Hamel: 1918

Prelude to Amiens

( Peter Schutze updated 17/3/07
You bloody Australians, when you are in the line, you keep us on pins and needles, we never know when you are coming over.
German prisoner after Hamel

Of wire entangelement there was little more than a few weak scattered belts; the trenches seemed to have been dug without planning; few deep dugouts had been added


Australian official report

1.0 INTRODUCTION

Hamel 1918 has been designed as a 2 player game. One player controls the German forces and the other the Australian, American and British forces.

The Battle of Hamel, which occurred on the 4th of July 1918, was the shortest successful "battle" of the First World War, lasting only 93 minutes.

It also marks the first offensive combat operation of US forces on the Western Front. Although the four American companies are shown in the game as separate units, historically they were spread amongst the Australian battalions in platoon lots.

The integrated, combined arms attack plan employed by Australian General Monash set the pattern for later and larger attacks, notably Amiens. Key features of this combined arms approach included placing the combat Tanks under direct control of infantry company commanders and using both supply Tanks and airplanes for ammunition resupply.

This simulation omits the two flanks of the Hamel battle which saw a lot less fighting but doubled the size of the Australian contingent to nearly three Divisions. Also omitted is the 8:30pm counterattack by the German 247th Battalion of the 54th Reserve Division, it achieved little and occured several hours after the main battle.

This game is dedicated to US Corporal H.G. Zyburt, MM, CMH, Australian Private Harry Dalziel, VC, Lance Corporal Leslie "Jack" Axford, VC and all the unsung heroes who served their countries faithfully during the First World War.

2.0 GAME COMPONENTS

A complete game of Hamel: 1918 consists of:

· this rulebook

· One cover sheet

· One colour map

· One countersheet

· One chart and table sheet

Players will also need to provide six sided dice and a piece of scrap paper to record completed turns.

2.1 The Map

The map shows the militarily important terrain of the area where the battle took place. Over this a hexagonal grid has been superimposed to regulate movement.

2.2 The Countersheet

The counters consist of military units and playing aid counters. Military counters, or units, represent the combat forces involved in the battle. The playing aid counters, referred to in the rules as markers, are used to facilitate the flow of the game. All counters are printed on one side only.

The unit counters usually have a company identifier in the upper left corner and a battalion/ brigade identifier in the upper right corner. The counters are also colour coded by brigades (regiments for the Germans) to assist in setup.

Each type of military unit has an icon in the middle to identify its type: eg infantry, tanks and machine guns. The units do not have combat strengths or movement factors on them, this is a function of the unit type not the individual military counter.

The playing aid markers are used for various game purposes such as showing that a Tank has "broken down".

3.0 unit definitions and Game scales 

3.1 Scales

Each hex is 190 metres across.

Each turn is 10 minutes of real time.

The game consists of 9 turns

Military formations are:

1) Companies for Infantry, Mortars, Machine Guns and Anti Tank Rifles.

2) Batteries for Artillery.

3) Tanks are 2 or 3 Tanks to a counter.

4) Aircraft counters represent groups of airplanes equivalent to the combat effect of an infantry company

3.2 Definitions

Unless specified otherwise in particular rules, the following terms are used:

Australians: All Australian units fighting the Germans, including the 4 American companies, the British RAF air unit and the British Tanks.

Infantry: Infantry and German Stoss. 

Support weapons: German strongpoints, German anti tank rifle (ATR), German artillery, tanks, mortars, machineguns and airplanes

Pinned markers: unless specified for a particular case, Pinned markers includes artillery barrage markers.

Frontline Trench: the bottom line of Red Trenches from hex 0112 to hex 3013. Specifically excludes the Pear Trench

Reserve Trench: the line of yellow trenches from hex 0106 to hex 3012 including the two red Hidden trench hexes 1304 and 1403.

Pear Trench: the red trench in hexes 1213, 1313 and 1413

3.3 Unit status

Units in play can be in one of 3 status' Normal, Pinned and Shaken. Specific cases and exceptions are listed in the rules for that phase or event.

3.3.1 Normal

Units on the map that are neither Pinned or Shaken.

3.3.2 Pinned

Units are Pinned when in a hex with any support weapon's "Pinned" marker (including artillery barrage markers).

Multiple Pinned markers and/ or Artillery barrage markers in a hex have the same result as a single marker. Multiple Pinned markers and/or Artillery barrage markers do not result in multiple Pinned effects.

