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The great empires

Before the grand combat of trench and mud, 

Britain had the largest empire in the world. With 

one island ruling nearly a third of the land of the 

earth; with Canada, Australia, India, Malta and 

various other nations under one ruler: Edward 

the VI. It was said that: “the sun never sets on 

the British empire.”

France, however lacking the land of Edward’s 

empire, was no less mighty, with holdings in 

Morocco, Algeria, Libya and the Ivory coast 

(Côte d'Ivoire); holding great tracks of land from 

the scramble for Africa. 

Whilst France was dragged to duty from the 

invasion of Germany and their pact with Russia, 

Britain and its colonies were deployed because 

of their alliance with Belgium, invaded by the 

Kaiser as part of the Schlieffen plan.

So then they became Entrenched

What story will you fight. 
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Unit page overview
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A unit page is displays the abilities of a unit and 

how capable it is, this is usually showed statistically. 

This page displays how to understand a unit page so 

you can use it in your games of Entrenched. Most of 

this is explained in the main rule-book but some of 

all things on a unit page were not explained.

Unit name:

Bio (gives info on the unit)

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Wounds:

Response value:

Maximum 

movement value:

Save value:

Bravery value:

Keywords: These are used to link units to other units, used to limit the effects of 

abilities. I.E: British, Entente, Infantry, BEF. (Year of introduction)

Abilities:

These are rules exclusive to this unit. 

Weapon tied to an 

ability, called an 

“ability weapon” 

Gas weapon

Emplacement 

weapon



BEF Infantry:

These were the backbones of the 

British army. armed with the standard 

rifle, bayonets and rifle grenades, these 

units stand valiantly for king and 

country, there are 4 models on this 

unit’s base.

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

SMLE Rifle 4” 4+ DPW N/A

Bayonet MELEE 3+ DPW N/A

Rifle Grenade 4” 4+ 1 Tem 1

Wounds: 4

Response value: 4+

Maximum 

movement value:

3”

Save value: 5+

Bravery value: 3

Keywords: British, Entente, Infantry, BEF, British Infantry. (1914)

Abilities:
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To the Last:

When this unit

Attacks in the melee phase 

with one wound remining, 

add 1 to all hit rolls.



BEF officer:

The officers make sure your order is 

being followed. They inspire and re-

assure the troops that victory is insight 

and that the war will be over by 

Christmas. There is only 1 model in this 

unit’s base and is marked with symbols 

on his hat.

. 

Wounds: 1

Response value: N/A

Maximum 

movement value:

4”

Save value: 5+

Bravery value: N/A

Keywords: British, Entente, Officer, BEF, BEF Officer. (1914)

Abilities:
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Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Webley V 3” 5+ 2 N/A

Sabre MELEE 3+ 1 N/A

Shouting distance:

If a British unit is within 5” 

of this unit, it does not have to 

take the response test in the 

response phase. 

Leader of the lions:

This unit does not have to 

take the bravery test and the 

response test. 



Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Cavalry sword MELEE 4+ DPW N/A

Webley V 3” 5+ DPW N/A

Wounds: 4

Response value: 5+

Maximum 

movement value:

4”

Save value: 3+

Bravery value: 2

Keywords: British, Entente, Cavalry, British Cavalry. (1914)

Abilities:
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Horse’s fear:

If this unit has been attacked 

by a Machine-Gun or

Artillery unit, subtract 1 off 

the unit’s bravery during the 

morale phase. 

British cavalry:

Cavalry is fast moving and was a major 

staple of the army, with it’s ability to 

exploit flanks and broken troops.

These units can be decimated by fast 

firing weapons. This unit is made up of 

4 models on horseback on one unit 

base.

Cavalry charge:

When this unit charges a unit 

of Infantry in melee, it may 

add 1 additional hit dice when 

attacking, 2 if it is attacking 

from the back of the unit. 



Mounted BEF 

officer:

This BEF officer is mounted on a horse 

for greater speed for a more mobile 

army. This unit has one model on 

horseback on a unit base and is marked 

with gold details on his hat.

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Cavalry sword MELEE 4+ DPW N/A

Webley V 3” 5+ 2 N/A

Wounds: 1

Response value: N/A

Maximum 

movement value:

6”

Save value: 3+

Bravery value: N/A

Keywords: British, Entente, BEF, Officer, Mounted BEF Officer. (1914)

Abilities:

7

Cavalry charge:

When this unit charges a unit 

of Infantry in melee, it may 

add 1 additional hit dice when 

attacking. 

Horse’s fear:

If this unit has been attacked 

by a Machine-Gun or 

Artillery unit, subtract 1 off 

the unit’s bravery during the 

morale phase. 

Shouting distance:

If a British unit is within 5” 

of this unit, it does not have to 

take the response test in the 

response phase. 

Leader of the lions:

This unit is exempt from 

taking the bravery test and the 

response test. 



Vickers MG TEAM:

The machine gun was a butcher on the 

battlefield, with the Vickers being the 

machine gun of choice of the British 

army. This unit has three models 

including the machine gun, on one unit 

base. 

