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INTRODUCTION 
Let’s war is a card game for 2 up to 7 players set during WWI. It simulates the 
combats, the plots and the struggle for prestige of the greatest European powers, 
at the beginning of the 20th century. Players are split into 2 factions: the Entente 
and the Central Empires. Each faction has to defeat the other one, keeping its own 
offensive capability as well as its Homefront morale high. Gameplay for 2 or 3 
players follows specific rules. 

 

HOW TO WIN 
You can play Let’s war using 2 different modes: Historical and Attrition. 
 
Historical Mode. When all the combat units of a Nation are killed, or it suffers a 
revolution on its Homefront side, that Nation is defeated and eliminated from the 
game. The faction it belongs to is also defeated, and the surviving one is the 
winner of the game. If Italy is still neutral, it loses the game. 
 
Attrition Mode. The game ends as soon as all the players of the same faction are 
defeated. The surviving faction is the winner of the game. Warning: when using 
this mode, any defeated player cannot spawn back, and game duration is usually 
longer than Historical Mode. 
 
Whatever the mode, you can add the Armistice card to the Event deck for more 
unpredictable games. You can add it from the beginning of the game, for a higher 
unpredictability, or you can insert it in the second half of the deck to ensure a 
minimum duration. 
When the card is drawn, the faction with the highest sum of active units and 
Homefront is the winner. If Italy is still neutral, it loses the game. In case of a 
draw, the faction with more money, in hand or in play, wins. If a draw condition 
persists, one representative of each Nation will challenge the other in an arm-
wrestling match to declare the winner. 

 

CARDS 
Conflict cards 

Conflict cards are in common to all players and are divided into standard cards 

and equipment cards. Standard Conflict cards feature events affecting the game, 
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while equipment Conflict cards add several bonuses to specific combat units or 

groups. 

Some equipment cards feature a red name and must be used only after a certain 

date, as shown on the card itself. Each Conflict card features a value in Dollars you 

can use when the card is discarded. Once the Conflict deck is exhausted, shuffle 

the discard pile and form a new drawing deck. “Trento” and “Colonies” cards must 

be included in the initial Conflict drawing deck only if Italy joins the game. In this 

rulebook, we’ll refer to these cards as Territory cards.  

  

 

 

 

 

 

 

 

 

 

 

 

 

 

Nation cards 

Nation cards are divided into 7 different decks, one for each Nation and can be 

played only by the player in command of that given Nation. As the Conflict cards, 

also Nation cards are distinguished in standard and equipment cards. Each Nation 

deck features 8 cards in common to all Nations (included 3 Spy cards) and some 

others specific for that given Nation. Unlike Conflict cards, Nation cards can only 

be discarded by the owning player or a Spy; to acquire them, a player has to 

purchase them or destroy an enemy unit. Shuffle each Nation deck at the 

beginning of the game and place any discarded card at the bottom of the deck, so 

that it will always be played in the same order during the game. 
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Character cards 

Character cards depict political and military leaders of WWI and may vary in 

number from Nation to Nation. Each character assigns some bonus to his/her own 

Nation or malus to the enemy. Such effects will stay active as long as a character 

is in play. In case of conflicting effects, the one with the worst effect prevails. As 

the time goes by, these characters may be substituted or even die: when they are 

substituted, move the top character on the bottom of the deck, then reveal the 

new topmost card of the deck; in this way, the order of appearance will remain 

the same. Some characters feature a black band with a date printed on it to 

specify his or her exit date from the game, either because the character dies or is 

replaced. 

If a character exits, remove his or her card from play, putting it back in the box. 

Character cards effects prevail on any other card effect.  
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Events cards 

Event cards are common to all players that draw one card at the beginning of each 

new war semester, or rather, an offensive. As soon as a player draws an Event 

card, he must apply its effects and substitute the current Character card, if 

required by the icon on the card itself. When the drawing deck is exhausted, 

shuffle the discard deck and build a new draw deck. 