3.3.3 Shaken

Shaken units are flipped face down. Shaken units are under many restrictions, especially the inability to undertake any offensive action such as moving or fire combat.

Shaken units can attempt to return to Normal status during the recovery phase.

4.0 Stacking

Each hex may contain one infantry unit and one supporting weapon.

Aircraft counters and playing aid markers do not count for stacking.

Stacking is checked at the end of every action including Setup. Excess units are eliminated with the owner selecting the units to be removed.
5.0 SETUP

The order of military unit setup is as follows.

1) German infantry,

2) Australian infantry,

3) German support units,

4) Australian support units.

Note: Within the specified setup areas the players are free to place individual units as desired.
Reminder: Fog of War rule (15.1) applies during setup.
The general area that a military formation sets up in is as follows:

5.1 German Setup

202nd Regiment sets up in the area bounded by and including hex columns 01xx and 09xx, the Frontline and Reserve trenches. 

55th Regiment sets up in the area bounded by and including hex columns 10xx and 17xx, the Frontline and Reserve trenches.

13th Regiment sets up in the area bounded by and including hex columns 18xx and 22xx, Frontline and Reserve trenches.

15th Regiment sets up in the area bounded by and including hex columns 23xx and 30xx, the Frontline and Reserve trenches.

13D Divisional assets set up in either or both Wolfberg HQ and the Accroche Woods.
Reminder: Strongpoints must be setup as per rule (15.2)

5.2 Australian Setup

The following Australian and American units begin the game set up in the hexes adjacent to and below the Frontline trench. Extra units that do not fit into the frontline, due to stacking restrictions, set up in the hexes immediately behind the initial Australian frontline:

42nd Battalion and the 131st U.S. battalion between and including hex columns 01xx and 04xx

43rd Battalion and the 132nd U.S. battalion between and including hex columns 05xx and 10xx

15th Battalion between and including hex columns 11xx and 13xx

16th Battalion between and including hex columns 14xx and 18xx

13th Battalion between and including hex columns 19xx and 22xx

21st Battalion between and including hex columns 23xx and 26xx

23rd Battalion between and including hex columns 27xx and 30xx

Support weapons set up with any component of the brigade (ie the same number after the / eg M/11 belongs to the 11th brigade)

Tank units are allocated as follows:

1) One Tank unit starts in each of 13th, 15th, 16th, 21st, 42nd and 43rd Australian battalions setup areas,
2) Any remaining Tank units are then placed at the player’s discretion in any or all of the 13th, 15th, 16th, 21st, 42nd and 43rd Australian battalions setup areas.
The two AIF Divisional Machine Gun units are allocated one to each of the 15th and 16th Australian battalions setup areas.

5.3 Reinforcements

14th Battalion enters the map in hex row xx16 in any of the hexes from 1116 to 2216 during the movement phase of turn 1.

44th Battalion enters the map in hex row xx16 in any of the hexes from 0116 to 1016 during the movement phase of turn 2.

41st Battalion enters the map in any of the hexes 0110 to 0112 during the movement phase of turn 3. Only those hexes behind the barrage line are available for entry.

The Australian reinforcement battalions do not have any Tank units allocated on initial deployment.

Reinforcements expend one movement point entering their initial placement hex.

6.0 TURN SEQUENCE

Each game turn consists of the following phases conducted in the order listed:

1) Air Support (7.0)

2) Australian Barrage Movement (8.0)

3) German Fire Combat (10.0)

4) Australian Fire Combat (10.0)

5) Support Weapon Allocation (11.0)

6) Australian Movement (12.0)

Tank breakdown (12.4)

7) Australian Melee Combat (13.0)

8) German Movement (12.0)

9) German Melee Combat (13.0)

10) Recovery and Administration (14.0)

Recovery (14.1)

Forced Removal of support weapon markers (14.2)

Air unit removal (14.3)

11) Advance Turn Marker. 

At the end of turn 9 determine victory level.

Air Support, Support Weapon Allocation and Recovery phases are conducted simultaneously by both sides in phase order. All other phases are conducted by the stated side.

7.0 Air Support

Each player rolls a six sided die. The Australian player receives one air unit if the die number is odd or both air units if the die number is even.

The German player only receives air units if the number they rolled is greater than the number rolled by the Australian player. The German player receives one air unit if their die number is odd or both air units if the die number is even.

