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“THE UNKNOWN IS
THE GOVERNING
PRINCIPLE OF WAR.”

— FERDINAND FOCH

World War I, The Great War, was marked
by technological achievement, romance,
and the transition to the modern era. It
was also remarkable in how success in
battle was measured by a brutal calculus
that compared the ratio of lives lost by
each side.

This “War to End All Wars” twisted the
ultra-nationalism of the late 19th century
into the nihilism of the 20th. After more
than four years of human and economic
attrition, the war finally ended, more from
exhaustion than anything else.
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OVERVIEW

During a game of Quartermaster General: 1914,
you will play one or more powers on either the
Central Powers team or Entente Powers team.
After 17 rounds of play, the team with the most
Victory Points wins the game, although the game
may end sooner if one team leads by 12 or more
points at the end of a Scoring Round.

Your teammates are friendly to you; your
opponents are enemies to you.

CENTRAL POWERS

— Austria-Hungary &
Ottoman Empire

— Germany

ENTENTE POWERS

— Russia

— France & Italy

— United Kingdom &
United States (UK & US) | 2=
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COMPONENTS

— Rulebook
— Game board

— 216 cards (38 Austria-Hungary & Ottoman
Empire, 34 Russia, 53 Germany, 42 France &
Italy, 49 United Kingdom & United States)

— 45 wooden Army pieces (7 Austria-Hungary,
4 Ottoman Empire, 8 Russia, 7 Germany,
6 France, 4 Italy, 5 United Kingdom,
4 United States)

— 16 wooden Navy pieces (1 Austria-Hungary,
2 Russia, 2 Germany, 2 France, 1 Italy,
5 United Kingdom, 3 United States)

— 1 Punch-out counter sheet (2 Scoring
markers, 1 Game Round marker, 2 Reminder
tokens, 6 Objective tokens)

— 5 Player Aid sheets




PREPARING THE GAME

First, players choose which powers they’ll play.
All five powers are played every game; when
playing with fewer than five, divide the powers up
according to the Player Assignment chart below.

When you play multiple powers, you play the
different powers separately. The rules text assumes
“you” are playing one power; any time card text
refers to “you”, it refers to the power and not the
person.

POWERS AND COUNTRIES

Three of the five powers have cards from two
different countries. When playing a power with
two countries, your two countries’ cards are
commingled in one deck.

When playing one of these powers, you still only
get one turn per round, so you must divide your
attentions between the two countries.

When reading rules and cards, pay attention to
when a country or a power is specified.

When playing a power with two countries, the
general rule is: If the face of the card is revealed,
then the card is country-specific; if the card

is not revealed, the country doesn’t matter.
(Naturally, a card must be revealed any time
information on the face is being used.)

PLAYER / POWER ASSIGNMENTS

2 players 3 players 4 players 5 players
Player 1 Austria-Hungary & | Austria-Hungary & | Austria-Hungary & | Austria-Hungary &
Ottoman Empire, Ottoman Empire, Ottoman Empire, Ottoman Empire
Germany Germany Germany
Player 2 Russia, Russia, Russia Russia
France & Italy, France & Italy
United Kingdom
& United States
s N A L
United Kingdom France & Italy Germany
& United States
Player 4 B .
United Kingdom France & Italy
& United States
Player 5 B
United Kingdom
& United States




GAME BOARD

Most of the game board is a map of Europe at the time of the Great War. The map is divided into
land, sea, and neutral spaces. Land spaces may be clear terrain or difficult terrain. Adjacent spaces
share a common border.

GAME BOARD FEATURES

Land space,
clear terrain

Land space,
difficult terrain

e . Sea space
a . Neutral space

Home space
(Home spaces are

also Objectives)

G * Objective
g Victory Point track
Q Game Round track - . " s R




KIEL CANAL

The Baltic Sea and the North Sea are considered adjacent for the Central Powers, but not for
the Entente Powers. (It doesn't matter who controls Western Germany.)
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SETUP

Place the indicated Army (* ) and Navy ( el )

pieces in their starting spaces, as follows:

CENTRAL POWERS

Power .
(Camris) Location Type
. Vienna ‘
(Austria-
Hungary) Budapest
. Berlin ‘
(Germany) Western
Germany

ENTENTE POWERS

Power

(Country) Location Type
p 17
D Moscow /
: Jtr
(Russia) Serbia J
. Paris ‘
(France) Hisouidy ‘
. Britain ‘
(United
ngtom | Nt | g

Atlantic

Then, place the Game Round
marker on the “1” space of the
Game Round track.

Place each team’s /
Victory Point marker
on the “0” space of /
the Victory Point
track.

Set aside the
two Reminder
tokens. Use them
as you prefer, placing them on the board
when you want to be reminded of a card effect.

Set aside the six Objective
tokens. You will use them
when directed to do so by
a card.

Give each player a Player Aid sheet.

Shuffle and draw 10 cards from your power’s
deck. Examine the cards you drew and choose
7 of them to be your opening hand. Place the
remaining 3 cards on the bottom of your draw

deck.

Note: in your first game, you may simply draw 7
cards and start playing, as choosing which cards
to discard might be too difhcult.

