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PRUSSIAN EVENTS

AUFTRAGSTAKTIK:

The Prussian player may immediately play this chit and choose one Prussian Infantry Division (identified by the second number in the
Unit IDs). Each unit(s) of the Division (this includes both units if two are in the game) may move up to % of their Movement Allow-
ance (rounded up), even if they have already activated this turn, as if under an “Attack” Order. Any Division unit(s) then adjacent to an
enemy unit may conduct an immediate Assault Combat with an additional “1 ->” column shift.

BATTLEFIELD CONDITIONS:

'The Prussian player ho/ds this chit. He may play it for either one of two effects:

a) Battlefield Smoke Obscures Enemy Fire = Play before any one enemy unit’s Fire Combat to apply an additional “<-2” column
shift or;

b) Terrain Undulations Mask Movement = Play before any attacking friendly unit’s Assault Combat to apply an additional”2 ->”

column shift.

BAZAINE’S MALAISE:

The Prussian player immediately places this chit with any French HQ_unit on the map that has not yet been activated this turn (if
any). When that HQ’s Unit Activation Chit is drawn, the French player first rolls a die: on a roll of 1 -5, the HQ’s activation is can-
celled for this turn and it can do nothing during the Activation Phases (its units may still, however, issue Defensive Fire and be chosen
for eligible events); on a roll of 6, the French Corps commander acts on his own and the HQ activates normally.

BLOODY STRUGGLE:

'The Prussian player ho/ds this chit. He may play the chit immediately after the results of any Assault Combat (only) in which at least
one Prussian unit does not Retreat from the combat. If so, one such Prussian unit takes a normal Morale Test — if passed, the Prussian
player immediately inflicts one Casualty Hit on any French unit that took part in the just-concluded Assault Combat. Note that this
Casualty Hit is in addition to any normal results the French unit may have suftered from that Assault Combat.

COLONEL CAPRIVI:

'The Prussian player may immediately place this chit on any Prussian unit. He then rolls a die: on a roll of 1 -4, that Prussian unit (only)
may first have any “Shaken” marker removed and then it may be immediately activated, even if it already activated this turn, and per-
form eligible Fire Combat, Movement and/or Assault Combat; on a roll of 5—6, Colonel Caprivi is delayed, wounded or ignored and
the chit has no effect.

DEATHRIDE!:

'The Prussian player ho/ds this chit. He may play it on any Prussian Cavalry unit with which he wishes to conduct a Cavalry Charge
move during its activation. He then rolls a die: on a roll of 1-2, that Prussian unit rides gallantly at the enemy and must Charge an
enemy unit. It does not halt if hit by any French Defensive Fire (but other effects are applied normally) and the Charging Cavalry

receives an additional “2->” column shift in the ensuing Assault Combat ; on a roll of 3 — 6, the troopers are not up to it and the chit

has no effect (though they may still Charge normally if they wish).

KRUPP GUNS:
The Prussian player Ao/ds the chit and uses when he chooses to (and when eligible). There are three ways to use the chit:

a) Free Fire = He may play this chit in between chit pulls to allow a selected Prussian Artillery unit an immediate Fire Combat, re-
solved normally and immediately. Simply announce the play before the next chit is pulled. This chit may be played at the end of the
turn before the Turn End Phases.

b) Interdiction = He may play the chit at any time against a currently moving French unit when it enters a hex that is eligible to be
fired upon by a Prussian Artillery unit and is at least two hexes away. He announces the play, temporarily halts the French unit’s
movement and then conducts an immediate Fire Combat from that same Prussian Artillery unit (only) on that moving French unit
(only). If any result other than “No Effect” is achieved with the fire, the French unit must also end its movement for the turn in its
current hex (also — see 9.2).This chit cannot be played against an enemy unit conducting Breakthrough Movement or one stacked

with a friendly unit during a Cavalry Charge.

c) Return Fire = He may play the chit immediately after a Prussian Artillery unit is fired upon. The unit may immediately issue Fire
Combat, if eligible, back at the unit that just fired on it, resolved normally.

NEEDLEGUN FIRE:

The Prussian player Ao/ds the chit and uses when he chooses to (and when eligible). There are two ways to use this chit:

a) Free Fire = He may play this chit in between chit pulls to allow a selected Prussian Infantry unit an immediate Fire Combat, re-
solved normally and immediately. Simply announce the play before the next chit is pulled. This chit may be played at the end of the
turn before the Turn End Phases.

b) Return Fire = He may play the chit immediately after a Prussian Infantry unit is fired upon. The unit may immediately issue Fire
Combeat, if eligible, back at the unit that just fired on it, resolved normally.
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“It will cost what it willl” - Adalbert von Bredow, immediately be-
fore he led the famous “Deathride” of the Prussian 12th Cavalry
Brigade.

1.0 Introduction

'The Battle of Mars-la-Tour was fought on August 16th, 1870 and
represents the pivotal battle of the Franco-Prussian War. In fact,
many historians consider it to be one of the most important battles
of European history, as it essentially sealed the fate of Napoleon
IIT and his Second French Empire and confirmed the rise of Bis-

marcK’s German Empire.

2.0 How to Win

'The French player must secure his tactical retreat route back to
Metz while paradoxically keeping open up his strategic retreat
route to Verdun and beyond. The Prussian player must skillfully
direct his vastly outnumbered advance guard in order to trap the
French army. These goals are represented by the need to capture
and control key towns.

3.0 Game Scale

Each map hex is about 500 yards. Infantry and cavalry units rep-
resent brigades. Artillery units represent groupings of batteries by
weight of gun. Each HQ_Unit represents the Corps or Division
commander, his staff and logistical train. One Combat Factor
equals about 600 men or a half-battery of cannon. One turn is
approximately 1 hour. There are 12 game turns, starting at 0800
hours and ending at 2000 hours. There are five terrain elevation
levels (each of about 30 meters) depicted on the map: Flat (1),
Low (2), Raised (3), Elevated (4) and High (5).

4.0 Unit Counters, Markers and Chits

4.1 Unit counters

Unit counters represent the fighting troops of each side and dis-
play game information in the following order (top to bottom):
Combat Factor — Range — Movement Allowance. The front of the
counter shows the unit at its fiu/l-strength values and the reverse
side shows the unit after a step loss and thus at reduced-strength
(indicated with a lighter-colored bar through the middle of the

counter).

Combat Factor (Combat units) is the relative combat strength of
a unit. Artillery units whose factor is followed by an “h” are Horse
Artillery. A French artillery unit whose factor is followed by an
“m” means the unit contains a Mitrailleuse battery (and thus can
be used with a “Mitrailleuse Fire” Event chit). A unit’s Combat
Factor is halved when it has a “Shaken” marker (see 70.5). If a unit
takes a Step Loss result while on its reduced-strength side, it is

eliminated (but is eligible to be Rebuilt).

Command Rating (HQ’s only) is the relative command efficiency
of a headquarters, expressed as a range of hexes. One side is the
“Aggressive/Attack” Orders range (A) and the other is the “Defen-
sive/Deploy” Orders range (D). The Command Rating determines
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which units are in command and is also used in the Rally Phase

for Recovery and Rebuilding.

Range is used for rifle and artillery fire and is given as two num-
bers. The large white number is the unit’s Effective Range in hex-
es (up to which it can fire normally). The smaller yellow number
is the maximum number of hexes over which a unit can fire and
represents the unit’s Extended Range (see 70.4). Cavalry and HQ_
units do not have a Range number as they are not able to issue
fire.

Movement Allowance is the movement ability or speed at which
a unit can move, expressed in the number of total Movement
Points that can be spent in a turn. A unit’s Movement Allowance
is halved when it has a “Shaken” marker (72.7).

4.2 Markers

Markers are available to help players indentify certain game con-
ditions and are placed as instructed by the relevant rules section.
It is suggested, since there is no stacking in the game, that players
place relevant markers under the affected unit to keep the identity
of units clear to each side. “Artillery Fired” and “Out of Com-
mand” markers are removed at the conclusion of the relevant for-
mation’s activation.

4.3 Chits

Chits are the counters that are drawn from an opaque contain-
er and tell the players which formation will be activated next or
which event can be enacted. There are two types of chits: Activa-
tion (showing the name of one of the French or Prussian HQ_
units — see 9.7) and Event (displaying an Event on each side — see
9.2).

HQID

Command

Rating

Movement
Allowance

Prussian French
Horse (h) Artillery Artﬂf renl(;h Mitrailleuse-
backside ery Battery gauiped (m) Battery

Unit ID

Combat
Factor

Range

(Extended)
Movement
Allowance

Unit ID
Combat Factor
Range (Extended)

Movement Allowance

French Cavalry
backside

Unit ID
Combat Factor

Movement Allowance




5.0 Unit ID & Organization

Units are identified by Brigade / Division / Corps. Units belong-
ing to a particular Corps or independent Division have a color-
coded band on their counters matching the corresponding HQ_
unit. When an HQ_activates, all units marked with the identical
color are activated along with it.

6.0 Scenario Setup & Reinforcements

6.1 Scenario Setup
TURN

‘There are three separate Scenarios offered in Position
Magnifique. Refer to the separate Scenario Sheet for
instructions on how to set up each game. The French
player always sets up first. All units are deployed on
their full-strength sides (unless indicated otherwise in that Sce-
nario) and HQ units can be placed alone or stacked with any unit
of their formation and on either side (“A” or “D”). Place the “Game
Turn” marker in the space that represents the first turn of that
specific Scenario.

6.2 Reinforcements

Reinforcements (again, as indicated by the Scenario you are play-
ing) should be placed on the Turn Record Track on the turn of
entry. Reinforcing units enter the game on the indicated turn only
when their Unit Activation chit is drawn. They are automatically
considered to be In Command (see 11.2) until the Game Turn after
they enter the map. Thereafter, normal command rules apply. Re-
inforcing units enter the game on their fill-strength sides (unless
otherwise indicated by that Scenario). HQ_units of reinforcing
Corps enter alone or stacked with any unit of their formation and
on either their “A” or “D” side.

7.0 Stacking and Zones of Control
7.1 Stacking

There is a maximum of one Combat unit allowed per hex. This is
determined at the end of a unit’s movement. Moving units may
temporarily over stack a hex with a friendly unit as long as they
do not end their movement doing so. HQ_units and game mark-
ers stack freely. Units may never stack with enemy units, except as
follows:

»  Charging Cavalry must stack with the targeted enemy unit
(see 12.5);

* A moving unit may overrun an enemy HQ_unit (see 13.10)
and keep moving without affect.