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Vickers MG 5” 5+ 4 N/A

Webley V 3” 4+ 2 N/A

Wounds: 3

Response value: 5+

Maximum 

movement value:

3”

Save value: 5+

Bravery value: 2

Abilities:
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Fixed weapon:

This unit can only fire the 

emplacement in one direction; 

you may rotate 90  by using 

1” of movement, you may not 

use inches gained by running.  

Keywords: British, Entente, BEF,  Emplacement, Machine Gun, Vickers MG Team. 

(1914)

Pinned:

If this unit lands any hits on a 

Infantry unit, even if that hit is 

negated by a save; the target 

unit cannot perform attack 

actions unless it falls back out 

of range of the weapon. Place 

the “pinned” token next to the 

unit if this happens



2 inch Mortar 

team:

The mortar is a portable artillery 

battery. Usually found in trenches, 

these are used to take out squads in 

cover or providing cover to their own 

squads. This unit has two models 

including the mortar on it’s unit base.

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

2 Inch Mortar 8” 3+ 3 Tem 1

Webley V 3” 4+ DPW N/A

Wounds: 2

Response value: 4+

Maximum 

movement value:

3”

Save value: 5+

Bravery value: 2

Keywords: British, Entente, BEF, Emplacement, Artillery, 2 Inch Mortar Team. (1915)

Abilities:
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Fixed weapon:

This unit can only fire the 

emplacement in one direction; 

you may rotate 90  by using 

1” of movement, you may not 

use inches gained by running.  

Pinned:

If this unit lands any hits on a 

Infantry unit, even if that hit is 

negated by a save; the target 

unit cannot perform attack 

actions unless it falls back out 

of range of the weapon. Place 

the “pinned” token next to the 

unit if this happens



18 pounder team:

The 18 pounder artillery battery is used for 

long ranged shell-fire. This is vital in battles 

to decimate cover and infantry, but is also 

used to provide cover for infantry units. This 

unit has two models including the artillery 

weapon on the unit base.     

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

18 Pounder 
Gun

12” 5+ 5 Tem 2

Webley V 3” 4+ DPW N/A

Wounds: 2

Response value: 6+

Maximum 

movement value:

2”

Save value: 6+

Bravery value: 2

Keywords: British, Entente, BEF, Emplacement, Artillery, 18 Pounder Team. (1914)

Abilities:
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Strike from above:

This weapon ignores cover and if 

any pieces of light and heavy 

terrain that are within the radius 

of the artillery unit; remove the 

pieces of light terrain from the 

battlefield. 

Fixed weapon:

This unit can only fire the 

emplacement in one direction; 

you may rotate 90o

by using 1” of movement, 

you may not use inches 

gained by running.  

Shell Cover:

If one of your infantry units 

are within 1” of the template, 

you may add 1 to all save 

rolls when the enemy unit 

shoots across where the 

template was next round. 

Horse transport:

If this unit is within 1” of a 

unit of Cavalry, the unit may 

have 4” maximum movement 

value but only when it is 

within 1” of the Cavalry



Clay kickers:

Clay kickers were formally miners who 

worked on London’s sewers; they use a 

method that was highly effective for 

mining through clay to lay mine to destroy 

enemy emplacements. This unit has three 

models on it’s unit base. 

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Webley V 3” 4+ DPW N/A

Mine N/A 4+ 4 Tem 2

Pickaxe MELEE 3+ DPW N/A

Wounds: 3

Response value: 5+

Maximum 

movement value:

4”

Save value: 5+

Bravery value: 2

Keywords: British, Entente, Infantry, BEF, Miners, Clay Kickers. (1915)

Abilities:

Diggging:

Instead of deploying this unit in the deployment zone, you may 

move the unit outside of the battlefield, saying it’s ‘tunnelling’. 

You may then do only one of two things listed below

Transport

1: choose one other infantry unit to be ‘tunnelling’ with this unit, 

they may deploy the two units anywhere 6” or less from the edge 

of the board and 4”  or more from your opponent’s deployment 

zone, this may only be done once per game, per unit.

Detonate

2: You may detonate the mine weapon anywhere 6” or less from 

the edge of the board or 6” or more from the enemy deployment 

zone. This may only be done once per game, per unit.
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Flag signaller:

The signallers are used to amplify the 

commands of the officers by making 

them more visible; This is done via 

semaphore, a code which involves the 

waving of flags to convey messages.

This unit has two miniatures on a unit 

base

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Webley V 3” 4+ DPW N/A

Wounds: 2

Response value: 4+

Maximum 

movement value:

4”

Save value: 4+

Bravery value: 1

Keywords: British, Entente, Infantry, BEF, Flag Signaller.

Abilities:
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Signalling:

If this unit is within 4” of a

BEF Officer or French Officer,

any British or French unit 

within 12” will not have to take 

the response test. 



French Infantry:

The French Empire played a large role 

in the war as a whole, defending their 

homeland. However; the armies lacked 

experience in war, despite some change 

in uniform and weapons. This unit has 

4 miniatures on a unit base.