MULLIGAN
(OPTIONAL RULE)

If you believe your first draw of cards

unplayable, you may reshuffle your
whole deck and try drawing 10 cards
again. This is known as a mulligan.

However, once you decide to take a
mulligan, you must play with the second
draw — you can’t take another mulligan.




CARDS

PIECES

Each power has a separate draw deck, hand, and
discard pile of cards. In addition, a power may
have face-down prepared cards (see Preparing a
Card, page 13) and face-up Status cards on the
table.

%

EVENT

RUSSIA

SERBIA, RUSSIA’S ALLY
Recruit a Russian Army in Serbia.

In Serbia (3) E)

Card type

4

Country

Title

Play text (if any)
Prepare text (if any)

Prepare symbol(s)

0000000

Supply symbol (if any)

There are two types of pieces: Armies and
Navies.

A country receives a fixed number of pieces for
the game; if all are in play, no more are available
to be placed. Pieces removed from the board for
any reason become available to be placed.

At any time during your turn you may remove
your own piece from the board to make it
available.

— Armies may be placed in land spaces.

— Navies may be placed in sea spaces.

— A country can never have more than one
ry
piece in a space.

— Each country on a team can have a (single)
piece in a space. For example, France and the
United Kingdom could each have an Army in
Belgium, since they are on the same team.

— You can never place a piece in a space
occupied by an enemy piece.

— No pieces can be placed in Neutral spaces.

These rules regarding pieces override any card
text. For example, if an Event card directs you to
build a piece in a space but that space is occupied
by an enemy piece, you may not build a piece
there.




SUPPLY

A piece is either in supply (supplied) or out of
supply (unsupplied). Supply affects a number
of actions, including where you can build new
pieces (see Placing Pieces, page 12), where you
can battle (see Battle, page 17), and whether you
can reinforce a battled piece (see Resolving Battle,
page 18).

In addition, some cards may also specify that a
piece be supplied in order to perform the action
on the card.

Your piece is supplied if you can trace a supply
line. A supply line is a continuous line of spaces
from a piece to its own country’s Home space,
each occupied by one of that country’s pieces.
The Home space itself must be occupied by the
country’s own Army.

You cannot trace supply through other countries’
pieces, not even when you are playing a power
with two countries.

SUPPLY EXAMPLE

Russia has an Army in Moscow, Ukraine, Azerbaijan, and Serbia, as well as a Navy in the
Black Sea. All of the pieces except the Army in Serbia are supplied.




ORDER OF PLAY

1. DRAFT STEP

A game can last up to 17 rounds.

During a round, each power takes its turn in
the following order:

1. AUSTRIA-HUNGARY &
OTTOMAN EMPIRE

. RUSSIA
GERMANY
. FRANCE & ITALY

UNITED KINGDOM &
UNITED STATES

SCORING ROUNDS

A Scoring Round occurs at the end of
rounds 3, 7, 11, 15, and 17, after the
United Kingdom & United States turn.

voR W

Each turn, you'll go through the following 5
steps. Each step is optional!

TURN SEQUENCE

1. DRAFT STEP
You may draft a Build Army or a Build Navy
card (see Draft Step, page 9).

2. PLAY STEP

You may play a single card from your hand

(see Play Step, page 9).
3. ATTRITION STEP

You may discard a single prepared card with
an Attrition Prepare symbol (see Azzrition Step,
page 12).

4. PREPARE STEP

You may prepare a single card from your
hand; or you may “unprepare” one card (see

Prepare Step, page 13).
5. DRAW STEP

You may draw cards from your draw deck
until your hand has 7 cards (see Draw Step
page 14).

During your Draft step you may discard two
cards from your hand to take a Build Army or
Build Navy card from your draw deck, show it
to the other players, and add it to your hand.
Afterwards, shuffle your draw deck. You may
only draft one card per Draft step.

Before you discard to draft a card, you may want
to consult the player Aid sheet to determine if
there are any more copies of the card you wish to
draft left in your draw deck. (You can examine
your discards, hand, and prepared cards at any
time.)

Some Event and Economic Warfare cards will
allow you to draft a card “at no cost”. This means
you do not have to discard any cards from your
hand to take a Build Army or Build Navy card
from your draw deck. A draft due to Play text on
an Event or Economic Warfare card is in addition
to the one allowed in your Draft step.

2. PLAY STEP

During your Play step, you may play one card
from your hand. When you play a card during

your Play step, only the card type and Play text
are used. The Prepare symbol, Prepare text, and

Supply symbol are ignored.

When a card is played, place it on top of your
discard pile.




£ | CARD TYPES

to play each different type.

BUILD ARMY

BUILD ARMY
.uild an Army (see Build, page
12).

-
|
§ 2

There are seven different card types in Quartermaster General:
1914. In these pages you find information information about how

'BUILD NAVY_

BUILD NAVY

Build a Navy (see Build, page
12).

| ECONOMIC WARFARE
) GERMANY '

ZEPPELINS

BAAA B Gain +1 Victory Point.

ECONOMIC WARFARE

Economic Warfare cards force
Powers to discard cards, and
may provide other benefits.

