CONTEMPTIBLE LITTLE ARMIES
Sequence of Play
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Write and dice for new orders if appropriate
· Dice for late arrivals

· Alternately move units (attacker first)
· Alternately move any independent figures

· Resolve shooting in the following order:

1. Off-table artillery

2. AA Fire, then Aircraft

3. HMG’s

4. Field Artillery, then Tank Guns
5. Infantry Weapons

· Determine Close Combat

· Test Morale if appropriate, then for any Rallying 

Movement       (in inches)
                                                         Good Going          Difficult Going
Infantry                                               2 x D6    *                1 x D6          (* + extra D6 if Close Order)
Cavalry                                                4 x D6                      1 x D6          (2 x D6 if irregulars)
Support Weapons                             1 x D6                      D6 -2  

Field Guns                                          1 x D6                      D6 -3
Wheeled vehicles                              2 x D6                         -                  (4 x D6 on roads)    
Tanks                                                   1 x D6 (roll 2 x D6 after movement – break down on a “12”)        

Shooting      
One rank only       4-6 to hit
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     +1 for:   Firer is French 75 or British 18-pdr.

                    If firer is rifles or HMGs engaging CO infantry

     -1  for:   Target over half range *
                    Target ends movement in close combat with firers      

                    Target on foot, halted or in cover throughout turn 
                     Firer is tank-mounted gun,  or wearing respirator

                     If in darkness,  or firing single-shot rifles

      -2 for    Target in entrenchment
                                  *   Ignore for bombs, irregular cavalry, or for single-shot rifles 
       Note: Only infantry with bombs, irr. cavalry, vehicles and aircraft can move & shoot

Range      (in inches)
                                         Range       Dice        Special        
Infantry (Rifle)                   12                1
Marksman                           18                1      Ignore half range modifiers
Sniper *                                18                1      Ignore target priorities  

Carbine                                  8                1
Trench Broom                      4                3     Ignore half range and trench modifiers
Bombs                                    2                1
LMG                                     24                3      Only 18” range if Chauchat type or vehicle MG
HMG *                                 40                6            
Light Mortar                       18                 1     Ignore trench modifiers  
Flamethrower                      4                 4
Field Gun  *                        80                1      2” Blast Area. Extra kills after first on a 5-6
*  If targeted, there is a max. of one hit per unit, and target has a saving throw of 4-6. 
Close Combat    
1 x D6 per figure       A maximum of  two figures may fight any one opponent                                
The defender may shoot first only if  he hasn’t moved.  Figures losing by 2 or more are killed

+2 for:  Second figure fighting single opponent 
              Regular Cavalry fighting infantry in open, or if fighting irregulars
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               Infantry in square against cavalry

               Ferocious infantry fighting infantry or gunners   
               If any opposing figures are raw

+1 for:   Ferocious troops attacking
               Stubborn troops defending

                Regular infantry fighting irregular infantry

                Infantry armed with trench brooms

-1   for:   Fighting to cross defences (not trenches)       
Morale

Test in each of the following circumstances:
· First time suffering casualties from air attack, or irregular under gas attack
· First time within 8” of AFVs (only applies to troops in open if facing A/Cs)
· Infantry in open contacted by cavalry

· Unit receives high casualties –    6 figures or less:       1 casualty

                                                                         7-12 figures:              2 casualties

                                                                         13 0r more figures:  3 casualties

   Exceptions

· Ferocious or CO infantry  or mounted regular cavalry ignore one test if advancing

· Stubborn infantry ignore one test if defending  

   Test:   Test for each cause. Roll equal or under morale rating on a D6 to pass
            1st failure: No effect
            2nd failure: Troops may not advance 
            3rd failure: Unit routs, and is removed.

   Rallying: CinC or Staff Officer can rally one unit a turn, rolling its Morale Rating or less to pass. Failure has no effect.  If it rallies one bad morale marker comes off.
Anti-Tank Fire
Using bombs, flamethrower or ATR: Roll 2d6. KO on a 11 or 12 (also on a 2 or 3 if A/C)
            with HMG: (one shot) Roll 2d6. KO on a 12 only (also on an 11 if A/C)

            with Field Gun: Roll 1d6 with usual medications. No additional damage possible.
Aircraft 
Aircraft  move 6 x D6 (roll D6 for each friendly unit passed within 6” – attack on a “6”)           

AA Fire (“Archie”): If within range, units roll a D6, and may engage aircraft on a 5-6

               Roll 1 x D6 for each AA gun, 2 LMGs or 8 rifles. Score of “6” drives off aircraft

Aircraft fire: 6” range, 6 dice    Kills on a 5-6 if target in open (4-6 if CO or soft vehicle),  

                                                           or a 6 if target in cover or trenches
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