If a unit is halted by Interdiction Fire (from an Event Chit) while
moving through a friendly-occupied hex, it must backtrack to the
last legal hex passed through, unless it is retreating, in which case
it simply continues to retreat.

7.2 Zones of Control

'There are no Zones of Control as found in other games! Units exert
their influence with Defensive Fire (see 12.4).

8.0 Sequence of Play

8.1 Activation Phases

At the beginning of each turn, players place eligible Activation
Chits and Event Chits (per the Scenario instructions) for bozh
sides into an opaque container. Either player (it does not matter
who) then randomly draws one chit from the cup. Proceed as fol-
lows:

a) If the drawn chit is an Activation Chit, all units belonging to
the indicated formation on the chit are activated. All activated
units then conduct the following four phases in the order shown.
Activated units must complete each phase before continuing to
the next one:

1. Fire Combat Phase Examples:
2. HQ Command Phase Activation
3. Movement Phase Chit

4. Assault Combat Phase

After all activated units have completed the
fourth phase, the drawn chit is placed aside
and a new chit is drawn from the cup.

b) If the drawn chit is an Event Chit, the
player who owns the chit immediately se-
lects which event to use and implements
its effects. Afterwards, the drawn chit is
placed aside (unless it was an event that is
held or placed on the map) and the next
chit is drawn from the cup.

Event Chit

8.2 Turn End Phases

After all Activation Chits (only) have been drawn from the cup
and acted upon, both players conduct the final two Turn End
phases:

5. Rally Phase
6. Housekeeping Phase

Note: The Activation Phases are over when there are no HQ units
left to activate. There may still be undrawn Event Chits remain-
ing in the cup and these will not be used this turn. Chalk this up
to the “fog of war”.

9.0 Activation and Event Chits

9.1 Activation Chits

Activation Chits are each labeled with one of the Prussian or
French HQ_units. All e/igible Activation chits, as indicated by the
scenario, are placed in the cup at the beginning of each turn. Those
chits representing units that are not yet in the game are left to the
side. When drawn, the HQ unit matching the name on the drawn
chit is activated, along with all its subordinate units. After activa-
tion, place the chit aside (n0¢ back into the cup).

9.2 Event Chits

Event Chits have game events listed on them. These are added to
the cup as per the scenario instructions at the beginning of the
turn. When drawn, the chit applies only to the player who owns it
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(Red = French, Blue = Prussian). The owning player then immedi-
ately chooses which event to use, either the one on the front of the
chit or on the back. He then follows the instructions (see 77.0 and
the player aid) to implement that event. Once an event is chosen,
the player must stay with that choice. When resolved, the chit is
placed aside (n0f back into the cup).

Example: If Henri (the French player) is picking the chits and draws
the Krupp Guns/Colonel Caprivi Event chif, he hands it to Horst
(the Prussian player). Horst must immediately decide whether he will
use the Krupp Guns event (and then additionally must choose whether
to employ it right away or hold it for future use) or use the Colonel
Caprivi event.

Note that any movement or combat conducted by a unit due to
an Event is in addition to its normal activation allowance. There is
no limit to how many Event Chits can be held or used during a
turn or on the same unit (enemy or friendly). The only stipulation
is that only one Interdiction Fire (see Event Chits description)
can be played per hex moved by a targeted unit. Event Chits that
are impossible to enact are treated as having no effect and placed
aside. Note that all Event Chits are picked up and placed back in
the cup during the Housekeeping Phase — whether they have been

used or not.

10.0 Fire Combat
10.1 Eligibility

Fire Combat is voluntary and can only be issued by active units
during the Fire Combat Phase. Cavalry and HQ_units may not
issue Fire Combat. Units issue fire individually and each fire is re-
solved completely before moving to the next one. A unit can only
fire once in the phase, but enemy units can be targeted a multiple
number of times. Foot Artillery units that fire in the Fire Combat
Phase may not move in the subsequent Movement Phase (place an
“Artillery Fired” marker on them as a reminder). Horse Artillery
units may fire with % of their Combat Factor (rounded up) and
still move the following phase (place an “Artillery Fired” marker
on them only if they fired with their fu// Combat Factor).

10.2 Procedure

'The owner of the firing unit declares an eligible enemy target unit.
HQ _units cannot be targeted. He finds the column along the top
of the table that equals the Combat Factor of the firing unit. He
then consults the list of conditions below the table that could po-
tentially shift that column to the left or right of that initial col-
umn. Shifts are cumulative and you should only apply the final net
shift. Shifts can never be made to the right of the “10” column or
to the left of the “C” column. After determining the final column,
the player rolls two dice and adds the dice together to get a total.
He then cross-references the total die roll with the final adjusted
column. Apply the result indicated to the targeted unit.

10.3 Line of Sight (LOS)

When a unit issues Fire Combat at a target #wo or more hexes away,
it must be able to “see” the target unit. To determine LOS, draw
an imaginary line from the center of the firing unit’s hex to the
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center of the target unit’s hex. The LOS is b/ocked, which prohibits
the fire, if either of the following is the case:

a) Any portion of an intervening hex, including a hex edge, is For-
est, Town or contains any Combat unit (enemy or friendly) and
that intervening hex is on the same or higher terrain level than
the firing unit;

b) Any portion of any type of intervening hex or hex side is of a
higher level than both the firing and target unit’s hexes.

In all other cases, the LOS is clear and the firing unit may issue
its fire.

Example: If a Prussian artillery unit is in hex 1214 and a French unit
is in hex 1111, the Prussian unit can see the French unit. It cannot see
into hexes 1011 or 1110 (because the unit blocks) or into 1310 (because
the town blocks). The artillery unit can see into 1211 because 1212 is of
equal height and there is no blocking feature in it.

10.4 Fire Ranges

Range is measured from the firing unit to the target unit in hexes.
A unit’s Range is divided into two categories: Effective and Ex-
tended. Effective Range is the first (white) number on the coun-
ter. This is the normal engagement range for the unit and has no
affect on its fire. Extended Range is the second (yellow) number
on the counter. Units firing at more than Effective Range and up

to Extended Range apply a “<-2” column shift when resolving the
fire.

Example: A French Infantry unit in hex 1313 with an Effective
Range of “2” and an Extended Range of “3” can fire normally at a

Prussian unit in hex 1512 or at a Prussian unit in hex 1612 with a

«<-2”3‘b?ft.

10.5 Shaken Fire

\ /] & If the firing unit has a “Shaken” marker, its Combat
— | Factor is Aalved (rounded up) for that fire.

10.6 Fire Combat Results

Fire Combat results are applied immediately on the targeted unit.
Consult the Fire Combat Table for an explanation of the results.

10.7 Morale Tests

If a unit is required to take a Morale Test because it received an
“MT?” result on the Fire Combat Table (and from other game play
causes as well), the owning player consults the Morale Test Table.
He cross-references the testing unit’s nationality and type with its
current condition (full-strength or reduced-strength) and gets the
unit’s Morale Rating (the red or purple numbers indicated on the
table). He then rolls two dice and adds them together and com-
pares that total to the testing unit’s Morale Rating. The Morale
Rating can be adjusted for the following conditions:

a) Reduce a unit’s Morale Rating by “-1”if it has a “Shaken” marker;

b) Reduce a Prussian unit’s Morale Rating by “-17if it is testing
due to the “Mitrailleuse Fire” Event chit;

¢) Reduce a French unit’s Morale Rating by “-1”if it is part of a
Battle Worn formation (see below);



d) Reduce all French unit’s Morale Ratings by “-1” if the French
Imperial Guard Corps becomes Battle Worn. This is applied
regardless of the testing unit’s actual condition and is not an ad-

ditional modifier if the testing unit’s formation is already Battle
Worn.

A unit’s formation (Corps or independent Division) is said to be
Battle Worn if over half of its units (of any type) are eliminated or
at reduced-strength at the time of the test.

If the die roll total is less than or equal to the modified Morale
Rating of the testing unit, the unit passes and there is no effect. If
the die roll is greater than the modified Morale Rating, the testing
unit fails and is given a “Shaken” marker.

10.8 Low Ammunition
If a unit issuing Fire Combat rolls any "doubles” (for
\Pé O example, a’6” result by rolling two “3’s”) while resolv-
‘g’ ing that Fire Combat, the unit has run low on ammu-
nition and is given a “Low Ammo” marker. Apply the
combat result normally. One “Low Ammo” marker applies a “<-2”
column shift to the unit’s Fire Combat resolution. Should a unit

receive a second “Low Ammo” marker, it is out of ammo and can-
not issue any Fire Combat until one of the markers is removed.

11.0 HQ Orders and Command

11.1 Orders

HQ_units are either on their “Aggressive/Attack” orders side (A)
or “Defensive/Deploy” orders side (D). A player may change an
active HQ’s order (only) during the HQ Command Phase by sim-
ply flipping the unit to show the desired side. Each order has the
following effects on game play:

a) Attack Orders (A) - HQ’s under Attack orders have a smaller
Command Rating, but no restrictions to movement or combat.

b) Defend Orders (D) - HQ’s under Defend Orders have a larger
Command Rating but its activated units may not move adjacent
to an enemy unit this turn. Units already adjacent may remain
there. In addition, Infantry units may not conduct Assault
Combeat this turn. Cavalry units may still assault an enemy unit
but only if they begin the turn already adjacent to that same
enemy and don't move at all.

11.2 Command
An HQ’s Command Range is equal to its Command Rating in

hexes (ignore normal terrain MP costs). The Command Range
can be traced through any terrain, but not through an enemy unit.
When traced into a Forest hex, each such hex counts as two hexes
for Command Range purposes (and thus an HQ _with a Com-
mand Range of only “1” cannot trace into a Forest hex). When
traced along a Road hex, each such hex counts as % Aex for Com-
mand Range purposes. An Overrun HQ_unit could only place a
unit currently stacked with it in Command. The Command Range
is in effect for the entire turn. During the HQ Command Phase,
every unit of the active formation must check if it is within Com-
mand Range of its HQ_unit. If within range the unit may activate
normally in the upcoming Movement Phase.

If outside the Command Range, a unit is still considered to be

In Command if it is adjacent to a unit that is itself In Command
(this can cause a chain of eligible In Command units). The own-

ing player then places an “Out of Command” marker

& on each unit that is Out of Command. He will have
Oéf to roll on the Out of Command Table for each such
o unit during the Movement Phase to determine their
movement ability, but this is done after all In Com-

mand units have moved.