For each icon of a power on a
card, that power must discard

a card. For example, if the
German player plays ZEPPELINS,
UK & US would need to
discard 3 cards and France &
Italy would need to discard 1
card. In addition, the Central
Powers would (immediately)
receive 1 Victory Point. Discards
forced by Attrition symbols in
Play text are handled the same
way as discards due to Attrition
(see Attrition Step, page 12).



LAND BATTLE
£'9) AUSTRIA-HUNGARY ('3}

LAND BATTLE

Battle a land space (see Bartle,
page 17).

SEA BATTLE
22)  UNITED STATES (4]

SEA BATTLE

Battle a sea space (see Battle,
page 17).

EVENT
() OTTOMAN EMPIRE €1
e =

BOMBING OF THE RUSSIAN BLACK
SEA PORTS

Eliminate a Russian Navy in the Black
Sea.

EVENT

The Play text on Event cards
specifies what to do when it is
played. (See Complex Cards,
page 16, for more information
on resolving cards during the
Play step.)

STATUS

UNITED KINGDOM (5:7]

(| THE GIRLS WITH YELLOW HANDS
To use, the United Kingdom must have
t least 3 Navies on the board. When the

United Kingdom plays a Land Battle card
| during the Play step, do not discard the

card.

u-49

STATUS

Status cards are played face-up
on the table. The Play text

on a Status card indicates the
situations where it is effective
and what it does.

Playing a Status card to the
table during your Play step is
your Play step for that turn;
you do not get to play another
card during that Play step
(unless playing a Status card

is just one of the benefits of
another card — see Complex
Cards, page 16). You may play
a Status card to the table, even
if it is not useful. For example,

the United Kingdom player
could always play THE GIRLS
WITH YELLOW HANDS regardless
of how many Navies were on
the board. However, the card
cannot be used until the United
Kingdom has 3 Navies in play.

You are never required to take
advantage of your own Status
cards.

Status cards stay on the table
and are potentially useful
throughout the game.

There is no limit to the number
of face-up Status cards you can
have on the table.
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PLACING PIECES

Armies and
Navies come

into play when

you build or

recruit them.

BUILD .!B .".D T
When you are C‘b'\
directed to build 2,

a piece, place
a piece on an
appropriate
space: Armies ,
on land, Navies [ erE g
at sea. A piece
may only be
built in a space
if it will be

in supply at the moment it is

built.

The most common way to build pieces
is through the play of Build Army and
Build Navy cards.

RECRUIT

When a card directs you to recruit
a piece, put it in the space specified,
regardless of
supply. A piece
does not need

to be in supply
when it is
recruited.

Recruiting

a piece does KING FERDINA

ROMANIAN ARN D REORGANIZES

MY
not count as

building it.
Status cards

Place jecti

[hece n Objective token o Romanj
1 recrugta French Appy, ; T

Romania, K

that require

a piece to be
built are not
triggered.

3. ATTRITION STEP

During the Attrition step, you may discard a single
prepared card with one or more attrition symbols
to force enemy power(s) to discard card(s).

A card with 2 or 3
Attrition symbols
will have icons of
the powers that
must discard cards.
For example,
Germany has PRIZE
RULES SUBMARINE
WARFARE prepared
from a prior

turn. During

the Attrition

step, Germany
reveals and discards the
card, requiring the United

Kingdom & United States to discard 2 cards.

PRIZE RUI..ES SUBMARINE WARFARE
Gain +2 Victory Poings,

A card with a single Attrition symbol will never
specify which power must discard. You can use

a single black Attrition symbol to target any
enemy power, as long as one of your Armies is
adjacent to an Army of that enemy power. Your
Army does not need to be in supply.

You do not need to be adjacent to an enemy for
power-specific Attrition symbols.

ATTRITION SYMBOLS

Symbol / Country
Any Austria- Germany
adjacent Hungary &
power Ottoman
Empire
o | @
Russia France & United
Italy Kingdom &
United States




DISCARDING DUE TO
ATTRITION SYMBOLS

Discarding cards due to Attrition or Attrition
symbols in Play text (e.g. Economic Warfare
cards) are both handled in the same way.
However, the rules in this section only apply
when discarding due to Attrition symbols, and
not for other reasons!

— Discards are specific to the power, not the
country; the cards are not revealed.

— Discards may be taken from your hand,
prepared cards, or from the top of your draw
deck. (You cannot inspect the cards in your
draw deck first!) You cannot discard face-up
Status cards from the table.

— You are never required to discard your
prepared cards or cards from your hand; if
your draw deck runs out of cards, you may
deduct 1 Victory Point for every card you
were unable to discard, instead of discarding
your prepared cards or cards from your hand.

— You cannot voluntarily deduct a Victory Point
if you still have a card in your draw deck.

4. PREPARE STEP

PREPARE SYMBOLS

During your Prepare step you may either prepare
one card or “unprepare” one card.

PREPARING A CARD

To prepare a card, take a card from your hand
and place it face-down on the table in front of
you; it is now known as a prepared card.

Depending on the Prepare symbol, a prepared
card might be used in battle (see Baztle, page 17),
or during your Attrition step. A prepared card
might also be discarded to satisfy an Economic
Wiarfare card or enemy Attrition.

The Card type and Play text are ignored on a
prepared card. Once a card has been prepared,
the card is referred to by its Prepare symbol name
(see Prepare Symbols table, on this page).