Air units are placed on the map simultaneously during this phase once the number of air units available has been determined.

Air units are removed from the map during Air unit removal (14.3). 

Air units cannot be attacked or breakdown.

Air units can be placed anywhere on the map irrespective of hex control and contents.
Air units have a fire range of zero or one hex.

Air units have the same support weapon modifiers as Tanks

Air units have the same effect on terrain modifiers as Tanks

Air units cannot attack any hexes of Hamel Township, including supporting any melee there.

8.0 AUSTRALIAN BARRAGE MARKERS

The AIF barrage markers are initially placed along the German front trench line. This is considered their movement for turn 1. The placement of the AIF barrage markers must meet the condition that continuous groups of 4 or more adjacent barrage markers are formed.

8.1 Movement

Each turn the Australian player has the choice to move the entire line of AIF barrage markers forward (towards the xx01 edge) either one or two hexes. The individual groups of AIF barrage markers can be shifted left or right to conform with the hexgrid. All AIF barrage markers must be moved forward the same number of hexes. 

Groups of AIF barrage markers can split or join during their movement. However, the barrage markers must be in groups of 4 or more adjacent markers at the end of each Australian Barrage Movement phase.

DESIGN NOTE: There are intentionally not enough artillery markers to cover the entire front. While the barrage was strong and well maintained, there were numerous temporary "gaps" and several batteries fired slightly behind the planned bombardment line for extended periods.

While it is possible to manipulate the barrage line for this purpose, it is not intended that the barrage line shift and slow to fit in with the individual attacks being planned by the Australians.

8.2 Barrage re-alignment

Twice during the game, but not on consecutive turns, the German player can demand that the Australian Artillery Barrage be straightened. This is announced immediately after the Australian player's announcement of how far the markers will move forward (8.0).

This requires the Australian player to move the markers in such a manner that they all occupy the same hexrow of his choice after moving forward, for example xx10. If this requires a few of the markers to be moved a different number of hexes to the announced movement forward, this is allowed.

DESIGN NOTE: This rule simulates the work done by individual artillery batteries to maintain the tidiness of the barrage and also prevents the artillery markers being maneuvered too freely by the Australian player. Artillery in the Great War was not as flexible as it became during later wars and worked from meticulously planned barrage lines and timetables.

9.0 Resolve Test

Military units  subjected to fire from artillery and support weapons are considered "pinned" by the weight of enemy metal fired at them. The placement of a relevant Pinned marker or Artillery barrage marker in the hex indicates any non-aircraft military units in that hex are Pinned.

The Pinned military units must pass a Resolve Test before being able to move or fire. To pass a Resolve Test one six sided die is rolled for each Pinned military unit. The number rolled on the die must be equal to or greater than the minimum number listed for its military type in the Resolve Test Table located on the Players aid sheet.

Only Infantry and Tanks can attempt to move while Pinned, any military unit can attempt to fire while Pinned.

10.0 fire COMBAT

Fire combat is the first opportunity to harm enemy units each turn. It involves firing weapons at a distance against an enemy unit in an effort to disorganise that unit. 

10.1 Fire Ranges

See Fire Ranges Table on the Player’s aid sheet. The Australian barrage is covered by rule (8.0) Australian Barrage Movement.

10.2 Restrictions

Only units that are not Shaken may participate in Fire combat. Each unit may only participate in one Fire combat attack per turn. A unit failing its Resolve Test is still considered to have participated in its one fire combat attack for the turn. A unit can only be subjected to one fire combat attack per turn.

There are no line of sight restrictions. The terrain historically did not interfere with firing, only with identifying targets. 

10.3 Procedure

Fire combat attacks are specified and resolved individually in target hex number order.

The firing player designates a target unit and then all tank, airplane and infantry units firing at it. Any Pinned firing unit must then pass a Resolve Test to be included in the attack. Each firing unit has a base combat value of 1.

Players then total the modifiers available to both sides to determine the number required to disrupt the target. The highest target number possible is 5, regardless of the number of firing units and favourable modifiers.

The firing player must roll the target number or less to score a hit.

10.4 Casualty Resolution

If the firing player succeeds in scoring a hit, the enemy unit is flipped face down to show that the unit is Shaken and must involuntarily retreat (10.6.2). The retreating unit may have an opportunity to rejoin the fight later, as per the recovery (14.0) rules.

