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Foch 
An adaptation of The Men Who Would Be Kings for WW1
Pierre Aymeric of France has worked hard to not only create this variation on an 
Osprey favourite but has also taken the time to translate it from French into English. 

In order to be able to represent the different 
types of fighting units, it is necessary to define 
new special rules in order to characterize both 
the armaments and tactics of the First World 
War. 

Composition of units: 

An infantry unit is composed of 12 men. A 
support weapon (machine gun, mortar or gun) is 
composed of the piece and 4 crew. Tanks, auto-
gunners and snipers are represented by a single 
model. The cavalry units used at the beginning of 
the war are composed of 12 horsemen and their 
mounts. 

Type Short Range Long Range Notes Anti-Tank 

Bolt Action Rifle 0-12 12-24 0 

Carbine 0-9 10 - 18 0 

Machine Gun 0-12 12-24 5 dice 0 

Anti Tank Rifle 0-12 12-24 2 dice 4 

Flame thrower 0-4 4-8 5 dice Ignore cover 1 

Pistol 0-4 4-8 0 

Machine Gun 0-18 18-36 3 dice 1 

Mortar - 12-48 2 dice per crew, only 
shoot at long range, does 
not require line of sight 
to shoot 

1 

Light Artillery 
<75mm 

0-24 24-28 2 dice per servant, 
ignore a point of 
covered 

1 

Heavy Artillery 
>75mm 

0-24 24-28 2 dice per servant, 
ignore a point of 

2 
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covered 

The light Artillery category includes end-of-war items 
such as French or German 37mm. The heavy-duty 
category is intended to classify pieces of 75mm or 
more like the famous French 75 or the 77 German. 

Grenade 

A unit equipped with grenades that attacks an 
entrenched unit cancels the protection of the unit 
entrenched in a hand-to-hand combat. 

Support weapon 

Support weapons are an option available to infantry 
units. We will describe here the type of each support 
weapon and how it works. The loss of a support 
weapon in shooting or melee is always the player's 
choice. Since support weapons do not have the same 
staves or special rules, it is necessary to throw their 
shots separately. 

• LMG : two men from the unit are replaced
by a team of LMG (a shooter and an
loader)

• Anti-tank rifle: two men from the unit are
replaced by a team of an anti-tank rifle (a
shooter and an loader)

• Grenades with rifle: 3 men of the unit are
equipped, in addition to their rifle of
grenades with rifle. A rifle grenade can be
used during a long range shot. The shot
then does not undergo a penalty of
distance and ignores a point of cover.

• Flamethrower: Two men in the unit are
replaced by a two-man flamethrower
crew (a shooter and an loader)

Vehicles 

It is necessary to add, in order to play the vehicles 
of the First World War, a certain number of 
special rules. 

• Movement: A vehicle that wishes to make
a movement or movement order and shot
(skirmish) through a difficult terrain must

pass the activation test with a penalty of 1 
in discipline. 

• Shielding: To damage a vehicle, it is
necessary to obtain as many keys as the
shielding value. Each hit of a weapon with
an antitank value of 1 counts for a hit;
each key of an anti-tank weapon 2 counts
for two keys (a weapon with anti-tank 0
can not damage a vehicle) and so on.

• Hull: a vehicle has 4 hull points. Their
operation is identical to that of serving
support weapons. When the vehicle loses
a hull point, it reduces the number of
shooting dice it uses when fired with a
cannon or machine gun. In addition, each
loss of hull point reduces the motion value
by 1 ".

• Close Combat: An infantry unit may load a
vehicle because it has an anti-tank value
of 1 in hand-to-hand combat thanks to its
grenades. A vehicle has no combat value.
He instead uses his machine guns (but not
his cannon if he has one): his attack roll is
then resolved using his fire value instead
of using the combat value, increasing the
protection of the weapon. target of 1 (ie
one more touch is needed to make a loss).
However, he can only use machine guns
with a firing arc on the target.