Symbol Name Use When
e Reinforce Your Army
Army is battled
Double
é Reinforce Youbr A{rrcliy
Rerns is battle
’ Sustain You battle an
Land Battle enemy Army
* ls)li)sltlablllf You battle an
Land Battle enemy Army
Your supplied
Army survives
Counterattack a battle
(Land Battle) (see Resolving
Battle, page
18).
Q Reinforce Your Navy
Navy is battled
Double
@ Reinforce 3{0111; 1\121‘(11}7
Nty is battle
@ Sustain You battle an
Sea Battle enemy Navy
gfsltl:ll;: You battle an
Sea Battle sy
Afti:'li%il;n During your
ol e Attrition step
2 (see Attrition
Step, page 12).
Double P> pag
Attrition Card back
(example) icons indicate
how many
> h
Triple cards eac
E e E Attrition S S
(example) 256
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For example,

STOSSTRUPPEN
requires the German
player to discard a
prepared card with a
Sustain Land Battle
symbol.

STOSSTRUPPEN

Prepared cards with 5 0nce per tn afer you puig
doubl bol - Discard a prepared Syqpgin La d
ouble symbols Batleand bt g sppe i 30

d CArmyjus[ bide ljacent
(’) can always
be used where
a single symbol
(=) ) is required,
but are still bound
to the geographic

restrictions of
the Prepare text.
For example, if
SCHLIEFFEN PLAN

: SCHLIEFFEN pLAN
was prepared, it

fepare a card; ¢h, ;
Picardy, o Parist; en battle jn Belgium,

could be discarded [ i the space bar ™ 4 20 Ay
to meet the

requirement In Belgizm

to use Licardy, or Py,
STOSSTRUPPEN,

but only if the battle

was in Belgium, Picardy, or Paris.

UNPREPARING A CARD

If you do not prepare a card during your Prepare
step, you may choose to “unprepare” a card
instead. Take a card you had previously prepared
off of the table and add it to your hand.

The only time you may unprepare a card is
during the Prepare step.

WHO CAN SEE WHAT?

You cannot reveal your hand or your
prepared cards to other players (even your
teammates), unless directed by a card.

Other players may know the number of
cards in your hand, draw deck, discard
pile, as well as the number of your
prepared cards on the table. You may
inspect your own discard pile at any time.

The one top card of your discard pile and
any face-up Status cards on the table are
known to all players.

When a card is discarded without its
game information being considered (see
Discarding Cards, page 15), it is discarded
to the bottom of your discard pile.

Your play group may negotiate a more or
less strict policy. At a minimum, private
communication between teammates
(such as showing each other cards)
should not be allowed, even if a more lax
amount of “table talk” is permitted.

5. DRAW STEP

During the Draw step, you may take cards from
the top of your draw deck into your hand until
your hand has 7 cards.

You are not required to draw all the way to 7
cards, in the rare situation when doing so might

be preferable.

In the very rare situation you start the Draw step
with more than 7 cards in hand, continue playing
as normal, with 8 or more cards. You don’t have
to discard to get your hand down to 7 cards.



DISCARDING CARDS

Cards are discarded to either the top of the
discard pile or the bottom of the discard pile.

Discard to the top of your discard pile whenever
the game information on the front of the card is
being used - like when you play a card during the
Play step, or use a prepared card in battle.

However, when none of the information on the
front of the card is being used, discard to the
bottom of your discard pile without revealing
the card to the other players. (You may always
examine your own discard pile.)

When you are directed to discard a card

but the Card type or Prepare symbol is not
specified, discard for the power, not the
country, since the card front is not revealed

to the other players. Some common situations
when cards are discarded without being revealed
include: when you draft a card (see Draft Step,
page 9), battle into difficult terrain (see Difficult
Ierrain, page 17), satisfy a loss from an Economic
Warfare card or Attrition (see Discarding Due to
Attrition Symbols, page 13), or as directed by a
card.

EXAMPLE 1
STOSSTRUPPEN
requires that a
prepared card with a
Sustain Land Battle
symbol be discarded
to be used. Since
the Sustain Land
Battle symbol is
game information
on the front of the
card, it would be
discarded to the

top of the discard
pile.

EXAMPLE 2

Germany battles

a French Army
and has the Status
card MUSTARD GAS
face-up on the
table. The discard
may be French

or Italian, since

MUSTARD Gas

neither the card b;ilﬁ?ii";i;é“i;l’?itif e
type nor the G 522‘:3‘?;2;2}555;
Prepare symbol ok
was specified.

None of the

other players will know which card was

discarded.

RUNNING OUT OF CARDS

The following rules apply when you must
discard cards but cannot:

— If you must discard a card from your draw
deck but your draw deck is empty, your team

loses 1 Victory Point.

— If you must discard a card from hand, but
your hand is empty, your team loses 1 Victory

Point.

— If you must discard a prepared card from the
table but you do not have any cards prepared,

your team loses 1 Victory Point.

— If you must discard a Status card from the
table, but you do not have one to discard,

there is no effect.

When discarding is a prerequisite for an optional
action, like using STOSSTRUPPEN, or when when
you battle into difficult terrain, you must be able
to discard the required card(s); if you cannot, you
are not allowed to choose to lose Victory Points
instead - you will not meet the prerequisite and

cannot perform the optional action.




