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THE ART OF WAR
World War One, or the Great War, was
a major conflict of the 20th century. Its
impact can be felt to this day, from the
standing memorials honoring the fallen,
to battlefields still littered with dangerous
unexploded shells of 100 years ago.
In the years it took to conclude the war,
great changes swept through the fields of
technology, politics, society, and the arts.
Moving pictures and photography were
still in their infancy, and much of what was
documented of the war remained largely in
the art, writings, and poetry of the soldiers
who fought it.
These works offer us glimpses into the war,
and the turbulent feelings of their creators.
As you will see, different approaches were
taken in crafting many of the paintings
we’ve collected in this book.
Some pieces are detailed, aligning with
the grand styles of old, meant to give those
back home an aggrandized look at what it
was like at the front.

Others are more impressionistic, with paints
smudged and contorted. These explorations
in style were one way artists expressed the
disillusioned atmosphere of the time.
The war was one without precedent, and the
results of the sweeping changes at the front
were that of carnage, destruction, and death
at an industrial scale.
It is no wonder why those who fought would
return home “disoriented, wandering, and
directionless.”
Pro Patria Mori attempts to reach back into
the past to evoke what it was like to be a
soldier on the frontlines.
We recommend looking through the art and
reading Wilfred Owen’s poem at the back
of this book before jumping in and playing
this game.
“Dulce et decorum est, pro patria mori.”
“It is sweet and fitting to die for one’s country.”
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GAME

STYLE & TONE

Pro Patria Mori is a World War I Tabletop
Role-playing Game that follows a squad
of 2-6 soldiers on a mission through No
Man’s Land. Each character struggles with
the horrors and fears of war and be forever
changed by their experiences. We play to
find out how.

WAR - TRAGEDY - SURVIVAL - ACTION
TRAUMATIC - DISILLUSIONMENT

SETTING
It’s 1917 and the war that was supposed to
end “by Christmas” has dragged on for three
long years. Soldiers battle over inches of
ground, while shells rain down from the sky.
Entire regiments are cut down by machine
gun fire, choked in seas of poison gas, and
left shell-shocked by the devastating sights
and sounds of modern war.
There seems no end to the carnage, and
those who are still alive, live every day as
if it were their last. The songs of glory were
drowned out long ago. All that remains is
that old lie...
“Dulce et decorum est, pro patria mori.”

Pro Patria Mori is about the psychological
and physical horrors of war, and explores
how soldiers adapt to survive. It is a dark,
gritty, and tragic experience where the
specter of death looms over every soldier.
In a sense, the game is a “play to lose”
scenario where even surviving characters
will be irrevocably changed by their own
experiences.
As with all role-playing games, playing Pro
Patria Mori implies a social contract between
all participants to respect each other and
embody the principles of the game. Players
should discuss about the tone and taboos
before embarking on their mission. You may
want to implement some sort of safety system
to abide by, especially when playing with
strangers or acquaintances.
Although a dark game, much discretionary
power is given to the Commanding Officer
to control the difficulty of the game through
the encounters and allocations of Injuries.

Structure
I. SQUAD
Character Creation
Each player picks a rank from Sergeant,
Corporal, Lance-Corporal, or Private, and
fills out their character’s name and details.
Use the Backstory table to add a backstory,
and fill out a Hope your character has.
II. MISSION
Premise Generation
The Commanding Officer rolls some dice
to create a mission from the Mission table.
III. DEPLOYMENT
Mission & Memories
A time when your characters can interact
with each other before heading out. The
Sergeant “walks the line” and inspects the
men, briefing them on the mission. Play
flashbacks to your backstory and, or hopes.
IV. DAY 1
Crossing the Threshold
The soldiers leave the safety of the trench.
Roll the Encounter and Setting tables to
challenge the players. Multiple encounter
rolls can help make interesting situations.

V. DAY 2
The Hollowed Grounds
The soldiers face their most challenging
experience yet. Trapped in No Man’s Land.
Roll the Encounter and Setting tables.
VI. DAY 3
The Dark Abyss
A long night. Doubt and tempers flare as the
Soldiers reflect on their journey so far. Use
Rations to change stats in a night Setting.
VII. DAY 4
The Target
The soldiers reach their target, but is victory
within sight or was it all for naught? Roll on
The Finale table and devise a fitting climax
with the Encounter table result.
VIII. DEBRIEFING
Denouement
Your squad returns to friendly lines. Did
your mission matter? Was it worth the cost?
Debrief the mission, hand out Medals, and
honor the fallen. Show what happens to the
shell-shocked veterans and the cost of the
war after they return home.