 

 

 

 

 

 

 

 

 

 

 

 

 

GAUGES 
Combat gauge 

Combat gauge features the entire army of a Nation, divided into its units; from 

left to right: Infantry, Cavalry, Artillery, Aviation and Navy. Each unit has an attack                

           and a defense          value. When a unit is destroyed, you must place a red 

lozenge token on it. 
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Homefront gauge 

While soldiers were fighting on the front, the civilian population backed the war 

both in terms of industrial production and political support. 5 levels of population 

morale are listed on the Homefront gauge. At the beginning of the war, all Nations 

start with a Happy population (place a red lozenge on it). As the morale changes, 

just adjust the red lozenge accordingly. 

 

Calendar 

The calendar is in common to all the players. Mark the current offensive with a 

red lozenge, starting from Spring 1914. At the begin of a new turn, move the 

lozenge to the next offensive to the right. After Autumn offensive of 1919, place 

the token back on the Spring offensive of the same year and so on. 

 

SETUP 
Each Nation is part of a broader faction it fights for: 

1. Entente: it lists France, Great Britain and Russia 

2. Central Empires: it lists the German Empire,the  Austro-Hungarian Empire 

and the Ottoman Empire 

Once you select the game mode (Historical or Attrition), each player selects a 

Nation so that the number of players for each faction is the same. In case of 

uneven players, one of them will play as Italy, and it will initially start as neutral. 
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Below you can see different suggested combinations of players/Nations: 

 2 players: France / Great Britain vs Germany / Austria (see specific 2-

player rules, page #) 

 3 players: As above + Italy (see specific 3-player rules, page #) 

 4 players: France + Great Britain vs Germany + Austria 

 5 players: as above + Italy 

 6 players: France + Great Britain + Russia vs. Germany + Austria + 

Ottoman 

 7 players: as above + Italy 

Players have to take a seat around the table alternating between the factions: the 

players sitting on both sides of the Italian player cannot be from the same faction. 

 

Each player collects a Combat gauge, a Homefront gauge and his Nation’s 

Character and Nation cards. Place a red lozenge on the Happy box of the 

Homefront gauge. Reveal the first card of the Character deck. 

We recommend to set up your game area as in the picture, below. 

 

 

 

 

 

 

 

 

 

 

 

 

 

Place Conflict and Event card decks and the lozenges close at hand for all players. 

If Italy is in play, add both the territory cards to the Conflict deck. For shorter 

neutrality, add them to the first third or half of the deck. Add the Armistice card in 

the Event deck, if needed. 
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Place the calendar close to the German or the first player, with a lozenge placed 

on the Spring offensive, 1914. 

Deal 5 cards to each player and let them draw 2 additional Nation cards each from 

their deck. 

Notice: in a 6 or 7-player game, the last three players (Italy excluded) draw 1, 2 

and 3 additional Conflict cards respectively during the setup. 

Prelude to the Apocalypse  

The Austrian Archduke Franz Ferdinand has been murdered in Sarajevo and winds 

of war are blowing on Europe. Each Nation is getting ready for the imminent 

conflict. 

Draw an Event card until either it matches the seasonal offensive or a neutral one 

is revealed. Substitute your Character, if required. 

Use the procedure above at the beginning of each new turn. 

Each player is free to play any equipment card in his hand, placing it below the 

specific unit it refers to, or above multiple units, in case its effects apply to more 

than one unit. We recommend staggering any stack of cards so that their effects 

are always visible. See the example below.   
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HOW TO PLAY 
Starting from Germany (or, if it’s missing, from any Central Empires’ Nation), each 

player performs his own turn following 3 steps: 

1. He draws 2 Conflict cards 

2. He can play, discard or take cards back in his hand; he can purchase a 

Nation card, play a Spy, combat and recover Homefront points in no 

particular order. 

3. He discards the cards exceeding his hand and then the turn passes to the 

player to his left. 

Playing cards 

Players may (they are not required to) play cards applying their effects both on 

themselves or on an opponent. They can also equip their units with any 

equipment cards in their hand, with the limitation that one card per type only is 

allowed on their Combat gauge. Once on the Combat gauge, an equipment card’s 

effect remains active as long as that card is in place, unless another card’s effect 

states otherwise. 

Before playing an equipment card featuring a red name, a player must be sure its 

entrance date is coherent with the current date. Otherwise, you can’t equip that 

card but only discard it. 

