
God Save The King!! 

A phonograph's music wafts through the 
battlefield and all present (except Angli-
cans and Communists), stand at attention 
with hand held over heart...but for which 
King?!? 
 
NCOs and Officers must convince their 
troops to fight on as the music plays and 
confusion sets in. (Roll morale for each 
unit present at -2 to get them back into the 
fight this turn) 

Farmers Daughter 
 

Roll a direction die and 2D6 from a barn 
or house and place a nice young lass on 
the table, all troops within 12" of her will 
stop fighting and start whistling. She 
moves a random direction each turn at a 
brisk pace (6") until off the board, with 
her nose in the air.  

I thought you had 
the ammo?  

One random heavy weapon crew 
realises it has left the ammo behind! 
 
It may not shoot again until one if it's 
members has returned to and from 
the point they started the battle. 

Fag break  

1 random unit, that is at least 12" 
from the nearest enemy, may not 

move next turn as they have 
stopped to light up.  

Time for a quick 
one...?  

1 random unit which has not yet entered 
the battle desides to stop off for a quick 

pint of mild on the way, they must 
make two reserves rolls to come on 

now, or if they were set to enter on a 
particular turn, must start making rolls 

after that turn.  

Full Throttle !  

One random mechanised vehicle has 
the throttle/accelerator/regulator 
stuck at 'full' for 1D3 turns. This 
vehicle must move at maximum 

speed or crash becoming immobile 
for the remainder of the game.  

Cloudburst 

With the British weather being as it is, a 
sudden downpour could occur - makes 

roads slippy, fields muddy, people wet and 
cold.  

 
-1 to all morale rolls 

½ all movement on non-paved surfaces 

Football Results 

Troops hear the football results over the 
radio. 

Roll 1d6:  
 

1-3: Monkeys, their team lost.  
unit spends 1 turn mumbling and can't move 

or shoot  
 

4-6: Hurrah! A massive 3-nil victory!  



Time for a cuppa? 

One random unit, that is at least 15" 
from the nearest enemy,  stops to brew 
up.  
 
May only defend until next turn.  

Vehicle Won’t Start! 

1930s engineering not being quite what it 
is today may mean that one random vehi-
cle won't start or, if running, suddenly 
breaks down.  Roll 1d6: 

 
    1: Out for rest of game. 
2-5 : Out for the current turn (reroll next 

turn). 
   6 : On your way! Vehicle roars back to life 

and may move normally. 

Move along! 

Officious village bobby attempts to move 
1 random unit on...  

 
Roll 1D6: 

    1: Unit may not move whilst leader remon-
strates with individual, but may defend 
as normal. 

 
2-5: Unit moves 2D6” away from enemy. 
 
   6: “You’re coming with me!” Unit must follow 

bobby to nearest Police station or other 
official building. May defend as normal. 

“Oy! Look!” 

1 random unit encounters a poster.  
Roll 1D6: 

 
1-3: It was erected by another faction - 
lose a move whilst they deface it. 
 
4-6: It was erected by their own faction - 
they become inspired and ignore any 
negative morale results for 1D3 turns.  

Bob a Job 

Local Scouts/Boys Brigade give infor-
mation of some shortcuts or other local 

geographic knowledge. Give ‘em a 
couple a'bob!  

 
1 unit of the player’s choice may move  
to a new position, as long as it is 18” 

from any enemy unit. 

Morris Man 

On drawing this card a Morris Man will 
exit a random structure. He will then 
drunkenly wander in a random direction 
(rolled each turn) at walking pace. If the 
Morris Man get within 6" of a players 
unit he will recognise one trooper as a 
fellow Morris Dancer.  
Player unit will take a rout test as Morris 
Man tries to 'out' the trooper as a fellow 
member of the troope.  

Yorkshire Pudding 

An argument breaks out over mer-
its of crispy or soggy Yorkshire 

Pudding. 
 

Select 1 random unit. That unit 
looses and May only defend until 

next turn.  

So ho! 

The hunt have spotted old Reynard, 
and feel the call to pursue! 

 
Any mounted troops in your faction 
spend the next two turns moving at 
charge speed in a random direction.  



Confusion 

One of your opponents Militia units 
advances without orders. 

 
Move the unit 2d6” in a random 

direction. 

Dodgy Mechanicals Wounded Return Hurry Up and Wait 

Mad Minute! Time for a brew !  Ammunition  
Difficulties 

Sidetracked 

Wounded return from the dressing 
station.  

One of your activated units gets a  
replacement figure. (But not over 

original unit strength). 

An improvised vehicle breaks 
down. Roll 6 on D6 to get it mov-

ing again. It  
may fire as normal while stationary. 