THE CO

GRIT & FEAR

The Sergeant starts off as the Commanding
Officer (CO) and frames the Mission that the
players will embark on.

Players have two stats: Grit and Fear. Each
stat starts with 3 points, marked by players.
Use Grit to use your experience as a soldier.

The role of the CO is to facilitate the shaping
of the story by asking questions, helping with
rolls, and creating compelling encounters.
The Commanding Officer is also involved in
judging if an action is plausible or not and
when a player character suffers an Injury as
a consequence or complication.
Once an encounter is established in a Day,
the CO starts things off with an Order from
the Sergeant that tests the character’s Grit or
Fear. If you’re stuck don’t be afraid to ask the
other players!
Encounters can be both psychological and
physical, exploring the carnage and horrors
of war. Describe the sights, sounds, and smell
of the battlefield. Offering snapshots of the
destruction help build the moment.
If the Sergeant dies or is incapacitated, the
next highest ranking officer becomes the
Commanding Officer.

FEAR

GRIT

Use Fear when your fear of death takes over.

ACTIONS
When you do something risky, roll a 1d6. You
must explain how you act with Grit, or Fear.
■ If your roll is under the relevant stat,
you succeed. (You gain 1 Grit if you act
with Grit).
■ If you roll the exact stat number, you
succeed but there’s a complication. The
CO or player can assist in defining
what the complication is.
■ If it’s over the stat, you fail. Things get
worse. (You gain 1 Fear).
Note that Grit and Fear are on a sliding scale.
Gaining one stat, loses one in the other.

OUTCOMES

ASSISTS

HARDENED
If you reach 6 Grit, you lose part of your
humanity and your actions will forever
haunt you even if you survive. Should you
reach the end of the game alive, show how
hardening has affected your hope and, or
backstory.

Players can assist other players’ Actions by
adding a 1d6 to the roll.

SHELL-SHOCKED
If you reach 6 Fear, your cowardice has
led to an irrational decision that has led
to either your death or abandoning your
compatriots. Describe what happens and
how.
Note that your character does not receive
a Medal if they die of shell-shock.

PRO PATRIA MORI
If you roll a 6 when you are Hardened you
may you choose to die for your country or
comrades. Describe what happens and how
your sacrifice matters.
If you choose to live you let the fear back in
and your stats reset back to 3.		

If the roll fails, they suffer the consequences
along with the player they are assisting.

INJURY & DEATH
As a result of a failure, you may get injured.
Describe how you are hurt when you suffer
an injury. The Commanding Officer decides
whether you get injured or not.
If you sustain 3 injuries, your character dies
in action. The Player may recount how their
last moments go.

NEW CHARACTERS
If a player’s character dies before the end of
the game, they may take control of one of the
Privates or roll a new one. Weave the new
character into the story when appropriate.
Remember that the game is about the terrors
of war and what it does to people.		

EQUIPMENT

MEMORIES

Each soldier has 3 pieces of Equipment
with them. These can be used by players to
act out an encounter.

If someone died during the mission, you
may also commiserate the memory with
other remaining soldiers to move one Fear
to Grit or vice versa during Day 3.

Lean into these items, using Machine Guns
to suppress, or a Rifle for a long shot.
The CO has a Whistle, perhaps to sound a
charge, or to distract the enemy.

Soldiers often recall talking about fallen
compatriots or enemies with gallows humor
to harden themselves from the realities of
war.

If you lose an item during an encounter,
cross it out.

Silently staring into the distance may hint to
the fear beneath.

RATIONS & ITEMS

MEDALS

On Day 3, players reflect on the last two
days and use their Rations.

At the end of the game, during the Debrief
chapter, the CO may offer out medals to the
survivors of the mission.

Rations can move one Fear to Grit or vice
versa by players using them. Describe what
the ration is in detail and how it imbues you
with Fear or Grit.
Found Items are things players come up
with to use instead of the standard rations.
Describe how they are found along the
journey.

1914 Star
Given for 2-3 injuries.
British War Medal
Given to those with 5-6 Grit.
Victory Medal
Given to the honorable Dead.

MISSION
Roll a 1d6 for each of the below.
GO TO NO MAN’S LAND TO...

THE...

1.
2.
3.
4.
5.
6.

1.
2.
3.
4.
5.
6.

Destroy/Sabotage
Steal/Capture
Rescue/Recover
Build/Defend
Pacify/Occupy
Scout/Spy

Ammunition Depot
Soldier(s)
Enemy Trench
Abandoned Town
Fort
Bridge

THE FINALE
Roll a 1d6 or choose.
WHAT AWAITS IN THE END...
1.
2.
3.
4.
5.
6.