Discarding or taking cards back into a player’s hand 

Players can take back an equipment card previously played on their Combat 

gauge, or discard it for its money value. You can sum several cards together to 

collect more money. Cards can be spent as money to activate some other cards’ 

effects (e.g. Spy) or to purchase Nation cards for $1000 each. 

Nation cards cannot be taken back in hand, but only discarded. 

Playing the Spy card 

Spy cards can be activated by a player once per turn and can activate ONE of the 

following tasks: 

 See all the Nation cards of an opponent and discard one of them from his 

hand or his Combat gauge. To activate this task a player must discard any 

card from his hand or his Combat gauge. 

 Discard an opponent’s Spy card. To activate this task, a player must 

discard his own Spy. 
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 Reduce by 1 point an opponent’s Homefront level, discarding conflict 

cards with a value of $500 or more (the game gives no change).  

Combat 

Combat is the core of the game. 

Each unit features an attack and a defense value. A unit can attack another one 

only if its attack value is greater than the defense value of the opponent. Many 

equipment cards modify these values. 

Combat follows general rules that may be altered by some cards: 

 Each unit can perform a single attack per turn. Some cards may allow 

multiple attacks. 

 Ground units can engage other ground units only. 

 Aviation units can attack any unit with the exception of Navy units. 

 Navy units can engage and be engaged by enemy Navy units only. 

In order to attack a player must play a Boom! Card for each attack to be 

performed. The defender may block an enemy attack playing a Miss! card. If all 

the conditions are met (Boom! card + attack value greater than defense value), 

the target unit is destroyed, and the owner must place a lozenge on it. As long as 

a unit is destroyed, it cannot perform any attack. In case of success, the attacker 

collects a Nation card from his deck. Some cards allow the player to reactivate a 

destroyed unit. 

When all player’s units are destroyed, his Nation is eliminated from the game 

(Attrition Mode), or the game ends (Historical Mode). 

Some cards allow to automatically solve attacks, not needing Boom! cards: the 

card itself specifies whether the Boom! card is required or not. In any case, it 

counts as a unit attack. Thus, it cannot be activated again to attack during the 

same turn. 

Some other cards allow a unit to attack several times in a turn: for each attack, 

you need to play a Boom! card as usual.  

Homefront 

Homefront may cause a Nation defeat in case the population morale is reduced to 

Revolution level. That Nation is eliminated from the game (Attrition Mode), or the 

game ends (Historical Mode). 
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To reduce an enemy player’s Homefront points, you can play cards with specific 

effects on it, or use a Spy’s task (reducing the Homefront level by 1 point  for each 

$500 spent): in the latter case, a Nation cannot hinder a Spy task, unless a specific 

card states otherwise. 

Players can always voluntarily give away 1 Homefront point to draw 3 additional 

Conflict cards during the current turn: this simulates a higher fiscal pressure on 

the population.  

Discarding cards 

At the end of his own turn, a player hand cannot exceed the number of his active 

units, a Navy unit counting as 2 units for this purpose. For example, if all units of a 

Nation are active, the owning player can have a hand of 6 cards or less. If a player 

hand exceed his allowance, he must discard any exceeding card before the end of 

his turn. 

Offensive exhaustion 

As the last player’s turn is over, the current offensive is exhausted. The first player 

draws a new Event card following the rules at page #, applies any card effect, 

characters substitution included. If a character must exit the game, discard 

him/her and draw a new character card.  

Move the lozenge to the next offensive of the Calendar.  

ITALY 
At the beginning of the game, Italy is neutral: it draws cards as any other Nation, 

but cannot use them against any opponents, with the exception of Spy cards. 

Thus, Italy can play any equipment card on its Combat gauge. Likewise, other 

Nations can interact with Italy only through the Spies: in case of an open act of 

war, Italy would immediately join the faction opposing that one of the aggressor. 

When a player draws a Territory card (Trento e Trieste and Colonies) from the 

Conflict deck, he must place the card in front of him. When both Territory cards 

are drawn, Italy enters in play, and 3 possible situations may occur: 

 Both Territory cards are drawn by Nations from the same faction: Italy 

joins that faction. 