If the unit was already Shaken, that is face down, it must pass a Resolve Test (9.0). If the unit passes the Resolve Test it must involuntarily retreat (10.6.2). If the Shaken unit fails the Resolve Test it is eliminated.

10.5 Modifiers

Fire combat modifiers are divided into weapon, terrain and situation types. All applicable modifiers are used. They are cumulative, rather than using the best one in each category.

EXAMPLE: A German Stoss unit occupies hex 1013 (red trench), which is currently one of the AIF barrage line hexes. It is being fired on by Australian infantry in hexes 0915 and 1014 and a Tank in 1014.

Since there are 2 infantry units and a Tank unit firing, the starting target value is 3 (1 for each firing unit).

Consulting the Fire combat: Terrain Modifiers Table, we see that a red trench is normally a -2 combat modifier but since there is an adjacent Tank unit firing this is only a –1 modifier. The new target value is thus 2

Next, consulting the Combat: Target Modifiers Table, we see that since the target is Pinned (by the AIF barrage), we add a+1 target modifier and because it is a Stoss unit we also deduct a –1 target modifier. As these cancel out, the new target value remains 2.

Finally, consulting the Combat: Support Weapon Modifiers Table, we see that since the Tank unit is adjacent to the Stoss unit, we add a +1 target modifier bringing the final target value to 3.

10.6 Retreat

10.6.1 Voluntary retreat

If a targeted normal status unit was unaffected by the fire combat, it has the opportunity to voluntarily retreat one hex away from the firing enemy units, provided this would not breach stacking.

The retreating unit is placed in its destination hex and then rolls a Resolve Test. If it fails, it is Shaken, if it passed, it remains in normal status.

Units voluntarily retreating off the map may not return to the map but are not considered eliminated.

10.6.2 Involuntary retreat

When forced to involuntarily retreat, a unit moves as directly as possible towards their map edge one hex. For the Germans this is the xx01 edge row, while for the Australians it is the xx16 edge row.

The unit cannot violate stacking restrictions at the end of it’s movement, nor enter hexes containing enemy units, a Pinned marker or Artillery barrage marker.

If there is no valid retreat hex, or the unit is forced to retreat off the map, the unit is eliminated.

Broken down Tank units forced to retreat are eliminated.

EXAMPLE: the Germans would retreat from 0907 (towards the xx01 hex row) to 0906, unless an Australian unit, Pinned marker or Artillery barrage marker occupied that hex, in which case either 0806 or 1006 could be selected. If these hexes were also unsuitable, 0807 or 1007 would be the next options. Hex 0908 is ineligible for retreat purposes as moving into it in constitutes and advance towards the Australian's board edge.
10.7 Advance After Combat

Infantry units may advance into adjacent hexes that the enemy has been eliminated from or retreated out of. Only Normal status infantry units (i.e. not Shaken or Pinned) may advance after combat. The advancing unit must pass a Resolve Test to enter the hex. This decision must be made immediately after the combat which made the hex eligible for advance into.

Participation (or lack thereof) in combat during the turn does not prevent a unit being eligible to advance.

11.0 Support Weapon allocation

Remove all support weapon Pinned markers from the map, including the German artillery barrage marker.

The target hex of all support weapons, except Tanks and airplanes, are then marked by placing the appropriate Pinned marker or Artillery barrage marker in the target hex.

Only normal status or Pinned support weapon units may target a hex. This target hex can be any hex within the range listed on the Fire Ranges table
These Pinned markers affect any unit in the hex (3.3.2)
While Tanks and airplanes are treated as support weapons for melee combat (13.0) they are not allocated in the Support Weapon Allocation phase. They do not have Pinned markers.

12.0 MOVEMENT

Only units (not markers) obey the movement rules. All other counters have their own special rules.

It is recommended that players move units in hex number order and complete the movement of each unit before moving the next unit, to avoid confusion and mistakes.

12.1 Eligibility

All infantry and Tank units that are not Pinned can move. Pinned infantry and Tank units must pass a Resolve Test (9.0) to be eligible to move. Since entering a hex containing a pinned marker causes a unit to become pinned immediately, a resolve test would become necessary to continue moving.
Support weapons can not move and fire (during the support weapons allocation phase) in the same turn. If they have not fired and are not Pinned, they may move.

While Tanks and airplanes are treated as support weapons for melee combat, they are able to move and fire in the same turn.