COMPLEX CARDS

Some cards are more straightforward than others.

Below are some rules to help you interpret a
card’s game text.

— Ifa card requires
you to discard
cards, or has
some other

)
i

a: AUSTRIA-HUNGARY

requirement,
these
requirement(s)
must be met
before you

can gain the
beneficial effect
of the card.

For example,

if you play FRANZ FERDINAND

AVENGED, you need to discard a card from
hand before performing any of the other card
actions.

— One benefit is not a requirement of another
benefit unless specifically stated. For example,
if you play FRANZ FERDINAND AVENGED, and
Serbia is unoccupied, there is no need to
battle the empty space before building.

— Yes, some Economic Warfare cards target the
power that played the card!

Actions on a card should be performed in the
order they appear.

Some cards
allow you to
play other cards.
For example,
PRUSSIAN
MILITARY
TRADITION

allows you :RUSSIAN MILITARY TRADITION
T 2
to play a €Pare a card; thep play a Status card;

then bale 5 land
: Space,
Status card in
addition to its
other benefits.

One action

on a card should be completed prior

to beginning the next action. For example,
when you play FRANZ FERDINAND AVENGED,
if you battle in Serbia, the battle must be
resolved (see Battle, on the facing page) before
you can build a piece. Likewise, if you play
PRUSSIAN MILITARY TRADITION, a card you
prepared as the first action could be used in
the subsequent battle.

If a card has multiple benefits, you do not have
to take advantage of each benefit. For example,
if you play PRUSSIAN MILITARY TRADITION, you
could prepare a card, decline to play a Status
card, and then battle a land space.




BATTLE

Battle is the usual way to remove enemy pieces
from the board. Battle is usually initiated by the
play of a Land Battle or Sea Battle card, but may
also be initiated as a result of an Event or Status
card, or a prepared Counterattack card.

A battle is initiated before it is resolved. Cards
that specify an effect when a battle is initiated are
not prerequisites to battle, but take effect before
combat is resolved.

If an attack is successful, all enemy pieces in
the space battled are removed from the board
(and are thereby made available to be built or
recruited). It doesn't matter how many pieces
are in the space battled; a successful battle will
remove all of the pieces.

PREREQUISITES FOR BATTLE

A land battle is an attack on a land space. To
battle a land space, you must have a supplied
piece (Army or Navy) adjacent to the space
battled. You must indicate which one of your
pieces is initiating the battle.

A sea battle is an attack on a sea space. To battle
a sea space, you must have a supplied piece
(Army or Navy) adjacent to the sea space battled.
You must indicate which one of your pieces is
initiating the battle.

On land or sea, you may battle an empty space,
if that is advantageous to you. You must still
discard a card from hand to battle an empty
space if it is difficult terrain (see below).

DIFFICULT TERRAIN

When you battle into difficult terrain, you must
discard a card from your hand before the battle is
initiated. (Thus, you cannot battle into difficult
terrain if you have no cards in your hand to
discard.) The discarded card is not revealed, and
is placed on the bottom of the discard pile; this
discard is power-specific, not country-specific.

Whenever a Navy battles a land space, that
land space is considered difficult terrain for the

TERRAIN EXAMPLE

Difficult terrain on the board is shown
in brown. For example, Vienna, Tyrol,
Budapest, Serbia, and Bulgaria are
all considered difficult terrain, while
Romania and Ukraine are not.

duration of the battle; likewise, when an Army
battles a sea space, the sea space is considered
difficult terrain for the duration of the battle.

The two effects are not cumulative — if your Navy
battles a difficult terrain land space, you do not
need to discard 2 cards from hand.

Event cards that
allow you to battle
in difficult terrain
do not satisfy

the requirement
of discarding a
card from hand
unless the Event
card explicitly
states otherwise
(for example,
BERSAGLIERI).

IBERSAGUERI
taly may battle 4 |
- land
Pay the difficy], rerminspgczj Do not
turn, Ppenalty this

When resolving combat,

you must pay the difficult terrain penalty each
time you wish to use a prepared Sustain Land
Battle or Sustain Sea Battle card (see Resolving
Battle, page 18). You only need to discard once
per Sustain Land Battle or Sustain Sea Battle
card, regardless of whether it has a single symbol
or double symbol. (But you do need to discard
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twice if you use 2 Sustain cards.) If you cannot
discard a card from hand, you cannot use a
Sustain Land Battle or Sustain Sea Battle in
difficult terrain.

Note that the power with the attacking Army or
Navy always pays the difficult terrain cost, even
in certain situations where a teammate can use a

prepared card on the attacker’s behalf.

DIFFICULT TERRAIN EXAMPLE
The UK & US player
plays GALLIPOLI on
its turn. The cost

of battling into
difficult terrain is

not included, so the
player must discard
one card from hand.
(This card is not
revealed, so it can

be either a United
Kingdom or a
United States card.)

o EYENT )

a: UNlTEDKlNGDOM )
e

L

BATTLE VS. ELIMINATE

The Play text on some Event cards will instruct
you to eliminate a piece; others specify a
battle. When an Event card specifies a battle,
the prerequisites for battle must be observed,
including difficult terrain costs.