12.0 Movement
12.1 Procedure

Only units that are currently active can move during the Move-
ment Phase. Shaken units may only move % of their normal move-
ment allowance (rounded up). Foot Artillery units that issued any
fire and Horse Artillery units that fired only at full effect in the
previous Fire Combat Phase may not move this phase (10.1). A
friendly unit may not move into or through an enemy unit unless
it is Charging Cavalry (12.5) or overrunning an enemy HQ_unit
(13.10). Units that are In Command are all moved first; Out of
Command units are moved last.

12.2 Terrain Costs and Movement

Units have a number of Movement Points (IMPs) available to use
each turn, as indicated by its Movement Allowance. Each hex has
a dominant terrain feature and costs one or more MPs to enter
(exception: see 12.8 - Road March Bonus). Active units move
from hex to adjacent hex, paying the MP cost of the hex being
entered. If a unit does not have sufficient MPs left over to enter a
hex, it must halt its movement. However, a unit may always move
at least one hex during its Movement Phase, regardless of terrain
costs. Refer to the Terrain Effects Chart for terrain costs.

12.3 Out of Command Units

After all In Command units have moved, Out of Command units
must determine what they can do. For each unit with an “Out of
Command” marker, the owning player rolls two dice, adds them
together and consults the Out of Command Table. Apply the re-

sults as follows:

a) Withdraw = the unit must move one hex directly away from the
nearest enemy unit (measured in total number of hexes, ignor-
ing normal terrain MP costs). This can be to any hex as long as
the newly-entered hex is at least one hex further away from the
nearest enemy unit. If there is more than one “nearest enemy
unit”, the enemy (non-moving) player chooses which enemy
unit to use. If no hex can be entered without overstacking, the
withdrawing unit must move one additional hex until it reaches
a legal hex.

b) No Movement = the unit may not move this turn.

¢) ¥2Movement Allowance = the unit may move normally but us-
ing only half of its normal Movement Allowance (rounded up).

d) Normal Movement = the unit may move normally.

e) Advance = the unit must move one hex directly toward the
nearest enemy unit. This can be to any hex as long as the newly-
entered hex is at least one hex closer to the nearest enemy unit.
If there is more than one “nearest enemy unit”, the enemy (non-
moving) player chooses which enemy unit to use. If no hex can
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be entered without over stacking, the unit does not advance and
must remain in place. If the unit is already adjacent to an enemy
unit, it remains in place and must conduct an Assault Combat
(regardless of its Order) against one adjacent enemy—occupied
hex. If more than one such hex is available, the owning player
chooses the hex which must be assaulted.

Note that units are always subject to the abilities and restrictions
of their HQ’s Order (see 11.1) — even if Out of Command!

Example: An infantry unit is currently adjacent to an enemy unit. Its
HQ is activated with an Attack Order but the infantry unit is Out of
Command. After all active In Command units are moved, the own-
ing player rolls two dice for the Out Of Command infantry unit fo see
what happens. If he rolls any of the fotals listed below, the results are
indicated:

27 = the unit must fall back one hex from the adjacent enemy unit. It
may assault a new adjacent enenry unit.

4’ = the unit may not move at all, but may assault the adjacent enemy
unit.

7 = the unit may move, but at half its normal move. It may assault
enemy units.

10" = the unit may move and assault normally.

127 = the unit may not move and must assault the adjacent enemy.

12.4 Defensive Fire

At the instant an enemy unit moves info a hex adjacent to a friend-
ly Infantry or Artillery unit during any type of movement (with
some exceptions), that friendly unit may immediately issue Fire
Combat (10.0) at that moving unit (only). Should the moving
unit move adjacent to two or more friendly units, each unit may
fire. Temporarily halt the enemy unit’s movement and resolve the
fire normally. If any result other than “No Effect” is achieved, the
enemy unit may not move any further this phase, unless retreating
(in which case it continues to retreat). If the result is “No Effect”,
the moving unit may continue to move (and be subject to more
Defensive Fire further along — even from the same units!). Note
that there is no limit to the number of Defensive Fire shots that
may be taken by a unit, but the firing unit may only use Aalf of its
Combat Factor (rounded up) for each Defensive Fire after the first
during that same phase. Note that the firing unit is subject to the
Low Ammunition rule (70.8).

Example: A Prussian Infantry unit with a “5” Combat Factor is being
assaulted by three French infantry units. When the first French unit
moves adjacent, the Prussian unit may issue Defensive Fire with a
Combat Factor of 5”. When the second unit moves adjacent, the Prus-
sian unit may only fire with a factor of ‘3”. The same would be the case
when the third French unit moves adjacent.

Defensive Fire may not be issued if the moving unit is:

«  Conducting Breakthrough Movement (13.9);

«  Charging Cavalry moving info the targeted hex (12.5);

*  Ifaunit has been successfully Charged (i.e. there is an enemy
cavalry unit stacked with it), it may no longer issue any De-
fensive Fire until that Assault Combat is resolved;

*  Temporarily stacked with another enemy unit during its
move;

In all these four cases it is assumed that the fire would be

blocked.

12.5 Cavalry Charge Movement

Active Cavalry units (not Horse Artillery) may conduct a special
Charge move during the Movement Phase, which doubles their
Combat Factor in the subsequent Assault Combat. The player
must announce the charge before the unit moves.

The selected Cavalry unit must first qualify as follows:

a) It must be under an “Attack” Order;

b) It cannot have a “Shaken” marker;

¢) It may not be adjacent to the intended target;

d) It cannot be adjacent to an enemy Combat unit at the start of
the move (but may Overrun an enemy HQ unit);

d) It may not pass through any enemy or friendly Combat units;

e) It may only enter Clear and Roman Road hexes and may move
up or down a Steep Slope hexside. It may not cross any other
movement penalizing terrain hexsides during the move (includ-
ing the targeted hex);

f) It must have enough movement 7o enter the target unit’s hex and
thus end the move stacked with the enemy unit.

Only one Cavalry unit can successfully charge the same enemy
unit. An Assault Combat (73.0) must then be fought in that
charged hex after any other eligible non-Charging units join the
combat. A Cavalry unit that has conducted a Charge Move is al-
ways given a “Shaken” marker at the conclusion of the Assault
Combat Phase (i.c. after any Breakthrough Movement) if it does
not already have one.

If a Charge Move is halted by enemy Defensive Fire, the cavalry
unit may still conduct a normal Assault Combat against its origi-
nal target (but does not receive the Charge bonus). It is still given
a “Shaken” marker after the combat.

12.6 Cavalry Countercharge

There are two cases where a non-active friendly Cavalry unit un-
der a “Defend” Order may attempt to Countercharge a charging
enemy Cavalry unit.

a) If the friendly Cavalry unit is itself designated to be the target
of an enemy Cavalry Charge;

b) If another friendly unit is the target of the enemy charge and
the friendly Cavalry unit is adjacent to the /asz hex the charging
enemy cavalry unit would enter before contacting the target of
its charge.

The Countercharging Cavalry unit rolls two dice, adds them to-
gether and compares the die roll total to the unit’s Morale Rat-
ing (modified if necessary). If the die roll total is greater than the
Morale Rating, the Countercharge fails and cannot be conducted.
If less or equal to the Morale Rating, the Cavalry unit is moved
one hex (only) into the /ast hex the charging enemy Cavalry unit
will enter before contacting its intended target unit. The two op-
posing Cavalry units will then share that hex and conduct an As-
sault Combat at the end of the enemy’s movement (the original
charging unit is still considered to be the Attacker). Both Cavalry
units are considered to be conducting a Charge Move and nor-
mal rules (and consequences) apply. The enemy (initially charging)
player (only) may bring up supporting units to join in the Assault



Combat attack normally. If there are multiple friendly units that
are eligible to Countercharge, each may be rolled for separately
but only one may Countercharge.

12.7 Movement of Shaken Units

Units with a “Shaken” marker have their Movement Allowance
halved (rounded up). This is cumulative with any Out of Com-
mand effects.

Example: A unit with a Movement Allowance of “7” that is Shaken
and suffers a half-movement result from its Out of Command die roll
can move two hexes (half of “7”is “4” and then half of “4” is “2”).

12.8 Road March Bonus

Units that move along connected Road terrain hexes pay only %2
Movement Point per hex. If a unit using the Road March Bonus
passes through a hex with another friendly Combat unit, the hex
will instead cost the moving unit the normal terrain cost of the hex
(it is forced to go around the units in the road).

12.9 Reinforcements

If two or more reinforcing units enter the map on the same entry
hex, they are assumed to be lined up in a column off map in March
Order. The first unit pays the normal MP cost to enter the map
edge hex, the second unit pays twice the MP cost to enter, the
third unit triple the cost and so on. If an enemy unit is in the entry
hex, the reinforcing units are delayed one turn and then enter on
the map edge hex closest to the original entry hex.

13.0 Assault Combat
13.1 Eligibility

Except for Cavalry Charges, Assault Combat is completely volun-
tary and can be conducted by eligible units in hexes adjacent to a
single enemy target hex. Only Infantry units under Attack orders
(see 11.1) and Cavalry units (under either Order) can initiate As-
sault Combat. Artillery units may never Assault. Lone enemy HQ_
units may not be the target of an assault. Cavalry Charges result
in a mandatory Assault Combat and are conducted in the targeted
unit’s hex. Note that Cavalry units may Assault normally — they
are not required to Charge. If a unit is the target of a successful
Cavalry Charge, other non-charging attacking units can also join
the same Assault Combat.

13.2 Procedure

Sum the Combat Factors of all assaulting units attacking the same
defending unit and then subtract the Combat Factor of the de-
fending unit in the targeted hex. The assaulting player finds the
column that represents this Combat Factor Differential (which
can be negative). He then consults the list of conditions below the
table that could potentially shift that column to the left or right
of that initial column. Shifts are cumulative and you should only
apply the final net shift. Shifts can never be made to the right of
the “+7 & more” column or to the left of the “-5 & less” column.
After determining the final column, the player rolls two dice and
adds the dice together to get a total. He then cross-references the

total die roll with the final adjusted column. Apply the result in-
dicated.

13.3 Flank Attack

If two Assaulting units attack from hexes nor adjacent to each oth-
er, or if three or more Assaulting units attack the same target, the
attacking units receive the Flank Attack die roll modifier.

13.4 Cavalry Charges
A Charging Cavalry unit doubles its Combat Factor.

13.5 Shaken Assault

Units with a “Shaken” marker have their Combat Factor Aalved
(round up) for Assault Combat resolution.