One random enemy unit runs short 
of ammunition.  

 
May not fire this turn . 

Any unit involved in a successful 
assault last turn spends this turn  

reorganising.  
 

They may not fire on any enemy, 
but count soft cover if shot  

at. They will defend as normal if 

One of your activated units fires 
twice for this activation only. 

One of your opponent's Militia units in 
a building finds a case of beer and  

'liberates' it to prevent it falling into 
enemy hands.  

 
No activation next  turn.  

 
 

(Does not apply to Salvation Army units) 

There seems to be some confusion 
about the orders.  

One of your opponents  units is not 
activated.  

(Play card before opponent throws acti-
vation dice) 



Friendly Cover 

One of your Militia units contains a 
local who knows some dead 

ground.  
 

One unit can count as in hard cover 
while they remain stationary. They 

still  fire as normal. 

Tally-ho pip-pip and  
Bernard's your uncle! 

Political  
Interference 

Officer/Leader Killed 

Weapon Jam “LOOK OUT SIR !" They don't like  
it up 'em! 

Toodle Pip! 

A Political/Religious activist 
appears.  

 
Play immediately and consult 

special  rules. 

‘In English we say, "Good Morning."’  
- Captain Blackadder 

 
A friendly pilot makes a bombing 

run over the battlefield. 
 

He can make D6 attacks before 
flying off for a cuppa. 

Over come with martial spirit, one 
random unit decides to take the 

fight to the enemy. 
 

The unit cannot shoot, but it ignores 
any negative moral modifiers and 
moves twice as far towards the en-
emy and must charge into melee if 

able to do so. 

When an 'Officer/Leader Killed' 
card is played, playing this card 
removes  the figure closest to the 

officer instead 

One random LMG or HMG has 
jammed and cannot fire this turn.  

 
Weapon is OK from next  turn. 

The lads are feeling rather gentlemanly 
today and decide to stop fighting and 
take in the scenery.  
 

The two closest opposing unites each 
offers a "Toodle Pip" and meanders 
down the nearest road (2D6” per turn) 
toward their table edge.  
 

Only an Officer/Leader may join the unit 
and discuss the absurdity of a "Toodle 

Pip" during a big push!  
 

(Make a morale check, if passed the unit 
may activate as normal) 

A unit which has just had one of it's 
figures killed must remove an  

office/leader instead of a rifleman if 
there is one. 



Take Cover! 

Random unit within 6" of a mo-
tor vehicle mistakes an engine 

backfiring, and must take cover 
immediately. 

Stupid Boy  Curry and a Pint Fog O' Doom 

Shut that bloody  
dog up...  

Hello?  Patriotic Parade “Tuppy, is that you?” 

The nearest unit in your force to a 
building or a house stops in for 
some Curry and a Pint. 

Roll D6: 

1-3: The Runs!! The Curry has just ripped 
the lads to bits, out for D3 turns while 
they take turns using the household loo 
(modern plumbing!!)  

4-6: That pint was worth having!! Morale 
+1 for the duration of game. 

One non-regular unit’s Youngest 
member loses scarf.  
 
The whole unit halts, but can still 
attack or defend, while one unit 
member moves half move back the 
way it came to find scarf. 

Everyone loves a parade! 
 

A parade comes down the main road. 
All units must make one move to-
wards it and no action is allowed 

until it passes in d3 turns.  
 

All units within LOS receive  +1 to 
morale for the remainder of the game 

The unit nearest a phone box must 
stop to answer it. 
  

Roll a D6: 
 

1:“Not Gran!” The units Officer/Leader  re-
ceives bad news from home, the unit suf-
fers a –1 to morale. 

2-5: “Sorry, mate, wrong number.” 

6:  Huzzah! Reinforcements are on their way. 
Any units held in reserve may come on-
board next turn. If no units in reserve, then 
D3 units of the same type arrive next turn. 

A concealed unit is revealed to 
the enemy. 

 
If no units are concealed, draw a 

new card while someone sees 
what that dog is going on about. 

The two Officers in the closest opposing units 
think they might belong to the same club: 

 

Roll 1D6: 
1-3: “It is you, you old dog!” The two units will 

no longer shoot at each other unless issued a 
direct order from a higher ranking officer. 

4-6: “No, no. You’re thinking of my third 
cousin, Gussie.” Both units may carry on as 
normal. 

Fog rolls in. 

Visibility is cut to 2D6” until a 6 is 
tossed on a d6 at the beginning of 

each turn. 

   If one of the units is Left Wing, it ignores this card and 
gains +1 when shooting at the upper class twit. 