However, when a card directs you to eliminate
a piece, the piece is simply removed from the
board. Unlike battle, there are no prerequisites
to a piece being eliminated. You do not have to
discard a card to eliminate an Army in difficult
terrain, nor must you have a supplied piece
adjacent to the piece being removed.

Status cards that are activated due to “battle”

are not activated when a piece is eliminated.

You cannot use a Reinforce card (see Resolving
Battle on this page) to prevent a piece from being
eliminated.

RESOLVING BATTLE

Land battles and sea battles are resolved very
similarly.

— During a land battle, the defender can use
prepared Reinforce Army cards to prevent
its Armies from being removed. The attacker
can use prepared Sustain Land Battle cards to
overcome the defender’s Reinforce Army cards.

— During a sea battle, the defender can use
prepared Reinforce Navy cards to prevent its
Navies from being removed. The attacker can
use prepared Sustain Sea Battle cards to
overcome the defender’s Reinforce Navy cards.

PREPARE TEXT

On some cards, the
Prepare text will
specify on what
spaces a card can be
used. For example,

o
o UNITED KINGD O 6
A
» premp O 1 -
{ v "
| ’ : :

{ PROVISIONAL G

if PROVISIONAL | | NATIONAL DEFgqERNMENT OF
GOVERNMENT OF | ?ic iy Ut on G,
NATIONAL DEFENCE is "

prepared, it can only
be used in defense of
an Army in Greece.

| MARK 1Y
B Ui o s i .
] & , . i
Kingdom resolves e i 3 oy
prepeonsideted dificul erain, Drecy
f Propared UK Susain Land Bage g ild
the space batded,

When a prepared
card is revealed, its
Prepare text applies,
even if the card is
being used for a
different purpose
than battle. For
example, the
United Kingdom
successfully attacks
Western Germany
and has the MARK IV TANKS

Status face-up on the table. The United Kingdom
cannot discard a prepared GALLIPOLI, as that card
can only be used in or adjacent to Anatolia.

a UK Army in

. In or adjacent 1, ‘\
Anatoliy L :

)

Prepare text always refers to the space where the
battle is occurring (and not the space from which
the battle is initiated).



DOUBLE SYMBOL CARDS

You can always use a prepared Double Reinforce
or Double Sustain card when a single (regular)
card of the same type would suffice, subject

to the limitations of

the Prepare text. For
example, if the United UNITED KINGDGOM ZR)

Kingdom had MARK
IV TANKS on the
table, and had THE
SOMME prepared, it
could discard THE
SOMME to meet the
requirement of
MARK IV TANKS
following a battle

in Picardy.

nfl s
In or adjacent 1,
Plftlmﬁ/

)

SUPPLY

Prepared Reinforce Army or Counterattack

cards cannot be used to support a piece

that is unsupplied, except when the Supply
symbol ([ ) is present. A Reinforce Army card
with the Supply symbol can be used to defend an
out-of-supply Army.

PROCEDURE

During battle, the defender and attacker take
turns using prepared Reinforce and Sustain
cards to determine the outcome. When a battle
is initiated, the defender may reveal and discard
a prepared Reinforce (or Double Reinforce) card
of the appropriate type (Army in a land battle,
Navy in a sea battle) to prevent the defending
pieces from being removed. The Reinforce card
may be from any country with a supplied piece
in the space. When more than one defending
country has a supplied piece in the space battled,
a prepared card from any of these countries

can be used — you do not need to discard a
prepared Reinforce card for each defending piece.
Teammates must decide openly who will use a
prepared card if more than one is able.

If the defending pieces remain on the board
due to the use of a Reinforce card, the attacker
may use a prepared Sustain Battle (or Double

Sustain Battle) card of the appropriate type (Land
Battle or Sea Battle) to continue the battle. The
attacker must discard sufficient Sustain Battle
symbols so that the total discarded in the
battle equals or exceeds the total number of
Reinforce symbols discarded by the defender

in the battle. This may require one or two cards.

If you are battling into Difhcult Terrain, you
must discard on more card from hand for each
prepared Sustain (card single or double) you use.

If the attacker sustains the battle, the defender
may again discard a prepared Reinforce card

to prevent the pieces from being removed. The
defender must discard sufficient Reinforce Army
symbols so that the total for the battle exceeds
the number of Sustain Battle symbols discarded
by the attacker in the battle.

The attacker can again sustain the battle, and
the defender(s) reinforce, taking turns until one
side or the other does not continue. You are
not required to use your prepared Reinforce or
Sustain cards in a battle.

Note that the number of symbols is cumulative
throughout the battle. Therefore if the attacker
used a Double Sustain Land Battle after the
defender used a single Reinforce Army, the
defender would need to discard a prepared
Double Reinforce Army, or two separate single
Reinforce Army cards, to prevent its Armies from
being removed. However, if the Attacker used a
Double Sustain Land Battle due to the defender’s
initial Double Reinforce Army, only a single
Reinforce Army symbol would be necessary to
prevent the defender’s pieces from being removed.