13.6 Assault Combat Results

Apply the result as indicated on the Assault Combat Table imme-
diately to the affected unit(s). AUl losing units that are not already
“Shaken” are given a “Shaken” marker after the result is applied. 1f
the result is asterisked (*), one of the affected units MUST lose ar
least one step. In addition, if the Assault Combat is due to a Cav-
alry Charge, the losing side must retrear at least one hex.

Example: If fwo units are attacking a defending unit and the combat
result is “A27, the attacking units lose the combat and could either:

a) Both retreat one hex and apply one step loss to one of the units or;
b) Apply two step losses (one step loss on each unit) and they can remain
in their hexes.

Note that because the result has an asterisk (*), the units could not opt
to both retreat two hexes. Additionally, if the combat had resulted from
one of the attackers conducting a Cavalry Charge, the only option the
losing units could choose is option ‘a)’.

13.7 Retreat Movement

Retreat movement is given in total hexes — not MP’s! The terrain
MP cost of hexes retreated through is ignored. Retreats are con-
ducted by the owning player and follow this order of priority:

1. 'The unit must increase the distance between the retreating
unit and the victorious enemy unit(s);

2. 'The unit should move closer to its HQ unit, if possible;

3. 'The unit should avoid moving through a friendly unit, if
possible.

Note that if the retreating unit moves adjacent to any enemy units,
those enemy units may issue Defensive Fire. If the retreating unit
is forced to end its retreat on a hex that causes over stacking, it
must keep retreating until it reaches an eligible hex. If the Retreat
move causes the unit to move off the map or move through an
enemy-occupied hex, it is eliminated instead.

13.8 Retreat Before Combat

A Cavalry unit assaulted by on/y Infantry units may apply an au-
tomatic “D1” result and retreat one hex (only). It is nof given a
“Shaken” marker and no die roll is made. All other rules apply

normally.
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13.9 Breakthrough Movement

An attacking unit (only) that wins an Assault Combat and does not
have a “Shaken” marker may advance into the losing defender’s hex
if it has been vacated. Infantry and non-Charging Cavalry units
can only advance into the vacated hex itself. Charging Cavalry
units may remain in the vacated hex or advance into any adjacent
vacant hex (regardless of MP cost), but the new hex must maintain
or reduce the distance to the recently defeated enemy unit or, if that
unit was eliminated in the Assault Combat, to the nearest enemy
unit. Units conducting a Breakthrough are 7oz subject to any kind
of Defensive Fire. Charging Cavalry is given a “Shaken” marker
at the conclusion of its Breakthrough Move if it does not currently
have one.

13.10 HQ Units and Combat

An HQ _unit stacked with another friendly unit does not take part
in any combat. The HQ_unit may retreat and breakthrough with
that unit, but it cannot take step losses. Should a lone HQ_unit
find itself in the same hex with an enemy unit az any time, the HQ_
is Overrun. Simply pick up the HQ _and stack it with the nearest
friendly unit. An HQ unit so displaced has a “0” Command Rat-
ing for the remainder of this turn (place an “HQ Overrun” marker
on the unit as a reminder). The HQ_unit returns to normal at the

end of the turn — remove the marker during the Housekeeping
Phase.

14.0 Rally Phase

14.1 Procedure

'The French player always acts first in the Rally Phase, performing
Recovery and then Rebuilding. The Prussian player then does the

same.

14.2 Recovery

'The active player may remove one “Shaken” and one “Low Ammo”
marker from an eligible unit(s). An eligible unit is a unit from the
HQ’s formation, within the current Command Range of its HQ_
unit and not adjacent to a Combat enemy unit. If qualified, the
player simply removes the marker. A maximum of one “Shaken”
and one “Low Ammo” marker (total) can be removed per furn by
each HQ_unit (however, see 14.3 for an exception). An Overrun
HQ_unit can only remove markers from a unit currently stacked
with it. Note that this is the only time “Shaken” and “Low Ammo”
markers can be removed from a unit.

14.3 French Artillery Doctrine and Supply
Problems

French Artillery units may only have a “Low Ammo” marker re-
moved if they are stacked with their HQ unit during this phase. In
addition, French Heavy Artillery units can never have their “Low
Ammo” markers removed — the marker(s) remain with them for
the remainder of the game.
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14.4 Rebuilding

The active player may then attempt to Rebuild one eliminated
unit of any type per HQ_ unit on the map. The unit must belong
to the HQ’s formation and the HQ_unit cannot be adjacent to
a Combat enemy unit. Eliminated units are not eligible for Re-
building until zhe turn following their elimination. Players place
eliminated units (on their reduced-strength side) on the Game
Turn Track one turn later as a reminder that they cannot be Re-
built until the Rally Phase of the next turn.

'The player selects one eligible unit to be Rebuilt per HQ and rolls
two dice, adding them together. This die roll can be modified, de-
pending on the current Command Rating of the HQ _unit, as fol-
lows:

-1 from the total dice roll for a Command Rating of “3” or “4”.
-2 from the total dice roll for a Command Rating of “5” or “6”.

If the net dice roll result is /ess zhan or equal fo the eliminated unit’s
reduced-strength side Morale Rating, the unit may be placed
back on the map on its reduced-strength side. The Rebuilt unit is
stacked with, or placed adjacent to, the HQ _unit, but not adjacent
to an enemy Combat unit nor can it be over stacked. If there are
no eligible hexes to place a Rebuilt unit, no Rebuild attempt can
be made. If the net dice roll is greater than the unit’s Morale Rat-
ing, the unit must wait until next turn to attempt to Rebuild (place
the unit in the next turn’s space on the Game Turn Track).

15.0 Housekeeping

After all the Rally Phase activities for both sides are finished, re-
place all eligible Activation and Event Chits into the cup. Any
Event Chits that were placed on the map or that are still being
held are also returned to the cup (yes, if you don't use them, you
lose them). Remove all “HQ Overrun” markers and any remaining
“Artillery Fired” and “Out of Command” markers. Then advance
the Game Turn marker one space. If Game Turn 12 was just com-
pleted, the game is over - proceed to Victory Determination.

16.0 Victory Determination

'The tutorial scenario, Crisis on the Left, has its own victory condi-
tions — refer to the Scenario Sheet for details.

'The other two scenarios, 4 Day of Battle and A Beckoning Victory,
use the following rules for determining victory.

After Game Turn 12 is completed, players determine who wins
the game. This is done by checking control of key towns and com-
paring them to the Victory Conditions listed below. The game can
end in an Overwhelming Victory, Major Victory, Minor Victory
or Draw. Control of towns is determined by the nationality of the
last unit to enfer the hex or hexes in question (use the appropriate
“Control” markers to help note ownership when unclear). Mars-
la-Tour and Rezonville must have dozh their hexes controlled in
order to count towards victory, otherwise no one controls it. Vi-
onville and Rezonville begin the game in French control. Puxieux

and Tronville begin the game in Prussian

control. The other towns are controlled

by neither side.



Prussian Overwhelming Victory:

'The instant any Prussian unit enters either hex of Gravelotte, the
game ends immediately in a Prussian Overwhelming Victory. This
can happen anytime during the game. 7his result represents a tangi-
ble threat to Bazaine’s line-of-communications with Metz and would
therefore compel his immediate withdrawal from the field.

French Overwhelming Victory:

'The instant the French player controls a// three Road hexes exiting
the south side of the map (hexes 0920,2021 and 2221) after Game
Turn 3, the game ends immediately in a French Overwhelming
Victory. This can happen anytime during the game. 7his result rep-
resents the isolation of Prussian units from their main body and/or the
securing of the Army of the Rhine’s flank and would thus be a strategic
defeat for the Prussians.

If there is no Overwhelming Victory for either side during the
game, then check for a Major Victory, Minor Victory or Draw as
follows:

Prussian Mandatory Victory Conditions:
Control of both Mars-la-Tour and Puxieux at the end of Turn 12.

French Mandatory Victory Conditions:
Control of both Rezonville and Bruville at the end of Turn 12.

The Mandatory Victory Conditions represent those towns that
each side must control or they cannot win the game. If one side
does not control dozh of the required towns, the opponent wins a
Major Victory. If neither side meets its Mandatory Victory Con-
ditions, then the game is declared a Draw. If both sides control
their mandatory towns, a Minor Victory is awarded to the player
who controls the greater number of the following towns: Vion-
ville, Tronville and Flavigny.

17.0 Event Chit Descriptions

Detailed descriptions of each Event chit can be found on the back
of the Combat Results Tables (one French sheet and one Prussian
sheet). Remember that in almost all cases (“Feu de Bataillon”is the
exception) there is one event on the front of the chit and another
on the back. When the chit is drawn, the owning player must select
which of the two events he wishes to use, even if the chit is held.
Simply place the chit on the table with the selected event facing
up. Note that some chits have to be played immediately and some
can be held for future use in the turn. Players are encouraged to
study these sheets before starting the game as proper chit play is
important to good play! Here is a brief historical description of
each chit so the player can put the event in proper context:

17.1 French Event Chits

Artillery Barrage - the French artillery of this era was antiquated
by every measure. Little was done to improve this arm of the mili-
tary since the 1859 war against Austria. The breech-loading Prus-
sian Krupp guns were superior in all categories to the French muz-
zle-loaders. However, there were high concentrations of French
cannon at Mars-la-Tour and at close range they could overwhelm
Prussian forces if given the opportunity to fire unhindered.

Beaten Zone — the French Chassepot rifle was a weapon that
should have, by all accounts, single-handedly won the war for the
French. It had better range, superior killing power, a higher rate of

fire and allowed the French infantryman to carry more ammuni-
tion than the Chassepot’s Prussian counterpart, the Needlegun.
In fact, the range was so great that the French infantry could lay
down an indirect “beaten zone” of fire, which was effectively a cur-

tain of falling bullets.

Feu de Bataillon — this represents the distinctly defense-oriented
doctrine adopted by the French army which emphasized firepower
and entrenchment. The French infantry would dig in or lie be-
hind their backpacks and wait for the Prussians to attack. Officers
would direct the fire with great emphasis on accuracy and succes-
sive fire but little consideration was given to actual maneuvering.

