one side. The 
attacker may choose to retreat at any time, and the units are placed in any of the zones the 
attacking teams came from. The defender may retreat to any adjacent zone backwards when their 
force decreases to 1/4 of its original strength. If the attacking force falls below 1/3 of its strength 
it can no longer retreat back to an adjacent zone, but instead the battle ends and the zone becomes 
contested. Players may announce that they wish to retreat at the end of their turn. The other player 
is allowed one more turn. 
 
NOTE: When battle resumes on a contested battlefield, both sides now have defensive 
positions, the original defender has the same ones, and the attacker has new ones. This is to 
represent the continuing evolvement of the Western Front. 
 
4. Regroup Move: 
 
After all battles are ended, any team that was did not move in the attack phase, or in a contested 
zone, may move one zone into any zone that has at least one friendly team, including contested 
zones. They may also move into completely unoccupied zones. 
 
5. Deploy Purchased Units/Count Points: 
 
On the battle-map there are zones that say ‘Deploy Team Here’. All teams purchased at the 
beginning of the turn may be placed in these zones. Total the points on each zone you have teams 
in and your opponent does not, add them to your unspent points from the beginning of the turn. 
These will be the points you use to purchase units on your next turn. 
 
Winning a Campaign: 
 
Winning doesn’t require the complete annihilation of the enemy or the capture of every zone; 
each campaign has its own set of victory conditions. The first player to complete these conditions 
wins the campaign. 