12.2 Movement Allowance

Infantry all have a movement allowance of 2.

All support units have a movement allowance of 1 except Tanks and airplanes.

Tanks have a movement allowance of 3

Airplanes have unlimited movement.

12.3 Expenditure of Movement Points

Each hex entered expends one movement point. Movement points can not be saved from turn to turn or transferred between units. When a unit has moved adjacent to an enemy unit or used its full movement allowance it must stop. A unit starting adjacent to an enemy unit can move out of the hex.
12.4 Tank breakdown

Fortunately, by 1918, the reliability of Tanks had improved dramatically. The Australians had tried to operate with Tanks on several occasions in the war so far, but the Tanks had rarely made it across no mans land.

If a Tank unit moves through a trench hex with an artillery barrage marker in it, the Tank unit must undergo a break down test. The breakdown test is made immediately after the Tank unit leaves the trench hex with the artillery barrage marker on it. Tank units will breakdown on a die roll of 6.

If the Tank unit fails the breakdown test it remains in the hex it just moved into. A broken down marker is placed on the Tank and it may not move for the rest of the game.

If the Tank unit passes the breakdown test it may continue moving providing it has movement allowance left. Note breakdown tests may be applicable for the new hexes moved through. At all times moving adjacent to an enemy units stops movement.

A Tank unit moving into a trench hex with an artillery barrage marker on it and stopping does not undergo a breakdown test. A Tank unit starting it’s movement phase in a trench hex with an artillery barrage marker on it and moves out of that hex does not undergo a breakdown test. The breakdown test is only applied if the Tank unit moves completely through a trench hex with a barrage marker in it.

Tanks that have broken down can still participate in fire combat (10.0) and are not considered eliminated for victory determination. After the battle they will be repaired by the crew or towed away by another Tank for repair.

DESIGN NOTE: Some people may be surprised by how hard I have made it for Tanks to break down. I have made them more prone to breakdown than the records suggest, since they all left the Hamel battlefield under their own power. Had the battle lasted several hours, then there would probably have been extensive breakdowns.

13.0 Melee combat

Each Normal status infantry unit may initiate one melee combat in the appropriate phase. Once declared a melee attack can not be reassigned. Melee combat is optional for each attacking infantry unit. Each infantry unit's melee attack against one adjacent enemy unit of its choice is resolved separately. Several attacking units can separately melee the same defending unit. 

If there is more than one defending unit in the hex the attacker can chose which defending unit is engaged by each attacking unit.

13.1 Procedure

All melee attacks for one hex are specified and resolved before moving to another hex. Where more than one defending unit is stacked in a hex, the defender decides which unit will have attacks against it resolved first. This may be important as some units eg tanks can support melees in their own hex
Both the attacker and defending unit roll a die and add or subtract all applicable target and support weapon modifiers.
The higher die roll wins the melee. Ties are not re-rolled There is no advance after melee combat.
13.2 Results
Only the melee-ing unit and its target are affected

Ties have no effect on either side.

If the higher die roll was supported, or the losing unit was already Shaken, the losing unit is eliminated. 
If the higher die roll was not supported and the losing unit was not Shaken, the losing unit becomes Shaken and must involuntarily retreat (10.6.2).
13.3 Supporting a melee attack

A melee is supported if a support weapon is allocated to the attack. For those hexes with Pinned or artillery barrage markers in them, all melee in the hex by the player owning the marker are supported. The quantity of support is unimportant although different types  may result in extra modifiers.
Units without owning Pinned markers, such as Tanks and aircraft, specify one hex (within fire range) that they are supporting when the melee is declared.

Tanks which are Shaken can not be allocated to support a melee. Pinned tanks must make a resolve test (9.0) to be eligible to provide support.

Broken down Tank units can support melee combats. These units can not support themselves when defending against a melee but may be allocated to support other units in their hex.

EXAMPLE: The situation is the same as for the fire combat example. The German Stoss unit has no modifiers and is not being supported.

The 2 Australian infantry will each separately melee the Stoss unit. Each will receive a +1 since their target is Pinned by the AIF barrage. They will receive an additional +1 since the Tank is again supporting the attack and it is adjacent to the target. Thus each Australian will add +2 to its roll. 

14.0 Recovery And Administration

14.1 Recovery

All Shaken units are checked for recovery. A Shaken unit will recover to Normal status (flipped face up) on a die roll of 1.