Mitrailleuse Fire — the Mitrailleuse was a machinegun-like weap-
on that had multiple gun tubes strapped in a circular arrangement
on its chassis. It was fired by hand-cranking and was affectionately
called the “coffee grinder” by French troops. Its effective range was
between 1200 and 1500 yards and it threw out an astounding 100
to 200 rounds per minute. The machinegun was so deadly that
Prussian troops claimed that no one was ever wounded by a Mi-
trailleuse — the bullet’s impact was so powerful, no man could pos-
sibly survive being hit! The problem was that the French deployed
the Mitrailleuse batteries with the regular artillery batteries, rather
than with the infantry. In the rear-deployed artillery zones, the
Mitrailleuse was too far from the enemy infantry to be very ef-
tective and could be easily counter-batteried by the longer-ranged
Prussian cannon.

Prussian Aggressive Tactics — sometimes, too much indepen-
dence and initiative can lead to some bad, deadly decisions. One
such occurrence happened toward the end of the battle at the Fond
de la Cuve. The Westphalian 38th Infantry Brigade was ordered
to attack various French forces defending the Fond de la Cuve de-
file. When the attack was finally recalled, over 1,000 Westphalian
soldiers had been killed in less than 30 minutes of fighting. There
are many other examples of these kinds of brutal, poorly planned
Prussian assaults at this battle and all during the Franco-Prussian

War.

17.2 Prussian Event Chits

Auftragstaktik — translated as “mission tactics”, this event repre-
sents the underlying Prussian infantry doctrine of decentralized
small-unit tactics whereby seemingly isolated and separate forces
were actually fully briefed and working towards a common goal.
These tactics were misconstrued by the French as being chaotic
and unformed and they were never properly countered on the
battlefield. Note that a “Division” is represented by the second
number in the Unit ID and that many Prussian Divisions consist
of two units.

Bazaine’s Malaise — this chit simply represents French Marshal
Bazaine’s indecisive and sometimes bizarre command decisions.
By being able to possibly “freeze” a French corps, the event repli-
cates in a simple way the inconsistent and confusing (for the other
French generals) orders that were emanating from Bazaine’s tent.

Colonel Caprivi — as Chief of Staft of the Prussian Xth Corps,
Georg Leo von Caprivi distinguished himself not only at the
Battle of Mars-la-Tour, but throughout the war. He showed great
initiative by taking charge of the battlefield early on and directing
the deployment of Prussian forces. It was his foresight and quick
assessment of the situation that allowed the Prussians to catch
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the French off guard. His actions are very reminiscent of those of
another famous German staft officer — Max Hoffman during the
Tannenberg campaign at the beginning of World War 1. Colonel
Caprivi eventually succeeded Bismarck as Chancellor of the Ger-
man Empire in 1890. This chit represents not only his efforts, but
the overall superior staff officer corps of the Prussian army.

Deathride (“Todesritt”) — no Mars-la-Tour game would be
complete without allowing for the possibility of recreating von
Bredow’s famous “Deathride”. This near-suicidal charge against
the French VIth Corps’artillery line was actually quite successful,
resulting in the overrunning of the guns and massive confusion in
the French ranks. But it came at a high price; the brigade suffered
50% casualties (400 men).

Krupp Guns (“Kruppkanonen”) — the Prussian artillery batteries
were armed with the new Krupp steel breech-loading gun which
outperformed the older French muzzle-loading artillery pieces by
leaps and bounds. It had a greater rate of fire, longer range, better
accuracy and higher destructiveness. In addition to the material
superiority, the Krupp guns were handled efficiently and aggres-

sively by the Prussian artillery crews.

Needle-gun Fire — this was the standard issue breech-loading
rifle of the Prussian army and gave the infantry a decided advan-
tage over their Austrian opponents in the 1866 war. However, by
the time the Franco-Prussian War broke out, the Dreyse needle-
gun (“Zindnadelgewehr”) was significantly outclassed by the
French Chassepot rifle. Nonetheless, the Prussian infantry was
well trained, agile and used small-unit tactics that could still inflict
heavy casualties at closer ranges.

17.3 Both Players Event Chits

Battlefield Conditions — battle accounts are rife with details
about smoke obscuring sight lines and oddities of terrain affecting
combat. In fact, one of the reasons that von Bredow’s “Deathride”
succeeded was because the Prussian cavalry was hidden for much
of its approach by smoke and terrain undulations. This chit is even
more relevant at Mars-la-Tour as there are no major, dominant
terrain features. Rather, the ground is of a rolling nature with low
hills and shallow valleys. These are difficult to accurately reflect
on a hex map, and thus this chit can accomplish that purpose to a
certain degree.

Bloody Struggle — the Assault Table is set up to have only the
losing side be adversely affected by the result. This is intentional
- during a charge to contact, more often than not one side or the
other would lose its nerve before melee was joined. So rarely does
actual hand-to-hand fighting occur. One side or the other would
give way, thus suffering the consequences of morale loss, being
fired upon by the opponent and close pursuit. This chit, when
played, represents a more vicious fight in which melee is joined
and thus in this case the winner could suffer some loss as well.

18.0 Designer’s Notes

'The Battle of Mars-la-Tour was a critical turning point of not only
the Franco-Prussian War but of European history in general. The
French loss at this battle essentially lead to the end of the Sec-
ond Empire of Napoleon III and helped give birth to the German

Second Reich. Why then has it received such scant treatment in
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the wargaming community? Other than Charles Vasey’s excel-
lent Deathride game and scenario treatments in various miniature
gaming systems, this highly important battle has been ignored.
Why is that?

One factor is that Mars-la-Tour has a reputation as being just
a cavalry battle, thanks to von Bredow’s famous (and amazingly
successful) cavalry charge and the large, but ultimately indecisive,
cavalry battle that occurred at the end of the day (this was the last
large cavalry vs. cavalry engagement fought in western Europe).
But more importantly, the military situation on the morning of
16 August, 1870 was an unusual one. The entire French Army of
the Rhine, almost 130,000 men and under the command of the
newly-appointed Marshal Francois Bazaine, was moving ponder-
ously out of the Metz fortifications toward Verdun. The goal was
to escape the rapidly advancing Prussian pincers and join up with
the French Emperor (who had earlier left Metz) and his army
near Chalons. However, Bazaine carried out this task in an inex-
plicably lethargic manner. He seems to have been paralyzed by the
tear that the overwhelming mass of two pursuing German armies
would crush him at any moment. This looming threat, added to
the weight of his new command responsibilities, was apparently
a burden that was just too much for him to bear. His plan of ac-
tion was none at all - Bazaine dawdled and longed for the protec-
tion of the fortress walls of Metz. In fact, the Prussian army had
become strung out and, while advancing quickly, was somewhat
blindly searching for the location of the French army. The Prus-
sian command assumed that the Army of the Rhine was much
turther along, well on its way to Verdun. When Rheinbaben’s 5th
Cavalry division first spotted the French tents that August morn-
ing outside of Vionville, the troopers at first assumed that they had
encountered the rearguard of the escaping French army. To their
shock, they soon realized that they were staring at the van of the
entire French army! The French outnumbered the Prussians five to
one during the opening phases of the battle and should have, by
all rights, crushed the Prussians as they force-marched piecemeal
onto the field. So what happened? Well, in typical Teutonic fash-
ion, the outnumbered Prussians attacked! By doing so they further
flustered an already desultory Bazaine, who needed to continue
west to Verdun but did not want to become separated from his
protective burrow at Metz. The Prussian strategy intimidated the
French into indecision and after a bitter and vicious fight (inflict-
ing a total of more than 30,000 casualties), Bazaine finally or-
dered a retirement during the evening to better defensive positions
nearer Metz. This retreat and redeployment was pursued by the
Prussians and resulted in the even bloodier Battle of Gravelotte-
St. Privat two days later.

It’s obvious that in a wargame setting, any competent French
player should defeat the Prussians in this situation with relative
ease. Perhaps this is the main reason Mars-la-Tour has not been
simulated in game form very often: it is not an easy task to create
a balanced battle game of this military situation. Well, far be it for
me to refuse a challenge and thus was born my first design called
Duel of Eagles. That game has since gone out of print for various
reasons and the guys at Compass were kind enough to allow me to
bring the game back, now reborn as Position Magnifique.

As far as hard numbers and military abilities are concerned, the
game accounts for unit sizes, equipment and morale in a rather
straightforward manner through the size of the unit’s combat fac-
tor. The Prussian’s combat factors are slightly inflated to account



for their overall strategic momentum (gained by their recent vic-
tories in the war), their infantry’s superior tactical training and
because the Prussian artillery was equipped with advanced breech-
loading Krupp cannons. Prussian leaders also have an advantage
in that they are more aggressive and can thus order attacks much
more efficiently than the French. The French, on the other hand,
have the edge in the number of units and small arms firepower,
as the Chassepot rifle allows the infantry to fire further and with
greater affect. In addition, some French artillery units have Mi-
trailleuse batteries assigned to them. But the “hardware” part of
the game was not the tough portion.

Obviously the major design problem to overcome was Marshal
Bazaine’s lethargic performance as the French commander. Just
creating a vast array of “idiot” rules to curtail the French player
would not only make the game feel forced and artificial, but also
would mean more rules and conditions. My solution was to this
dilemma was to utilize a chit-pull mechanic — but with a twist.
Chits are used in Position Magnifigue in their traditional role
of activating units by random draw and thus mirroring chaos,
fog-of-war, and the friction of combat. This function also helps
recreate the slow French reaction at the beginning of the battle
by gradually increasing the number of French corps that can be
activated in a turn, simulating a giant slowly awakening from a
deep slumber. The twist that I added to this mechanic is that the
players can also draw “events” from the chit pool. This enhanced
chit-pull system also allows battle- and era-specific events to oc-
cur. These events model the advantages and disadvantages of each
side’s historic weaponry, tactics and leadership. The Event chits
can frustrate a player’s tactical plan-making but do reflect actual
events that occurred at this and other Franco-Prussian War bat-
tles. The chit system weaves player tactical opportunities with each
army’s particular martial character. It simultaneously supplies all
the “bells and whistles” to give the game the feel for this period
of warfare while also building a tense fog-of-war with which the
commanders must contend. Players are forced to plan ahead as
they are never sure in what order their formations will activate
nor when. I'm hoping that this one central mechanic can drape
the player with the same frustrations, opportunities and decision-
making challenges that their historical counterparts had to face.
A final nod to the French command situation is the way that the
Victory Conditions are constructed. They are set up to give the
French player certain factors to consider about which Bazaine was
concerned (rightly or wrongly). How the French player ultimately
handles those concerns is up to his game play decisions.