Last Stand - Prepare for the inevitable onslaught.
Cloak and Dagger - Deep in the heart of the enemy.
The Beast - A monstrous threat confronts them.
Pitched Battle - The war breaks out all around them.
Labyrinth of Despair - Trapped and lost, fighting to get out.
Signs & Omens - Death and destruction reign supreme.

SETTING
Roll 2d6 or choose a unique setting that helps set the scene and fictional positioning.
Use as inspiration.

11. Crashed Plane
12. Tank Graveyard
13. Hangman’s Tree
14. Aerodrome
15. Barn
16. Wheat Field

21. Artillery Position
22. Ridge
23. Minefield
24. Barbed Wire Forest
25. Abandoned Village
26. Field of Corpses

31. Tunnel Network
32. River Crossing
33. Muddy Field
34. Bocage (Hedgerows)
35. Medieval Tower
36. Silent Night

41. Country Road
42. Airship Skeleton
43. Blasted Factory
44. Crater
45. Firestorm
46. Ruins

51. Derelict Cathedral
52. Well
53. Maison (House)
54. Forest
55. Abandoned Trench
56. Aid Post

61. Bad Weather
62. Rotting Horses
63. Railroad Track
64. Enemy Trenches
65. Destroyed Bridge
66. Mass Grave

ENCOUNTER
Roll 2d6 or choose a unique encounter. The encounter is the centerpiece of
that day’s action. Roll as many times as you like to build up the encounter.
Encounters can be psychological or physical in nature.
11. Armistice
12. Tank
13. Soldier(s)
14. Flying Planes
15. Hidden Sniper
16. Machine Gun Nest

21. Artillery Barrage!
22. Zealous Officer
23. Booby Trap
24. Poison Gas!
25. Ambush!
26. Prisoners

31. Stormtroopers
32. Surrendering Enemy
33. Young Soldiers
34. Bombers
35. Flamethrowers
36. Shell-shocked Person

41. Allied Troops
42. Airship
43. Vermin
44. Enemy Medics
45. Messenger
46. Spoils of War

51. Priest
52. Mutineer(s)
53. Armed Civilians
54. Rabid Animals
55. Foreign Ally
56. Cavalry Scouts

61. Dying Soldier
62. Abandoned Horses
63. Deserter(s)
64. Orphan
65. Stray Dog
66. Refugee Caravan

BACKSTORY
Roll 2d6 to get your character’s backstory.

11. School Teacher
12. Dentist
13. Movie Star
14. Writer
15. Politician’s Son
16. Orphan

21. Colonial Conscript
22. Musician
23. Schoolboy
24. Doctor
25. Farmer
26. Fisherman

31. Professor
32. Clerk
33. Pacifist
34. Royalty
35. Career Soldier
36. Mercenary

41. Bus Driver
42. Shoe Salesman
43. Cook
44. Librarian
45. Demoted Officer
46. Widower

51. Street Urchin
52. Gangster
53. Fishmonger
54. Pub Owner
55. Watchmaker
56. Constable

61. Shell-shocked
62. Barrister
63. Milkman
64. Horse Jockey
65. Hunter
66. Footballer

SERGEANT

CORPORAL

A good leader listens to their men.

Second in Command.

DIARY
Track your mission here.

NAME:

DIARY
Track your mission here.

NAME:

DESCRIPTION:

DESCRIPTION:

BACKSTORY:

BACKSTORY:

HOPE:

HOPE:

EQUIPMENT
Binoculars, Whistle, Webley Revolver

EQUIPMENT
Winchester Rifle, Wire Cutters, Flare Gun

FEAR

INJURY

GRIT

DEATH

Assist my squadmates whenever I can... Use my Equipment to help... Search for helpful Items...

FEAR

INJURY

GRIT

DEATH

Assist my squadmates whenever I can... Use my Equipment to help... Search for helpful Items...

LANCE - CORPORAL

PRIVATE

Specialist.

Rifleman.

DIARY
Track your mission here.

NAME:

DIARY
Track your mission here.

NAME:

DESCRIPTION:

DESCRIPTION:

BACKSTORY:

BACKSTORY:

HOPE:

HOPE:

EQUIPMENT
Vickers Machine Gun, Shovel, Tools

EQUIPMENT
Enfield Rifle, Bayonet, Mills Bombs

FEAR

INJURY

GRIT

DEATH

Assist my squadmates whenever I can... Use my Equipment to help... Search for helpful Items...

FEAR

INJURY

GRIT

DEATH

Assist my squadmates whenever I can... Use my Equipment to help... Search for helpful Items...