DESIGN NOTE: The recovery roll represents the rallying of significant parts of a unit that has been disorganised by events. It does not mean that the entire company has decided once again to fight, only that enough men are willing to fight to represent a continuing obstacle to their enemy.

14.2 Forced Removal of support weapon markers

Support units which remain Shaken after the recovery step and that have placed their respective Pinned marker on the board have their Pinned marker removed from the map.

Support units eliminated during the current game turn have their respective Pinned marker removed from the map and play.

14.3 Air Unit Removal

All air units placed on the board during the turn are removed.

They are returned to the pool of available air units.

15.0 SPECIAL RULES

15.1 Fog of War

The enemy can not be certain of what is in the hex so always put the infantry unit on top of support weapon or strongpoint marker.

The opposing player may only check what is in the hex if declaring an attack on both units.

When claiming support, for example during melee, the location of the supporting unit must be identified if not obvious.

NOTE: Pinned markers are obvious support. If there is two or more Tank units adjacent to a melee, which Tank unit is supporting the melee may not be obvious.

NOTE: In the interests of fair play, players should not record the locations of enemy support weapons. An opponent should honestly answer specific questions about recent events that the asking player’s units should know such as "which hex did the ATR fire come from".

15.2 Strongpoints

The German player has 10 strongpoints to deploy during setup.

One of these must be in a Pear trench hex, one in Hamel Woods and another in Hamel itself. The other 7 can be placed in any trench, woods or Hamel hex. 

Once placed Strongpoints cannot be moved. If subject to an Involuntary Retreat (10.6.2) result, the Strongpoint is eliminated.

Strongpoints give German Infantry in the same hex the advantage of being treated as supported when defending in melee combat as well as the terrain modifier.

15.3 VC Heroics

The Australian player has the option of using each VC marker, for units of the appropriate brigade, in any one melee attack against a German strongpoint or machine gun unit. Each marker may be used only once per game and is set aside once the attack has been resolved.

Axford and Dalziel are for 4th brigade (eg 13/4, 14/4).Shaw is for 11th Brigade (eg 41/11) and Lihou is for 6th Brigade (eg 21/6). Zyburt is for the 4 American units (marked 131 or 132)
Each VC marker allows a single re-roll of the die in a losing melee attack.

16.0 VICTORY

The Australian player must achieve certain objectives by the end of turn nine to win. The level of victory is determined by how many of these objectives are achieved. The level of victory is modified downwards by the number of Australian casualties suffered. An objective is achieved if Australian units have passed through the objective and no German unit remains adjacent to it.

16.1 Objectives

· Clear Pear Trench
· Clear Hamel (town)
· Clear both Hamel Wood and Kidney trench
· Clear both Vaire Wood and Huns Walk
· Clear at least 20 hexes of the Reserve Trench including both Hidden trench hexes. 
16.2 Casualties

· If the Australians have 15 or more units eliminated, reduce the level of victory by 1
· If the Australians have all 4 infantry companies of one battalion eliminated, reduce the level of victory by 1
US units eliminated count as 2 Australian casualties each, for political reasons. They are not considered a battalion or part of an Australian battalion for victory condition modifiers.

Reminder: Broken down Tanks are not considered eliminated. VC markers are not units.

16.3 Level of Victory

5 Objectives - Australian Major Victory - The Battle of Amiens in September will be the "Black Day of the German Army"

4 Objectives - Australian Tactical victory - Combined operations tactics discredited and more casualties suffered before the war ends

3 Objectives - German Tactical victory - Monash tries again and succeeds in a few days. The reputation of the Australian army suffers.

2 Objectives - German Minor victory - The Australian corps needs to be rebuilt, extending the war.

1 Objective - German Major victory - The Australian corps is decimated by its losses and misses the rest of the war.

Historically all 5 objectives were achieved without excessive casualties as the Germans were poorly coordinated.

17.0 DESIGNER'S NOTES

The new nations of the British Empire, known proudly as the Dominions, made a heavy contribution to the British war effort and in so doing earned recognition by the British government that they nations were now adults. At the start of the war, Dominion forces were parts of the British army with higher command in British hands. By the end of the war, the Dominions were organised as Corps under their own Generals.

Some people may wonder at the choice I have made to include certain specific individuals on the VC counters especially since only 2 VCs were awarded for the battle of Hamel. All 5 probably deserved the Victoria Cross but medals and decorations are often a political thing.