Importantly, both players have certain problems that they must
overcome in order to win the game. The French player must get
past his hesitant, almost paranoid, commander-in-chief and the
overall depressed state of the army’s morale. But he has the raw
strength and the equipment to get the job done if he handles his
forces correctly and takes advantage of his opportunities as they
arise (i.e., he plays his advantageous chits effectively). The Prussian
player has a big edge in the efficiency of his artillery, the assault
power of his infantry and the command acumen of his officers.
But he is heavily outnumbered and his forces come on in piece-
meal fashion. If he has any bad luck or misses his windows of
opportunity to strike hard and fast at the French, he will soon find
that his lines are vulnerable, with beckoning gaps that an aware
French player can exploit. Carelessness could lead to his ultimate
defeat. Hopefully, Position Magnifigue successfully blends together

these various systems to produce an interesting and entertaining
game. Mars-la-Tour is such an intriguing and important battle
that it deserves to be well represented on more gaming tables.

Important Points to Remember!

+  Follow the Sequence of Play carefully. Note that Fire Combat
occurs before Movement!

*  Before the game starts, there is a Surprise Attack turn (call
it Turn “0”, if you will). Only the Prussian player is active and
he gets a “2->” column shift combat bonus. The French player
can only issue Defensive Fire, if eligible.

*  'The HQ’s Command Rating only affects Movement, Recov-
ery and Rebuilding.

*  When the last Activation chit is pulled, the Activation Phases
are over — even if there are still Event chits left in the cup.

*  Only a total of one “Low Ammo” marker and one “Shaken”
marker can be removed per HQ_unit during Recovery — not
two markers per unit.

¢ Note that Infantry units can fire during the Fire Combat
Phase and still move during the subsequent Movement Phase.
Horse Artillery can only fire half and still move. Foot Artil-
lery that fires cannot move.

*  Artillery units with an “m” notation represent those batter-
ies which also contained one or more Mitrailleuse batteries
in their complement. They still act as normal artillery units.
"The Mitrailleuse feature simply allows the use of the “Mitrail-
leuse Fire” Event chit to be enacted from these units. Also
remember that the chit does not utilize the printed Combat
Factor of the Artillery unit — the Combat Factor for the “Mi-
trailleuse Fire” chit is always “6” or “3”.

*  Note that the “Town” and “Forest” modifiers in Assault Com-
bat apply only to Infantry units.

¢ Once a unit suffers a step loss, there is no way for it to recover
to its full-strength side.

19.0 Comprehensive Example of Play

wws STV ' ™
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In Figure 1, the French are trying desperately to hold on to Flavi-
gny as the Prussian player plans his counter-offensive. Pierre, the
French player, has held a previously-drawn “Beaten Zone” chit,
anticipating just such an attack. The Prussian player, Wilhelm,
has held the “Battlefield Conditions” chit so he can use it for his
planned assault on Flavigny. Wilhelm has been pulling chits from
the cup this turn and continues to do so. He pulls the “Mitrail-
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leuse Fire/ Beaten Zone” Event chit and hands it to Pierre as it
is a French event. Pierre sees that the IT Corps Div. Field Artillery
unit is a Mitrailleuse-armed battery (per the “m” on its counter)
and thus decides to use the “Mitrailleuse Fire” side of the chit. He
will issue fire at the Prussian 9/5/1IT infantry unit directly to the
battery’s front since it is within three hexes and eligible to be fired
at. The fire will be resolved using the 3 column of the Fire Combat
Table. Note that the actual Combat Factor of the artillery unit is
ignored when issuing Mitrailleuse fire. LOS is clear as both the
firing unit and the target are at Level 3 and the intervening terrain
is either at the same level with no blocking obstacles or at Level
2 and thus lower. There are no applicable columns shifts, so Pierre
consults the 3 column of the Fire Combat Table and rolls two dice,
adding them together. He rolls an “8”, which is an MT result. This
means that the Prussian unit must take a Morale Test. Wilhelm
rolls two dice and rolls a “5”, which means the unit passes (since
its Morale Rating is a 7) and there is no further effect of the fire. If
he had rolled an “8”, the Prussian unit would have failed and been
given a “Shaken” marker.

The “Mitrailleuse Fire/Beaten Zone” chit is placed aside and Wil-
helm draws another chit. It is the Prussian “6th Cavalry Division”
Activation chit and thus all 674 Cavalry Division units are active.
The 672 Cavalry Horse Artillery unit has no fire this turn so it skips
the Fire Combat Phase. The 674 Cavalry Division HQ unit is
placed on its Attack (A) side but is far to the west (off the example
map) and thus the 725 Brigade on our map is given an “Out of
Command” marker. A roll on the Out of Command Table yields
a “6” and this means its movement allowance is reduced to 4 (but
because of the Attack order, it may still Charge and Assault). Wil-
helm would love to charge the French artillery battery but doing
so would subject the cavalry to Defensive Fire from the French in-
fantry units on either side of the battery (whichever one the cavalry
moves adjacent to) and from the charged artillery itself. Note also
that the Prussian cavalry could not charge the infantry in Flavigny
as it would not only be crossing a Stream hexside, but it also may
not charge into a Town hex. Instead, Wilhelm decides to have the
cavalry charge the French Imperial Guard infantry unit to see if he
can open up that flank a bit. He announces a Cavalry Charge and
moves the 72/6 cavalry unit into hex 1714. Pierre has the “Beaten
Zone” chit in-hand and could use it now but decides not to. The
Prussians continue on to hex 1814 where they must temporarily
stop as the 2/7G/IG unit can now issue Defensive Fire. But before
Pierre does that, Wilhelm grabs his “Battlefield Conditions” chit
and places it on the map next to the combat, declaring that he is
using the “Battlefield Smoke” event and thus Pierre must apply a
“<-2”shift to his units Defensive Fire. The range is one hex, which
is Effective Range, and the French unit has a Combat Factor of 5.
Pierre grabs his dice and rolls on the 3 column of the Fire Combat
Table. Unfortunately for him, he rolls a total of “4”,a “2”and a “2”!
So not only does he do no damage to the cavalry but the 2/71G/
IG also gets a “Low Ammo” marker for the “doubles”. The cavalry
is then moved into hex 1813 and stacked with the French unit.
Note that when moving into this final hex, no more Defensive
Fire can be issued against the charging cavalry — even if the tar-
geted French unit had other friendly units adjacent to it. Wilhelm
declares the end of the 6% Cawvalry Divisions Movement Phase
and proceeds with the Assault Combat Phase. First, he figures out
the Combat Differential. The assaulting cavalry has successfully
charged, so its Combat Factor of 2 is doubled to 4. The defending
French infantry has a Combat Factor of 5, so the Combat Dif-
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ferential is -1 (4 - 5 = -1). Wilhelm rolls dice on the -1 column
of the Assault Table and there are no column shifts. He rolls the
dice and gets an “11”, which results in a D2. The defending French
unit loses and since this is a Cavalry Charge, the French unit must
retreat at least one hex. Therefore, its choices are either retreat two
hexes or take one step loss and retreat just one hex. Pierre opts to
retreat the unit two hexes toward the Imperial Guard HQ unit into
hex 1911. Since the French infantry lost the combat, the unit must
be given a “Shaken” marker at the end of its retreat. The victorious
Prussian cavalry may now conduct Breakthrough movement and
moves one hex toward the retreated French unit into hex 1812 (as
it must decrease or maintain the distance to the retreated unit).
After that move, the 72/6 cavalry unit is also given a “Shaken”
marker because it conducted a charge. That ends the 67 Cavalry
Diwision’s activation.

Wilhelm draws another chit and gets the “Krupp Guns / Colonel
Caprivi” Event chit. As much as Wilhelm is tempted to use the
“Colonel Caprivi”side, it is chancy as he must roll a “1” through “4”
to get it to work. Instead, he takes the “sure thing”and elects to use
the “Krupp’s Guns” chit for an immediate Free Fire by one of his
batteries. He places the chit aside. Unfortunately for Wilhelm, the
IIT Corps Heavy Field Artillery unit has its Line of Sight blocked
to all French units by the Prussian infantry unit directly in front
of it on the same level (if the intervening infantry had been on
a lower level, the artillery could have fired). Instead, he chooses
the IIT Corps Field Artillery unit, which by being on a Level 5 hex
can see over everybody and can shoot into any hex in the picture.
Wilhelm selects the French 1/2/IT unit in Flavigny as its target,
hoping to “loosen the enemy up” a bit for the attack. The range is
four hexes and therefore just within the artillery’s Effective Range.
It will thus fire with a 9 Combat Factor and will have the follow-
ing column shifts: “1->” for Plunging Fire (shooting from Level
5 to Level 2) and “<-2” for the target unit being in a Town hex,
for a net “<-1” shift on the table. The combat is resolved on the 8
column and Wilhelm rolls an “8” total. This is an SH result and
places a “Shaken” marker under the French unit.
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Wilhelm draws the next chit from the cup and it’s the French
“Beaten Zone / Bloody Struggle” Event chit. Pierre immedi-
ately decides to hold the “Bloody Struggle” side of the chit, as
he anticipates a difficult fight at Flavigny. The next chit drawn is
the Prussian “III Corps” Activation chit. Just what the Prussians
needed! First thing, Wilhelm conducts any Fire Combat for all



