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The Game

Trench Club makes y@eneralof your army in a major battle in World War | to decidéanor of Germany/AustrisHungary
("Central Powers") or France/Great Britain ("Entente"). To do this, you have to send your troops into battle and conguer war
critical Forts.

The players of Germany and AustHangary play together against the playefd-rance and Great Britain. If yawe toplay
with only 2players, one player plays Germany or Ausktizngary and the other France or Great Britain and you only usehalf
the game boardrecommended: take the half of the snow map showing start numbesy 1

Your team winsf one of the following 3 cases occurs:
91  All units of the opposing team are destroyed
1 9out of the 14Forts are occupied byourteam (or 5out of 7 for 2 players)
1 The opposing tearsurrendergmost common case)

TheUnits

Each player has Mifferent units. Most of theunits of each nation have the same values, even if they look slightly different.
When you play for the first time, we recommend you start by putting your miniatures on the unit mat so you learn which
miniature corresponds to whichinit boxon the mat.

To be noted:

1 InfantryandMounted Infantryare basically the same, biounted Infantryis faster and more expensive

1 Germanyand Great Britain have afssaultGun, while AustriaHungary and France haveéHawitzer. These units differ
only in their range(Note: Further artillery units are for game variation, you can ignore them for now)

1 Each nation has a countgpecific unit at the bottom right dhe unit mat.

Troop Transpor— <+— Anti-Aircraft Uni

Infantry anc

<— Heavy Infantn
Mounted Infantry

FieldGur <+— Heavy Mrtar

or Howitzer <
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Armored Car

Fighter Aircral <+— Countryspecific unit
A  Ger BigBertha
AAustriaHungary: AntiTank Gunners
AGreat Britain: Tank Mark | female
AFrance: TanRenault F17

The Rules

Below are two versions of the same rules:

1. ummary of theRules- start playing immediately If you are playing the game for the first time, ycanbegin
immediately. The rules are structured in the same \@ayhe game itself, i.@ead thefirst paragraph "Phase 1: Move
troops" and then move your troops. Theead the next paragraphPhase 2: Name Attacks" and name your attacks,
etc. The short version of the rules is very simple and does not cover allugdi¢ies. If something is unclear to you,
please read the appropriatgectionin the detailed rules.

2. DetailedRules:All the rules are described here in great detail. It is best to read them after your first game and use
them as a reference book. The ralmay sound a bit complicated when you read them for the first time, but you will
see that they become intuitive very quickly.
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Summary of therules start playingimmediately

GamePreparation

Sit around the table so thatvo allied players are not sitting next to each other and place ynit Matface up in front of you.

The AustrisHungary player takes 3 war bonds (money). Each player takes his 11 different units and divides them into 3 groups
as he wishe$Recommendation for first time players: Group 1: Mounted Infantry, Armored Car, FighteafAiGroup 2:

Infantry, Tank, Howitzer/Field Gun, A#tircraft Unit; Group 3: the restDneplayer starts, draws one of the grey chips face

down, turns it over and places his first group on the boamdhe corresponding numbeand around it This conhues with the

next player in turn until all 4 players have placed their respective 3 groups ayatheboard.

’i Start playing:Now put your units on the game board

Now roll the dice to see whigblayertakes the firsturn. Eachturn is divided into 4 phase$he first player plays all 4 phases,
thenithda (GKS ySEG LIXIFeSNRna GdzNy G2 LXlée ff n LKFEASEAE | yR &a:

TurnPhase 1: Movingroops

The player whose turn it is may now move all his units. How far a unit can move depends on its speed (inditeted on
Unit Matand on the miniaturgand the terrairthe unit is moving toA meadow consumes 1 movement point,cad
only 0.5 and a forest 1.Rircraft fly and hence ignore the terrain, so evégx (field) consumes 1 movement point.

Example: AirmoredCar has a speed of 4 ammén
Meadow tharefore move hexeson meadoveor 8 on a road or 2
on meadovs and then another 4 on a road.

Road _
You can find more examples on page 7.
Forest
Last
Exception:If a unit has only 0.5 Speed Points left at the end of its turnutiiemay stillmoveto a meadowhex LGS
(Rationale Otherwise convoys would jam on roads)
End

Enemy contactiUnits surrounded by enemies must of course be extra careful: If anoes intotwo hexes in a
row which are adjacent tan enemy uni{which theoreticallycouldattack), it maynot move any further.

Forts:Foot soldiers (Infantry, Mounted Infantry, Heavy Infantry, ArghkGunner$ may capture neutral or enemy

Forts. To do so, theonly need to enter an entrandeexof the Fort This will cost them their full movement, i.e. the unit must
already be directly in front of it. When you conquefFart, all enemy units in it are immediately destroyed and you mark the
Fortwith one of you flag chips. It is now yours until it is captured by an enemy. Each of your units can now eriertitued it

only costs 0.5 movement points to enter the entrance.
Conquer fort: Full
turn
Enter your
own fort: 0.5 '@
Troop Transport:A Troop TransportTruckcan transport up to 4 units of the following troop types: Infantry, Mounted Infantry,

Heavy Infantry, Assault GuRlowitzer,Heavy Mortar AntiTankGunners Big Bettha, or GasLauncherThese units are marked
with the symbol

Entrances of th&ort

occupied (or entered if it is already your own)

First, the units enter the Transport Wagon one after the other in their normal movetoent Getting into a
transporttruck costs 0.5 speed points, regardless of the terrain (meadow, forest..) the transpokis on 0.5

Then the transport carriage carries out its movemamh. Finally, it unloads all loaded units onto adjacentpty hexes Just
unloaded units cannot move any further, but can attack.

" Start playing:The first player now moves his units.