COUNTERATTACK

Counterattack is a special Prepare

symbol () which can be used by a defender
after an unsuccessful land battle. If an attacker is
unable to discard sufficient Sustain Land Battle
cards to remove the defending Armies (and
therefore gives up the battle), a defending country
with a prepared Counterattack card can reveal and
discard it to initiate a land battle against the space
from which the attack against it was initiated.
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Counterattacks:

— can only be used following an unsuccessful

land battle;

— can only be used if the Army of the country
using the counterattack is supplied;

— can only be directed at land spaces. If a Navy
initiated battle against an Army, Counterattack
cannot be used against the Navy;

— are resolved like other battles. The Army from
the country that used the counterattack is the
piece that initiates the battle;

— if successful, will remove all defending Armies
in the space battled by the Counterattack,
not just the Army that originally initiated the
battle.

A Counterattack against Difficult Terrain requires
the discard of a card from hand, like any other
battle.

SCORING AND VICTORY

moved along the track around the @
edge of the board to record its score. ‘

GAINING AND LOSING VICTORY
POINTS DURING REGULAR PLAY
Some cards will direct you to gain (or lose)
Victory Points during the Play step. These
points are scored immediately. Likewise, Victory
Points deducted due to running out of cards are
recorded immediately (see Running Out of Cards,
page 15). Note that you can never go below 0
Victory Points — if a situation arises where you
must deduct Victory Points and your team is
currently at 0, add the same number of Victory
Points to the enemy team’s total instead.

SCORING ROUNDS

Scoring Rounds occur at the end of the game
rounds 3, 7, 11, 15, and 17, after the UK & US
turn, as shown on the Game Round track.

As teams, the Central Powers and the
Entente Powers accumulate Victory
Points (VPs) throughout the game.
Each team’s Victory Point marker is

During a Scoring Round, each team gains a
number of Victory Points equal to the number of
Objectives their Armies occupy, including spaces
with Objective tokens. In addition, certain Status
cards will provide Victory Points.

Your Armies do not need to be in supply to

score Victory Points! Your team only receives one
Victory Point per Objective, even if an Objective is
occupied by Armies from more than one country.

If a country’s Home space is occupied by an
enemy Army when a Scoring Round occurs,

that country’s Armies and Status cards cannot

be used to collect Victory Points. If a power has
two countries, and an enemy Army occupies the
Home space of one of its countries, it still collects
Victory Points for the other country.

VICTORY

Victory is always determined for an entire
team (Entente Powers or Central Powers), not
individual players or powers.

SUDDEN VICTORY

If one team is 12 or more points ahead at the end
of any Scoring Round, that team wins. Sudden
Victory is only evaluated during a Scoring Round.

SCORING VICTORY

At the end of round 17 the team with more
Victory Points wins. In the event of a tie, the
Central Powers team wins.

OBJECTIVE TOKENS

Some Event cards will direct you to
place an Objective token on the board.
The placing of this token is never
optional when it is directed by the card.
However, only one Objective token can
occupy a space. If a card directs you to
place a token where there is one already,
consider it to be done. Once placed,
Objective tokens stay on the board for
the rest of the game and can potentially
provide Victory Points for either team.




It is the beginning of Round 4. Austria-Hungary
has Armies in Vienna, Galicia, and Budapest.
Austria-Hungary & Ottoman Empire (referred
to as Austria below) starts the turn with 7 cards
in hand, including FRANZ FERDINAND AVENGED.
Austria also has prepared an Austro-Hungarian
Sustain Land Battle, as well as an Attrition card.

Russia has Armies in Moscow, Ukraine, and Serbia.
Russia also has prepared a Reinforce Army and
MONTENEGRO, which is a Reinforce Army in Serbia.

Austria takes the first turn. During the Draft
step, Austria decides to discard 2 cards to search
its draw deck for an Austro-Hungarian Build
Army card, and take the card into hand. It
doesn’t matter which two cards are discarded —
they could be Ottoman cards, since these discards
do not reveal the face of the card.

During the Play step,

Austria plays FRANZ . [ EVENT. ]
‘AUSTRIA.

FERDINAND AVENGED Yo R CARY TR

from hand, discarding
it to the top of its
discard pile. The Play
text specifies that the
player must discard a
card from hand in
order to use the card.
Then Austria must
discard another card
from hand to battle the difficult terrain of Serbia.
Again, these cards are not shown, so can be either
Austro-Hungarian or Ottoman.

FRANZ FERD
To

NAND AVENGED
:::;’ ?—;scard acard from yoyr hand
*tia-Hungary may bauele i Serto

then build , o
B an Au.stm-Hungm'an Army

Russia reveals and
discards MONTENEGRO
as a Reinforce Army
in Serbia. Normally,

prepared cards

MONTEN;
cannot bC uSCd on RECruiraRsni'szigz Army in Serbia
behalf of an out-of- :

supply piece, but

the MONTENEGRO
card has the Supply
symbol, so Russia can
use it.

Austria now reveals
and discards its
prepared Sustain
Land Battle. Due to
the difficult terrain,
Austria must also
discard another card
from hand to use the
Sustain Land Battle.

Since the Army in Serbia is unsupplied,

Russia cannot use its prepared Build Army card as
a Reinforce Army in this battle, so the battle is
over and Russia removes its Army. Austria then
builds an Austro-Hungarian Army in Serbia, as the
Play text on FRANZ FERDINAND AVENGED allows.