IIT Corps units (regardless of orders or command status). Unfor-
tunately for him, both Prussian infantry units are out of range of
any French units (their Extended Range is only two hexes). The IIT
Corps Heavy Field Artillery unit still has a blocked LOS. His only
shot is a repeat of the III Corps Field Artillery fire on Flavigny. The
situation is unchanged and on the 8 column Wilhelm rolls a “5”.
This is an MT result and the French unit in Flavigny must take
a Morale Test. Since the unit is Shaken, its actual Morale Rating
is 7. Pierre reluctantly grabs his dice and rolls a “10”, which is a
morale failure. The unit must apply an SH result, but since it is
already Shaken, this becomes a step loss. Pierre curses (in French)
and flips the French 1/2/IT unit over to its reduced-strength side,
keeping the “Shaken” marker under the unit. Flavigny is now there
for the taking! Wilhelm places an “Artillery Fired” marker on the
IIT Corps Field Artillery unit to remind him that he cant move it in
the upcoming Movement Phase. This completes the Fire Combat
Phase and it is now the HQ Command Phase. Wilhelm keeps the
IIT Corps HQ unit on its Attack side. All IIT Corps units are within
Command Range (4) of Gen. Alvensleben so they will operate
normally this turn. The game now continues to the Movement
Phase and Wilhelm moves his III Corps units as follows: the 9/5/
III infantry unit to 1515 and then 1415; the III Corps Heavy Field
Artillery unit to 1617 and then 1616; and the 70/5/III infantry
unit to 1515, heading for 1514. But Pierre yells “hold it!” when
the unit enters 1515 and produces his held “Beaten Zone” chit
to issue Interdiction Fire from the 7/7/II French infantry unit at
the moving Prussian infantry in hex 1515 (note that he could not
have done so in 1514 because Interdiction Fire must be issued
at a range of at least two hexes). A Fire Combat is resolved im-
mediately with the French unit at 1 Combat Factor (2 halved to
1 for being Shaken) within Effective Range. There are no column
shifts. Pierre rolls the dice on the 1 column and gets a “7”, which is
No Effect. Pierre then puts the “Beaten Zone” chit just used aside
and out of play. Wilhelm continues the movement of the Prussian
10/5/1I (note that if the unit received any other result from the
just-issued fire, it would have had to halt its movement in hex
1515) and moves it into hex 1514. As it does so, the French 1/1/
II unit may immediately issue Defensive Fire. This is again con-
ducted on the 1 column of the Fire Combat Table and Pierre rolls
a”710”, which gives the Prussian unit a “Shaken” marker. Thus ends
the Movement Phase, and Wilhelm now begins the Assault Com-
bat Phase by announcing that the 9/5/I1I infantry unit will assault
the adjacent French cavalry unit. Pierre decides that despite the
Prussians being penalized for attacking across the stream hexside,
he will opt to Retreat Before Combat. He takes the automatic D1
result and retreats the cavalry back to hex 1413. Wilhelm has the
Prussian unit do Breakthrough Movement into the formerly oc-
cupied hex and ends its turn there (note that the French infantry
unit in Flavigny could not issue Defensive Fire since the Prussian
unit was doing a Breakthrough Move). He then announces the
assault on Flavigny with the 70/5/IIT unit. The attacking Prussian
unit has a Combat Factor of 5 (its normal factor of 9 is halved for
being Shaken) and the defending French unit has a Combat Fac-
tor 1. The Combat Differential is therefore +4, which would use
the +3/+4 column, and the column shifts are a “<-2” for attacking
across a Stream hexside and another “<-2” for attacking Infantry
in a Town hex, for a net shift of “<-4” and putting the combat
on the -1 column. Wilhelm is not happy about this, as any die
roll under an “8” will result in trouble for his unit! He rolls the
die and gets a “9”, resulting in a D1! Pierre retreats the French

1/1/1I unit one hex (note that if the unit was not already on its
reduced-strength side, Pierre could opt to take a step loss instead
of retreating and thereby stay in Flavigny!). Note that the unit is
not given a “Shaken” marker again for losing the combat because
it already has one. Unfortunately for the French, this also means
that Pierre can't use the “Bloody Struggle” chit he’s been hold-
ing because his unit retreated. By the same token, the Prussians
cannot conduct a Breakthrough Movement because the attacking
unit is Shaken. A hard fight for Flavigny indeed! So the end result
is that the French are pushed out of Flavigny but the Prussians are
too hurt to pursue. Flavigny is still technically controlled by the
French and the players place a “French Control” marker there to
remind them until it is occupied by one of their units. What will
happen next turn?
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20.0 Scenarios

20.1 Crisis on the Left (Tutorial Scenario)

FRENCH SETUP
All units setup on their full-strength side. HQ units can set up on
either side.

IV Corps: 1/4Cav/IV - 0202, 2/4Cav/IV — 0402, IV Horse Art.
—0403,1/1/IV - 0504,1V Div. Fld Art.— 0603, 2/1/1V — 0604, 1V
HQ - 0504, IV Corps Hvy FId Art. — 0506, 1/2/1V — 0606, 2/2/
1V - 0705

III Corps: 2/3Cav/III - 0601, 1/ResCav/111 - 0702, 3/3Cav/111 -
0801, 1/3Cav/III — 0701, 1/4/111 — 0805, 2/4/111 — 0905, 111 HQ_
—1005, I1I Div. F1d Art. — 1006, 2/2/111 — 1104, 1/2/111 — 1105

PRUSSIAN SETUP

Units setup on their full-strength side except those that are coded
with an “(R)” - these units setup on their reduced-strength side.
HQ_units can set up on either side.

5th Cavalry Div.: — 5th Cav. HQ - 0714, 11/5Cav. - 0311,12/5Cav.
(R) — 0714, 13/5Cav. — 1114, 5th Cav. Div. Horse Art. - 1014

6th Cavalry Div.: 6th Cav. HQ - 0316, 14/6Cav. - 0217, 15/6Cav.
- 0316, 6Cav Div. Horse Art. — 0416

I1I Corps: IIT HQ-1011,11/6/111 (R) - 0907,12/6/111 (R) — 1008,
III Corps Fld Art. (R) — 1011, Corps Hvy Fld Art. (R) — 1112

X Corps: 37/19/X (R) — 0708, 39/20/X — 0919, 40/20/X — 0920,
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X HQ - 0818, Corps Fld Art. (R) — 0711, Corps Hvy Fld Art.
(R) - 0612, Div. Hvy Fld Art. — 0819

Prussian Control Markers: Tronville and Mars-la-Tour.

PRUSSIAN REINFORCEMENTS SCHEDULE

Turn 9 (1600): Guard Cavalry Div. — Guard Cav. HQ, Guard
Horse Art., 3/GdCav. = enter via Road hex 0011 (when activated
and in the indicated order) in March Order. X Corps: X Div. Fld.
Art., 38/19/X = enter via Road hex 0011 (when activated and in
the indicated order) in March Order. The Prussian player adds the
Guard Cav. Activation Chit to the cup.

SPECIAL SCENARIO RULES

1) The game begins on Turn 7 (1500) and ends at the conclu-
sion of Turn 11 (1900). Place the “Turn” marker in the “7”
box of the Game Turn Track. Game play in this scenario
only occurs on the left (west) map — the right side map is
only used for the Turn Record Track. No movement by ei-
ther side is allowed off the left map.

2) 'The French player starts with the ITI Corps and IV Corps
Activation chits and the following three Events chits (only):
Prussian Aggressive Tactics/Beaten Zone, Artillery Barrage/
Battlefield Conditions and Mitrailleuse Fire/Beaten Zone. The
other chits are not used in this scenario.

3) The Prussian player starts with the I1I Corps, X Corps, 5th
Cavalry Div. and 6th Cavalry Div. Activation chits and the
following three Event chits (only): Colonel Caprivi/Krupp
Guns, Auftragstaktik/Krupp Guns and Battlefield Condi-
tions/ Bloody Struggle. The other chits are not used in this
scenario.

4) Special Scenario Victory Conditions: The French player
wins the game if he controls Tronville -OR- both hexes of
Mars-la-Tour. If the French player controls both Tronville
and Mars-la-Tour, this is a Major French Victory.

5) The Prussian player wins if he holds both Tronville and
both hexes of Mars-la-Tour.

Any other result is a Draw.

20.2 A Day of Battle (Historical Scenario)

FRENCH SETUP

Any units not initially deployed are listed as Reinforcements. All
units are on their full-strength side. HQ_units can set up on either
side.

3rd Reserve Cav. Div.: 3 Res. Cav. HQ - 1311, 1/3ResCav. - 1012,
2/3ResCav. — 1111, 3ResCav Horse Art. — 1311

IT Corps: 1T HQ - 2109, 1/1/11 - 1910, 2/1/11 - 2011, 1/2/11 -
2210, 2/2/11 - 2209, 1/A/I1 - 2312, 1/2Cav/1I - 1710, 2/2Cav/11
- 1811, II Div. F1d. Art. — 2110, IT Corps Heavy F1d. Art. - 2010

IIT Corps: III HQ - 1602, 1/1/111 - 1303, 2/1/111 - 1403, 1/2/
11T - 1502, 2/2/111 - 1602, 1/4/111 - 1701, 2/4/111 - 1801, I1I Div.
Fld. Art. - 1901, III Corps Heavy F1d. Art. — 2001

VI Corps: VI HQ - 1906, 1/1/V1 - 1805,2/1/V1 - 1806, 1/2/V1I -
1906, 1/3/VI - 2007,2/3/VI1 - 2008, 1/4/V1 - 2207,2/4/V1 - 2306,
VI Div. F1d. Art. - 1807, VI Div. Horse Art.— 2106, VI Div. Heavy
Fld. Art. - 1706
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Imperial Guard Corps: 1/1G/IG - 2502, 2/1G/IG - 2603, 1/
GCav/IG - 2404, 2/GCav/IG - 2403, Imperial Guard HQ_-
2706, 1/2G/1G - 2706, 2/2G/1G - 2707, 3/GCav/IG - 2607, Im-
perial Guard Div. Fld. Art. — 2705, Imperial Guard Horse Art.
- 2503

French Control Markers: Rezonville and Vionville

FRENCH REINFORCEMENTS SCHEDULE, ELIGIBLE
ACTIVATION CHITS AND NOTES

Surprise Attack: before the game begins, the Prussian player re-
ceives one free activation with his deployed units. In addition, all
Prussian Fire and Assault Combats this activation get an addi-
tional “2->” column shift. The French player may do nothing ex-
cept issue Defensive Fire, if eligible. There is no Rally Phase.

This is to simulate the unpreparedness of the French Army as it was
encamped and just having breakfast.

Turn 1(0800): the 3rd Reserve Cav. and IT Corps Activation Chits
are placed into the cup, along with all five French Event chits.

Turn 2 (0900): the French player adds the Imperial Guard Activa-
tion Chit to the cup.

Turn 3 (1000): Artillery Reserve: Artillery Reserve HQ, Art.
Res. Horse Art. and Art. Res. Heavy Fld. Art. = enter the game
(when activated and in the indicated order) via Road hex 2706
in March Order (see 12.9). The French player adds the Artillery
Reserve Activation Chit to the cup.

Turn 4 (1100): IV Corps: 1/4Cav/1V, 2/4Cav/IV, IV Horse Art.,
1/1/1V, 1V HQ, 2/1/1V, 1/2/1V, 2/2/1V, IV Div. FId. Art. and IV
Corps Heavy Fld. Art. = enter the game (when activated and
in the indicated order) via Road hex 2501 in March Order. The
French player adds the III Corps and IV Corps Activation Chits
to the cup.

Turn 5 (1200): the French player adds the VI Corps Activation
Chit to the cup.