DEPLOYMENT
MISSION & MEMORIES
Learn about your Squad. The sergeant runs
through the mission while the soldiers reflect
on their Hopes and Backstories.

DISPATCHES
Track your mission here.

MISSION:

DAY II
THE HOLLOWED GROUNDS
You face your most challenging situation yet.
You order them into raging battle, trapped
between two armies.

DISPATCHES
Track your mission here.

SETTING:

ENCOUNTER:

DAY I
CROSSING THE THRESHOLD
You must find some way to cross into the
unknown. A winding wasteland of bombed
holes and barbed wire.

DISPATCHES
Track your mission here.

DAY III
THE DARK ABYSS
You reflect on what’s happened. Doubt and
rough tempers bubble up. The night is long
and the silence deep.

SETTING:

SETTING:

ENCOUNTER:

RATIONS:

DISPATCHES
Track your mission here.

DAY IV
THE TARGET
You reach your target. Is victory within sight
or was it all for naught? This is the last push
to finish the mission.

DISPATCHES
Track your mission here.

THE FINALE:

ENCOUNTER:

DEBRIEFING
DENOUEMENT
You gather back behind friendly lines. Award
medals and remember the fallen. How have
you changed?

MEDALS:

RATIONS
Use to change 1 point between Grit : Fear, or heal an Injury if applicable.
A Necklace

Matches

Letters from Home

Journal

A Drawing

Smokes

Dry Socks

Harmonica

Water Canteen

Camera

A Rag Doll

Photograph

Tea

Canned Meat

Tin Biscuits

Flask of Gin

Chocolate

Holy Book

DISPATCHES
Track your mission here.

FOUND ITEMS
Items players find on the mission. Write them down below. Ask how they were found.
_______________

_______________

_______________

_______________

_______________

_______________

Check an item when you or another player uses it. Rations and Items can only be used once.

DULCE ET DECORUM EST

Pro Patria Mori was created with the intent of exploring the horrors of the First World War.
Trying to capture the heartbreaking essence of that period and the hardships of those we now
call The Lost Generation is at the forefront of this project.

Bent double, like old beggars under sacks,
Knock-kneed, coughing like hags, we cursed through sludge,
Till on the haunting flares we turned our backs
And towards our distant rest began to trudge.
Men marched asleep. Many had lost their boots
But limped on, blood-shod. All went lame; all blind;
Drunk with fatigue; deaf even to the hoots
Of gas-shells dropping softly behind.

While developing this work, we were overwhelmed by the art and poetry that revolved around
the conflict, and came to believe that Pro Patria Mori would be incomplete at best without the
additions of the paintings and poetry that offered a connection between now and the past.
In this book we have collected combat art, sketches, and paintings made by soldiers who
fought in the war, using them under the Creative Commons Attributions 3.0 / 4.0 license.
We’ve also added a copy of the poem that gives this project its name. Our hope is that these
pieces will be a bridge that will connect you to those harrowing times, as it did for us.

Gas! GAS! Quick, boys! – An ecstasy of fumbling,
Fitting the clumsy helmets just in time;
But someone still was yelling out and stumbling
And flound’ring like a man in fire or lime...
Dim, through the misty panes and thick green light,
As under a green sea, I saw him drowning.

Such conflicts have had a fundamental effect on our philosophy and outlook on the world,
and in tandem, the work we create here at Mythopoeia. In return, we offer this small project
as a way of giving thanks to those who gave us so much.

In all my dreams, before my helpless sight,
He plunges at me, guttering, choking, drowning.
If in some smothering dreams you too could pace
Behind the wagon that we flung him in,
And watch the white eyes writhing in his face,
His hanging face, like a devil’s sick of sin;
If you could hear, at every jolt, the blood
Come gargling from the froth-corrupted lungs,
Obscene as cancer, bitter as the cud
Of vile, incurable sores on innocent tongues,–
My friend, you would not tell with such high zest
To children ardent for some desperate glory,
The old Lie: Dulce et decorum est
Pro patria mori.

This work is a non-profit project and is free for you to download and share. Helping to spread
the word and grow interest in the First World War will ensure that the sacrifices of the fallen
will not be forgotten, and that their experiences will continue to aid our decisions in the future.
Wilfred Owen
1893 - 1918

All proceeds obtained by this work via physical prints will be donated to Veteran charities in
the UK and the US. If you find this work compelling and wish to donate to a rightful cause,
please feel free to do so with a Veteran charity of your choice.
We thank you for your time with Pro Patria Mori.
- Vince and Ray
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