During the Attrition
step, Austria reveals
and discards MORAVA
OFFENSIVE, forcing
Russia to discard a
card. Russia discards
a card from hand

to the bottom of its
discard pile without
revealing it.

L __EVENT |
=2 AUSTRIAHUNGARY )
e 5

MORAvA OFFENSIVE

An i
Austro—Hungarmn Army in

ulgaria s ip A
supply this tyrn,
land space adjacent to Bulgmaﬁatde £

During the Prepare
step, Austria prepares an

Austro-Hungarian Build Army card by taking it
from hand and placing it face-down on the table.

Finally, during the Draw step Austria draws 5
cards to complete its turn.
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EXTENDED EXAMPLE OF PLAY 2

CAE

It is the Germany’s turn on Round 3. Germany
has Armies in Berlin, Prussia, Western Germany,
and Belgium. The
Status card
STOSSTRUPPEN is on
the table. Germany
has 7 cards in hand,
including the
SCHLIEFFEN PLAN and
a Land Battle; and
has two Sustain Land
Battle cards
prepared.

SCHLIEFFEN PLAN
Tepare a card; then |, i
icardy, or Paris; thenal:ttxlieh;

in the space battled.

n Belgjum,
an Army

STOSSTRUPPEN
Use once per turn after you build an

Army. Discard a prepared Sustain Land
Battle and battle a land space adjacent
to the Army just built.

Germany
Prepared cards

Germany
Status card

France has Armies in Paris and Burgundy. France
has two cards prepared: PARIS TAXIS for a Double
Reinforce Army in or adjacent to Paris, and LA
REVANCHE, which has a Counterattack Prepare
symbol.

The United Kingdom has Armies in Britain and
Picardy, and Navies in the English Channel and
the North Adantic. The United Kingdom has
one Reinforce Army card prepared.

During its Play step, Germany plays the
SCHLIEFFEN PLAN, placing the card on its discard
pile. The first action on the card allows Germany
to prepare a card. Germany prepares a Land Battle
card with a Sustain Land Battle symbol by taking it
from hand and placing it face-down on the table.

PARIS TAXIS

At no cost, draft a French Build Army
card; then recruit a French Army in or
adjacent to Paris.

T or adjacent 1o

France
Prepared cards

United Kingdom
Prepared card



Using the second action of the SCHLIEFFEN

PLAN, Germany then battles Picardy. The

United Kingdom discards its prepared Reinforce
Army card to save the Army in Picardy. Then
Germany discards one of its prepared Sustain
Land Battle cards to continue the battle. The
United Kingdom cannot reinforce further, and so
removes its Army in Picardy from the board.

Germany then uses the final action of the
SCHLIEFFEN PLAN to build an Army in Picardy.

, " i ' : : M After Germany builds the Army, it discards a

: second prepared Sustain Land Battle card to
Germany uses Schlieffen Plan to battle the UK ., ¢ st0sSTRUPPEN and battle Paris.
Army in Picardy...

France reveals the prepared PARIS TAXIS, which
has a Double Reinforce symbol. Germany cannof
overcome the Double Reinforce with its single
remaining prepared Sustain Land Battle card

declines to use it. The French Army surviv

France, however, has a nasty surprise {
Germany, and reveals the prepared LA

Army initiates battle against the !
in Picardy, and since Germany is un

But France uses its prepared Counterattack to -
destroy the newly-built German Army.



POWER AND COUNTRY PROFILES

AUSTRIA-HUNGARY

OTTOMAN EMPIRE

GERMANY

NITED KINGDOI

UIN|TE\ST TESM
A

CENTRAL POWERS
AUSTRIA-HUNGARY & OTTOMAN EMPIRE

You will likely be the main point earner for the Central Powers due
to the number of Objectives in the Balkans. At the same time you
go about grabbing Victory Points, don’t forget to assist Germany
in defeating your foes. Your first move may set the direction for the
game.

GERMANY

Germany faces a two-front war, and is the obvious target for a
concentrated attack by the Entente Powers. Germany is almost
strong enough to deflect attacks from all fronts, but only almost!
The Central Powers must pick one Entente Power to focus upon
— to completely wear one power out while holding the line
against the other two.

ENTENTE POWERS
RUSSIA

Early in the game, things will generally seem to be going well, but
the end of the monarchy is always around the corner. As Russia, you
cannot afford to use prepared cards as robustly as you might like,

or you may suffer from a too-early exit from the hostilities as the
Central Powers whittle your deck into nothing. Choose your battles
wisely and you'll have almost enough cards for the whole game.

FRANCE & ITALY

France needs to secure Burgundy and Picardy as early as possible,
while Italy needs to make sure Rome and the Italian Alps are
likewise secure. You'll want to be preparing a lot of Reinforce Army
cards while you get your offense ready. Saving France’s offensive
capability until mid-game will make it more effective with the
addition of some of its Status cards.

UNITED KINGDOM & UNITED STATES

The United Kingdom & United States player is foremost a naval
power. However, the war will be won on land. The United Kingdom
usually finds itself compelled by the situation in France to send an
Army to ensure that Picardy or Paris doesn' fall. It will take some
time for the United States” presence to be felt, but if you consistently
ignore or discard the USA cards you may find your end game weak.
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