US Corporal Zyburt later earned himself a Congressional Medal of Honor according to the Australian Official History. (He was not listed in the official US CMH website in 2001). 
Since Pershing was trying to get the US forces out of this battle, it was not politically expedient to allow Corporal Zyburt to receive any British decoration, let alone their highest award for Bravery. He was awarded the US Military Medal for his part in the battle. His partner in heroics, Corporal FM Shaw received the Distinguished Conduct Medal award. Between them they destroyed several machine gun positions and accounted for probably 50 Germans in a series of attacks.

Sergeant Lihou and Corporal Shaw both appear to have "missed out" due to technicalities and received lesser awards.

17.1 HISTORICAL BACKGROUND

The original plan called for 10 US companies to participate in the attack as part of their training and "blooding". The 4th of July was chosen as a complement to the US forces, far more fitting than parades and fanfares, in the Australian army's opinion. Besides what could be better for the greenhorns morale and backbone than a solid victory on their first real combat situation.

When Pershing learned that the training "raid" was to be a full-fledged multi-division attack, with the US units parceled out like they were on training raids, he thought his worst fears were being realised. Pershing thought the Entente was going to use the US army as a "blood transfusion" rather than a separate national army. During the 3rd of July orders had reached 6 of the 10 companies ordering them out of the line. The 4 companies shown were not covered by those original orders.

Monash had originally allowed 90 minutes for the attack followed by a period of consolidation behind the now static barrage. The battle officially went 3 minutes over the time limit because some of the Australians followed the retreating Germans just off the top map edge rather than reporting their success once the Reserve trench was cleared.

18.0 REFERENCES

Official History of Australia in the War of 1914-1918 (volume 6) by C.E.W Bean is a very interesting although often saddening read. It covers most events in a few paragraphs each and reports at multiple levels from GHQ and divisional meetings to the activities of individual platoons and occasionally even individual little teams (now classified as fire teams in army parlance).

I found it very troubling to read about certain people and then find a footnote like "Died of wounds 17 August 1918"

The Battle of Hamel by John Laffin covers all aspects of the battle, its prelude and consequences. It conflicts with the official history in some minor aspects and is written in a less dry and more promotional manner than the official history. It has a subtle flavour of "see how great Monash and the Australians were".

Several other books I have read mention the battle of Hamel in passing or as a comparison to the current focus of discussion, but none to an extent that it would be worthwhile hunting the book down for.

Note that this Hamel is different to the Beumont Hamel mentioned several times in histories of the war especially during 1917. Anyone traveling through France can tell the difference quite easily …. Hamel has its own Australian Memorial including a preserved section of the German trenches. Beumont Hamel was only a small part of the greater battles fought there and it is memorialised as part of them.
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Resolve Test table

	Country
	Target

	Americans
	5, 6

	Australians
	4, 5, 6

	Germans (turn 1-4)
	6

	Germans (turn 5-end)
	5, 6

	German S units
	4, 5, 6


Fire Combat: Terrain Modifers

	Terrain
	Effect
	Notes

	Woods
	-1
	

	Red Trench
	-2
	Adjacent Tanks and aircraft: -1 only

	Yellow trench
	-1
	Adjacent Tanks and aircraft: ignore

	Hamel (town)
	-2
	no aircraft attacks or support

	Strongpoint
	-1
	


Combat: Target modifiers

	Situation
	Effect
	Notes

	Pinned
	+1
	

	Shaken
	+2
	

	German S unit
	-1
	Fire combat only

	German strongpoint
	-1
	

	Tank
	-3
	ATR ignores

	Other side of barrage
	-2
	


Combat: Support Weapon modifiers

	Situation
	Effect
	Notes

	MG vs Infantry in open
	+2
	Aircraft and Tanks included

	ATR target is not Tank
	-1
	

	Tank vs adjacent unit
	+1
	

	Aircraft vs adjacent unit
	+1
	Or in same hex


Fire Ranges

	Type
	Range (Hexes)

	Infantry
	1 or 2

	Tank / MG
	1 to 4

	Mortar
	1 to 6

	ATR
	1 to 3

	Air
	0 or 1

	Artillery
	Unlimited


Movement Allowances

	Type
	Hexes
	Notes

	Infantry
	2
	

	Tank
	3
	

	Support weapon
	1
	unless firing

	Strongpoint
	0
	

	Aircraft
	Unlimited
	