The recruiter's office 

We will describe here all the units and the 
options available to them. The value in 
parentheses following an option is the cost of the 
option. 

Infantry 
Options 

Movement 6 " 
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Shoot 5+ 

fight 5+ 

Disciplined +1 

Armament Bolt Action Rifles 

Points 6 

- Veterans (1): the discipline of unity becomes +2 
- Ferocious (+1): unit combat becomes 4+ 
- Shooters Emeritus (+2): the unit's shot becomes 
4+ 
- Support Weapon (+1) 
- Grenades (+1) 
- Demoralized (-1): the discipline becomes 0 
- Bleusaille (-1): the combat value becomes 6+ 
- Stosstruppen / Trench cleaners (+2): the combat 
value becomes 3+ 
 
Sniper 

Movement 6 " 

Shoot 2+ 

fight 5+ 

Disciplined 2 

Armament Bolt Action Rifles 

Special rules Long range: The long 
range of a sniper is 36 " 
Sniper: The sniper can 
always choose his target 
(NCO) within the unit. A 
single touch is always 
necessary to cause a loss. 

Points 2 

 
 
Cavalry 

Movement 10 " 

Shoot 5+ 

fight 4+ 

Disciplined 1 

Armament Carbine 

Special rules Dragons: the rider unit 
can perform the 
disassembled action, the 
jumper figures are then 
replaced by their 
disassembled equivalent. 
Once disassembled, a 
cavalry unit can not 
remount, horses being 
sent to the rear. 

Points 2 

Options 
- Cuirassiers 
Increases the number of hits to cause 1-point 
melee damage. 
- Spear / Guard (+1): Increases the melee value by 
1 point 
 
Machine Gun 

Movement 6 " 

Shoot 4+ 

fight 5+ 

Disciplined 1 

Armament Machine Gun 

Points 7 

 
Mortar 

Movement 6 " 

Shoot 5+ 

fight 5+ 

Disciplined 1 

Armament Mortar 

Points 4 

 
Artillery 

Movement 4 " 

Shoot 4+ 

fight 5+ 

Disciplined 1 

Armament Light/Heavy Barrel 

Points 5/7 

 
Machine Gun 

Movement 8 " 

Shoot 5+ 

fight - 

Disciplined 0 

Armament 1 or 2 machine guns 

Points 5/8 

Option 
- Veteran (1): discipline of the unit becomes +1 
 
Tank 

Movement 5 " 

Shoot 5+ 

fight - 

Disciplined 0 

Armament 0+ machine gun 



You will be able to find more rules, army lists or adaptation in the following months on my blog: 
https://lesperegrinationsdunainblanc.blogspot.com/

Do not hesitate to come and ask questions or propositions for further rules.

0+ light / heavy barrel 

Special Rules Defence 4 points 

Points See below 

In order not to weigh down the rule with a long 
list of vehicles, the rule for calculating the cost of 
a vehicle is as follows: 
- Basic cost: 4pts 
- + 2pts per machine gun or light gun (barrel 
37mm of the FT17 for example) 
- + 3pts per heavy cannon (75mm from the Saint-
Chamond for example) 

Option 

- Veteran (1): discipline of the unit becomes +1 
In order to determine the leadership (leadership) 
value of each NCO, the table for regular troops 
from the rule book will be used. In addition, the 
units defined here can perform the following free 
actions: 

Type of unit Free action 

Infantry Fire, Stand to 

Cavalry Attack, Stand to 

Support weapon Fire, Stand to 

Armoured Car / Tank Stand to 

Attack plan : 
TMWWBK booklet scenarios can be used for this 
adaptation. However, the lists have been thought 
and balanced for a higher format. A Classic force 
will oscillate between 36 and 48 points, or 50% to 
100% more than the recommended format in 
TMWWBK; it will therefore be necessary to adapt 
the values in points indicated in the different 
scenarios. In a typical scenario, each unit, other 
than infantry, can only be selected once. 
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