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Fusil 1886 5” 3+ DPW N/A

Bayonet MELEE 3+ DPW N/A

Tear Gas 
Grenade

3” STUN N/A Tem 1

Wounds: 4

Response value: 4+

Maximum 

movement value:

3”

Save value: 4+

Bravery value: 2

Keywords: French, Entente, Infantry, French Infantry.
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Gas grenades

A unit may throw a Tear Gas Grenade 

Twice per game; you may also release 

the gas 3” away from the unit. See 

main rule book for more information 

on gas.

Abilities:



French flag BEARER:

This is the ‘lucky’ man ready to lead the 

charge against the German front; leading 

many a death or glory charge, inspiring 

troops to attack with the symbol of France. 

This unit consists of 1 model on a unit base.

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Lebel 1892 
Revolver

2” 5+ 3 N/A

Wounds: 1

Response value: 4+

Maximum 

movement value:

4”

Save value: 5+

Bravery value: N/A

Keywords: French, Entente, Infantry, French Banner Bearer.
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Death or glory

If this unit is within 6” of a French 

unit, the unit does not have to take the 

bravery test. This unit is exempt from 

taking the bravery test

Abilities:



French officer:

The French officers secured the loyalty 

of multicultural French army. Armed 

with a pistol and a voice, these units 

commanded the almost rustic French 

forces. This unit has one model, marked 

with symbols on his cap on a unit base.

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Lebel 1892 
Revolver

3” 4+ 3 N/A

Sabre MELEE 3+ 1 N/A

Wounds: 2

Response value: N/A

Maximum 

movement value:

4”

Save value: 4+

Bravery value: N/A

Keywords: French, Entente, Officer, French Officer.
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Abilities:

Shouting distance:

If a French unit is within 5” 

of this unit, it does not have to 

take the response test in the 

response phase. 

Em portant:

This unit does not have to 

take the bravery test and the 

response test. 
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French cavalry:

Cavalry is fast moving and was a major 

staple of the army, with it’s ability to 

exploit flanks and broken troops.

These units can be decimated by fast 

firing weapons. This unit is made up of 

4 models on horseback on one unit 

base.

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Sabre MELEE 3+ 1 N/A

Lebel 1892 
Revolver

2” 5+ 3 N/A

Wounds: 4

Response value: 5+

Maximum 

movement value:

7”

Save value: 4+

Bravery value: 2

Keywords: French, Entente, Cavalry, French Cavalry.

Abilities:

Cavalry charge:

When this unit charges a unit 

of Infantry in melee, it may 

add 1 additional hit dice when 

attacking, 2 if it is attacking 

from the back of the unit. 

Horse’s fear:

If this unit has been attacked 

by a Machine-Gun or 

Artillery unit, subtract 1 off 

the unit’s bravery during the 

morale phase. 
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Mounted French 

officer:

This French officer is mounted on a 

horse for greater speed for more 

mobility. This unit has one model on 

horseback on a unit base and is marked 

with gold details on his cap.

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

Sabre MELEE 3+ 1 N/A

Lebel 1892 
Revolver

2” 5+ 3 N/A

Wounds: 2

Response value: N/A

Maximum 

movement value:

7”

Save value: 4+

Bravery value: N/A

Keywords: French, Entente, Officer, Mounted French Officer

Abilities:

Cavalry charge:

When this unit charges a unit 

of Infantry in melee, it may 

add 1 additional hit dice when 

attacking. 

Horse’s fear:

If this unit has been attacked 

by a Machine-Gun or 

Artillery unit, subtract 1 off 

the unit’s bravery during the 

morale phase. 

Shouting distance:

If a French unit is within 4” 

of this unit, it does not have to 

take the response test in the 

response phase. 

Em portant:

This unit does not have to 

take the bravery test and the 

response test. 



Stretcher bearers:

The stretcher bearer is only used in this 

game in the ‘war of attrition’ game 

type. Their job on the battlefield is to 

pick up units who have been wounded 

and send them up the triage system.

This unit has two models on a unit 

base.

Weapon

name:

Range: Roll to 

hit:

Dice 

quantity:

Area 

of 

effect:

NONE

Wounds: 2

Response value: 4+

Maximum 

movement value:

5”

Save value: 5+

Bravery value: 2

Keywords: British, Entente, Infantry, BEF, Stretcher Bearers.

Abilities:

See main rule book: page 19.
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For more go to:

https://williamsaull.wix

site.com/vinceregames.

Pictures feature the Notre Dame de Lorette



Instruction:
Rulebook:

• Print double sided with all numbered 

pages as listed in the contents page, 

please print the templates, counters and 

• markers.

• Print using A5 paper, this is for the sake 

of the rulebook being compact; you may 

use modified A4 paper.

• Please feel free re-enforce the Templates, 

Tokens and counters using cardboard 

and/or card.

• Do not print this page

PLEASE DO NOT DISTRIBUTE THIS 

GAME ON THE INTERNET ON 

ANOTHER SITE WITHOUT 

PERMISSION, DESPITE THIS BEING 

FREE


