World War One Modifications for Battles for Empire
2.8  Unit Quality
Elite: all BEF.  AEF infantry.  Stormtroopers.  French Foreign Legion.  Italian Arditi.  North African Zouves.  
Green: Portuguese.  North African Tirailleurs.  French & Russian soldiers inclined to mutiny.  Slavic Austro-Hungarian (AH) units fighting Russians or Serbians.  Arab troops in Turkish service.
12.0  Artillery Fire
Larger Caliber Field Guns

90mm to 199 mm – add 1 d6. 200mm (8”) and 210mm and rail and naval guns: add 2 d6.
Indirect Fire

Howitzers only.  Batteries must be designated as on-table or off-table.
Off-table
Each off-table battery is given a terrain feature or spot as its target for the whole game.  Any one enemy unit in the terrain feature may be bombarded.  Batteries firing at a spot may fire at any one enemy unit that comes within three base widths of that spot.
On-table
On-table howitzers: Any howitzer battery may shoot at any enemy unit that is within line of sight of a friendly unit, provided that both the battery and the friendly unit are within the command radius of the same commander and belong to the same division.

13.0 Rifle and Machine Gun fire.
MGs do not jam.
For BEF and US infantry and infantry units with LMGs*, add 1 d6 per unit.

(*French 1915+, British 1916+, Storm troopers 1917+, U.S.)
(US infantry get two bonus dice, one for LMGs, one for sharpshooting.)

13.3 Rifle and Artillery Fire Quality
First Rate: All regular troops.  All elite troops.  German Reservists.  All light troops.

Second Rate: All reservists except German.  British Territorials.  Hungarian Honved.  Arab troops in Turkish service.  Dismounted cavalry (carbines), not including MGs.  North African Tirailleurs.  Rumanians.   Greeks.   German Trench Divisions. 

Third Rate: French Territorials, Portuguese.

Trenches

Trenches are treated as linear obstacles for movement in any direction across, through, and into and out of the trenches.  Trenches are treated as hard cover for shooting from all directions.  Direct fire artillery loses one 1 d6 when firing at trenches.  Trenches are “defending a linear obstacle” for melee in any direction.  Trenches cannot be destroyed like walls or buildings.

Barbed Wire
Barbed wire is treated as a linear obstacle, but any enemy infantry unit must stop moving when it contacts the barbed wire and not start moving until the next turn (when they start on the far side, with no further penalties unless there is more wire).  Artillery may attack barbed wire.  Each kill result removes one base width of wire.  Apply gun caliber bonuses.  These gaps will allow MGs, artillery, and cavalry (in column) to move through the obstacle.  Barbed wire does not block line of sight.

Hand Grenades

Ordinary hand grenade use is included in normal combat.  Units designated as trench raiders or storm troopers have an unusually large supply of hand grenades.  When shooting at Contact or Short distance, or when going into melee, these units ignore the defensive effects of any obstacles, defenses, or terrain.

Mortars

Mortar crews move and take casualties like MG stands.  They shoot like small caliber howitzer batteries, but only at Short and Medium range.  They ignore any cover, except buildings and bunkers (which have overhead cover).  
Flamethrowers

This is treated as an additional capability for an infantry unit, not as a separate stand.  (But a flamethrower stand can be placed behind the unit to indicate this ability.)  This unit receives two additional dice in melee, which are rolled separately because they are not affected by any cover.

Small Cannons

Small 37mm and larger infantry support guns are treated as small caliber direct fire field guns that fire only at Short and Contact range in any direction and must be attached to an infantry unit.  They move like infantry and ignore limbering and unlimbering.

Tanks

Small groups of tanks are treated as single stand units that fire as either two MGs or 1 small cannon and one MG with Short range only in any direction.  Tanks ignore linear obstacle movement penalties and limbering and unlimbering.  Each time a tank unit crosses a linear obstacle, roll 1d6.  On a six, the tank breaks down.  Broken down tanks can still shoot, but tanks without turrets can only fire in a front 180 degree arc.  Tanks move at the infantry rate, except for Whippets and FT-17s, which move at the cavalry rate.  No unit can melee a tank.  Infantry and cavalry units and off-table artillery cannot fire at tank units.  MGs can fire at tank units, but cannot inflict Kill results in any way.  On-table artillery fires at tanks normally.  Any unit attacked by a tank or within 9” of a tank for the first time is automatically shaken.  German tank units that falter are removed, as the crews have abandoned their tanks.

Air Power

Prior to the start of a battle one side may be designated as having air superiority.  Having this advantage has two results:

1. Ground attack: Once per turn you may make the equivalent of one small caliber off-table howitzer battery attack on the unit of your choice.

2. Spotting: All of your off-table batteries get to re-roll 1s once during their attacks.

Gas

Treat gas attacks as artillery attacks.  Specify how many gas attacks each side has for a battle.  Each gas attack replaces the attack of an artillery battery, on or off-table.  Roll for the gas attack as a normal artillery attack.  Do not modify the attack for cover.  If the target unit has never experienced a gas attack or has no masks, it is automatically Shaken, it must automatically Recoil 6”/12”, and +1 is added to the artillery die roll.  All target units with masks are disordered.  Units not already Shaken from the die rolls roll 1d6 on this chart:

1, 2 : Shaken  3 – 6: No Effect.  +1 if Elite, -2 if Green, Russian, Rumanian, Greek or Turkish.  (Poor masks.)

For shooting, if the target or the shooter received a gas attack that turn, firing is limited to Contact range only.  Gassed units block line of sight the turn that they are gassed.  Units without masks cannot attack gassed units.  Units in melee cannot be gassed.

Unusual Artillery Techniques

Box Barrage – the defender does not receive any reinforcements.

Rolling Barrage – Use normal artillery rules, but all of the batteries’ initial targets must be in a line parallel to the front, and the fire must move towards the defender’s edge of the table 3” every turn.