 A Territory card is drawn by a faction and the other one by Italy itself: 

Italy joins the faction holding the other Territory card. 
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 Each faction holds one Territory card OR Italy holds them both: in this 

case an auction takes place. Each faction must propose to Italy 3 

Equipment cards to be revealed at the same time: the faction that 

proposed the highest value in money, summing the 3 cards up, will be 

awarded Italy. The auction cards of the winning faction will be discarded, 

while the cards of other factions will be handed back to the owners. 

No matter the faction Italy will join, its controlling player must discard any Conflict 

card in his hand. 

2 PLAYERS RULES 
During the setup, remove the following cards from the Events deck: Draft, Spring 

Offensive, Unexpected Truce, Red Cross, Chatting Lice and Swinging the Lead. 

During the game, you need 2 Miss! cards to block an attack, instead of 1. 

A Spy attack against an opponent Homefront can be blocked using a Miss! card.  

3 PLAYERS RULES 
Once Italy has joined one of the factions, the lone player will draw an additional 

Conflict card during his turn and receives an automatic $200 bonus anytime he 

has to discard cards for their monetary value. 

If you play in Attrition Mode, as soon as one Nation is eliminated, use the 2-player 

rules instead. 

 

ON OUR WEBSITE WWW.GAMESHOP.WBSGAMES.COM A COMPLETE LIST OF 

THE CARDS AND  AN EXAMPLE OF PLAY ARE AVAILABLE FOR DOWNLOAD USING 

THE SERIAL CODE PRINTED ON THE SECOND PAGE OF THIS RULEBOOK, 

INSERTING IT AS PRINTED, WITH CAPITAL LETTERS AND DASHES. 
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Samuele Galli: The designer 
 

I was born in the surroundings of Legnano, a town notorious for its fight against 

Frederick Barbarossa, and I’m passionate for military history, especially for 

modern era conflicts. My passion led me to develop Let’s war, after several  years 

of testing and refinement, and intensive  historical and iconographic research. 

In 2017, I founded the Youtube channel Cinebellum to discuss and analyze war 

movies, another great passion of mine. 

For further info and questions, you can write to cinebellum@gmail.com or WBS 

Games Facebook page www.facebook.com/WBSGames, or to 

info@wbsgames.com.  

 

I would like to thank all my fellow playtesters: 

My friends Alessandro and Bruno. 

“Torio di SVO” guys: Jacopo, Marco, Davide, Michele, Leonardo. 

Guys from Caorle: Giacomo, Andrea, Lorenzo, Marta, Valentina, Federica. 

All the Gilda dei Giocatori di Ferrara members and participants of the “Ferrara Ad 

Pugnam” con, for all their precious suggestions. 

My whole family and all the friends who supported and believed in me and in this 

project. 

 

A special thanks to all those  who will experience the frustrating and terrible years 

of WWI while playing this game.    

 

 

Editor’s Note – Why we loved Let’s war 

Samuele’s party-wargame is one of a kind by definition. 

Behind its fast and easy mechanics, you can find an astonishing game depth that 

hit you from the very beginning of the game. The ability to reproduce the violence 

roller-coaster of WWI actions and the Homefront instability is truly impressive. 

What excited me personally is how the game is able to convey different emotions 

depending on the way you play it, as a wargamer or a casual gamer: They range 

from a very simulative feeling to a very entertaining one. In any case, the feeling 

you get is unique.   
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QUICK ANSWERS 

Q: When do I draw Conflict cards? 

A: At the beginning of your turn. 
 

Q: How can I draw Nation cards? 

A: You can buy one discarding $1000 of cards; additionally, you can draw one for 

free anytime you destroy an enemy unit. 
 

Q: Can I take Nation cards back in hand after having played them? 

A: No, you can only discard them. 
 

Q: What’s the point in discarding cards? 

A: Nation cards (as any other card) can be discarded to activate a Spy task that 

allows you to see any Nation card of an opponent in order to discard one; Conflict 

cards can be discarded for their monetary value. 
 

Q: How can I change my character? 

A: You must wait for an Event card that substitutes it. 
 

Q: How can I recover Homefront points? 

A: You can’t recover Homefront points: only some event cards allow you to do it. 
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