Turn 11 (1800): III Corps: 1/ResCav/I11, 1/3Cav/111, 2/3Cav/
111, 3/3Cav/I1l, and III Horse Art. = enter the game (when acti-

vated and in the indicated order) via Road hex 0701 (Bruville) in
March Order.

PRUSSIAN SETUP

Any units not initially deployed are listed as Reinforcements. All
units are on their full-strength side. HQ units can set up on either
side.

5th Cavalry Div.: 5th Cav. HQ_- 0814, 11/5Cav. - 0815, 12/5Cav.
— 0814, 13/5Cav. - 0913, 5th Cav. Div. Horse Art. - 1014

Prussian Control Markers: Puxieux and Tronville

PRUSSIAN REINFORCEMENTS SCHEDULE, ELIGI-
BLE ACTIVATION CHITS AND NOTES

Surprise Attack: See French section above for details.

Turn 1(0800): The Prussian player adds the 5th Cavalry Div. Ac-
tivation Chits to the cup, along with all five Prussian Event chits.

Turn 3 (1000): 6th Cavalry Div.: 6th Cav. HQ - 1720, 14/6Cav. -
1720, 15/6Cav. — 1821, 6Cav Div. Horse Art.— 1920 = units enter
the map from the indicated hexes.

III Corps: III Div. Fld. Art., III Div. Heavy F1d. Art. = enter the
game (when activated and in the indicated order) via Road hex



2021 in March Order (see 12.9).
The Prussian player adds the III Corps and 6th Cavalry Div. Ac-
tivation Chits to the cup.

Turn 4 (1100): III Corps:10/5/111 = enter the game (when acti-
vated) via Road hex 2021 in March Order.

9/5/111 = enter the game (when activated) via Road hex 2221 in
March Order.

IIT HQ, IIT Corps F1d. Art., IIT Corps Heavy Fld. Art., 11/6/111,
12/6/111 = enter via Road hex 0920 (when activated and in the
indicated order) in March Order.

Turn 5(1200): X Corps: X HQ, X Div. Heavy Fld. Art.,37/19/X
= enter via Road hex 0920 (when activated and in the indicated
order) in March Order.

'The Prussian player adds the X Corps Activation Chit to the cup.

Turn 6 (1300): X Corps: X Corps Fld. Art., X Corps Heavy Fld.
Art. = enter via Road hex 0920 (when activated and in the indi-
cated order) in March Order.

Turn 7 (1400): X Corps: 39/20/X, 40/20/X = enter via Road hex
0920 (when activated and in the indicated order) in March Or-
der.

Turn 9 (1600): Guard Cavalry Div.: Guard Cav. HQ, Guard
Horse Art., 3/GdCav. = enter via Road hex 0011 (when activated
and in the indicated order) in March Order.

X Corps: X Div. FId. Art. , 38/19/X = enter via Road hex 0011
(when activated and in the indicated order) in March Order.

'The Prussian player adds the Guard Cav. Activation Chit to the
cup.

Turn 10 (1700): VIII Corps: VIII HQ, VIII Div. Fld. Art., VIII
Div. Heavy Fl1d. Art., 32/16/VIII = enter via Road hex 2021 (when
activated and in the indicated order) in March Order.

IX Corps: IX HQ, IX Div. Fld. Art., IX Div. Heavy FId. Art.,
36/18/1X, 49/25/IX = enter via Road hex 2221 (when activated
and in the indicated order) in March Order.

'The Prussian player adds the VIII Corps and IX Corps Activation
Chits to the cup.

20.3 A Beckoning Victory (Variable Scenario)
FRENCH SETUP

Any units not initially deployed are listed as Reinforcements. All
units are on their full-strength side. HQ_units can set up on either
side.

3rd Reserve Cav. Div: 3 Res. Cav. HQ, 1/3ResCav, 2/3ResCav
& 3ResCav Horse Art.: within 4 Road hexes directly west of hex
1311 (inclusive), out to hex 0911.

II Corps: 11 HQ, 1/1/11, 2/1/11, 1/2/11, 2/2/11, 1/A/11, 1/2Cav/11,
2/2Cav/I1, 11 Div. F1d. Art. & II Corps Heavy Fld. Art.: within
2 hexes of hex 2109 (inclusive), on or south of Road hexes 1910
to 2308.

IIT Corps: 1/1/111, 2/1/111, 1/2/111, 2/2/111, 1/4/111, 2/4/111, 111
Div. F1d. Art. and III Corps Heavy Fld. Art.: one unit in each
hex in a string of adjacent hexes stretching from hex 1303 to hex
2001 (inclusive). The III HQ may deploy stacked with any unit.

All remaining units enter as Reinforcements.

VI Corps: VI HQ, 1/1/V1, 2/1/V1, 1/2/V1, 1/3/V1, 2/3/V1, 1/4/
VI, 2/4/V1, VI Div. F1d. Art., VI Div. Horse Art. & VI Div. Heavy

Fld. Art.: within 2 hexes of hex 1906 (inclusive), adjacent to or on
a Road hex.

Imperial Guard Corps: 1/1G/IG, 2/1G/IG, 1/GCav/IG & 2/
GCav/IG: within 1 hex of hex 2502 (inclusive). Imperial Guard
HQ, 1/2G/1G, 2/2G/1G, 3/GCav/IG, Imperial Guard Div. Fld.
Art. & Imperial Guard Horse Art.: within 1 hex of hex 2706 (in-

clusive).

French Control Markers: Rezonville and Vionville

FRENCH REINFORCEMENTS SCHEDULE, ELIGIBLE
ACTIVATION CHITS AND NOTES

Surprise Attack: before the game begins, the Prussian player
receives one free activation with his deployed units. In addition,
all Prussian Fire and Assault Combats this activation get an ad-
ditional “2 ->” column shift. The French player may do nothing
except issue Defensive Fire, if eligible. There is no Rally Phase.
This is to simulate the unpreparedness of the French Army as it was
encamped and just having breakfast.

Turn 1 (0800): the French player secretly adds one of the follow-
ing Activation Chits, of his choice, to the cup: II Corps, III Corps,
VI Corps, 3rd Reserve Cav. or Imperial Guard.

Turn 2 (0900): the French player adds one more of the Activation
Chits not selected on Turn 1 to the cup.

Turn 3 (1000): Artillery Reserve: Artillery Reserve HQ, Art.
Res. Horse Art. and Art. Res. Heavy Fld. Art. = enter the game
(when activated and in any order) via Road hex 2706 in March
Order (see 12.9).

'The French player adds Artillery Reserve Activation Chit plus one
more of the Activation Chits not selected on previous turns to the
cup.

Turn 4 (1100): IV Corps: IV HQ, 1/1/1V, 2/1/1V, 1/2/1V, 2/2/
1V, 1/4Cav/1V, 2/4Cav/IV, 1V Div. Fld. Art., IV Horse Art. & IV
Corps Heavy Fld. Art.: enter the game (when activated and in any
order) via Road hex 2501 in March Order. The French player adds
the IV Corps Activation Chit plus one more of the Activation
Chits not selected on previous turns to the cup.

Turn 5 (1200): The French player adds the last remaining Activa-
tion Chit to the cup.

Turn 11 (1800): III Corps: 1/ResCav/I11I, 1/3Cav/I111, 2/3Cav/
111, 3/3Cav/11I, and III Horse Art. = enter the game (when ac-
tivated and in any order) via Road hex 0701 (Bruville) in March
Order.

PRUSSIAN SETUP

Any units not initially deployed are listed as Reinforcements. All units
are on their full-strength side. HQ units can set up on either side.

5th Cavalry Div.: 5th Cav. HQ, 11/5Cav., 12/5Cav. & 13/5Cav:
within 2 hexes of hex 0814. 5th Cav. Div. Horse Artillery: within
4 hexes of hex 0814.

Prussian Control Markers: Puxieux and Tronville

PRUSSIAN REINFORCEMENTS SCHEDULE, ELIGI-
BLE ACTIVATION CHITS AND NOTES

Surprise Attack: See French section above for details.
Turn 1(0800): The Prussian player adds the 5th Cavalry Div. Ac-
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tivation Chits to the cup, along with all five Prussian Event chits.

Turn 3 (1000): 6th Cav. Div: 6 Cav. Div. HQ, 14/6 Cav.,15/6 Cav.
and 6 Cav Horse Art. - enter the game (when activated and in any
order) via any mapedge hex from 1720 through 1920 (inclusive)
in March Order (see 12.9).

III Corps: 111 Div. F1d. Art., IIT Div. Heavy F1d. Art. = enter the
game (when activated and in any order) via Road hex 2021/2221
in March Order.

The Prussian player adds the III Corps and 6th Cavalry Div. Acti-
vation Chits to the cup.

Turn 4 (1100): IIT Corps: 9/5/111, 10/5/1I1 = enter the game
(when activated and in any order) via Road hex 2021/2221 in
March Order.

III HQ, IIT Corps Fld. Art., III Corps Heavy Fld. Art., 11/6/111,
12/6/111 = enter via Road hex 0920 (when activated and in any
order) in March Order.

Turn 5 (1200): X Corps: X HQ, X Div. Heavy F1d. Art., 37/19/X
= enter via Road hex 0920 (when activated and in any order) in
March Order. The Prussian player adds the X Corps Activation
Chit to the cup.

Turn 6 (1300): X Corps: X Corps Fld. Art., X Corps Heavy Fld.
Art. = enter via Road hex 0920 (when activated and in any order)
in March Order.

Turn 7 (1400): X Corps: 39/20/X, 40/20/X = enter via Road hex
0920 (when activated and in any order) in March Order.

Turn 9 (1600): Guard Cavalry Div.: Guard Cav. HQ, Guard
Horse Art., 3/GdCav. = enter via Road hex 0011 (when activated
and in any order) in March Order.

X Corps: X Div. FId. Art. , 38/19/X = enter via Road hex 0011
(when activated and in any order) in March Order. The Prussian
player adds the Guard Cav. Activation Chit to the cup.

Turn 10 (1700): VIII Corps: VIII HQ, VIII Div. Fld. Art., VIII
Div. Heavy Fld. Art., 32/16/VIII = enter via Road hex 2021/2221
(when activated and in any order) in March Order.

IX Corps: IX HQ, Div. Fld. Art. & IX Div. Heavy Fld. Art,,
36/18/1X, 49/25/IX = enter via Road hex 2021/2221 (when acti-
vated and in any order) in March Order.

'The Prussian player adds the VIII Corps and IX Corps Activation
Chits to the cup.

VARIABLE SCENARIO RULES

1) This scenario plays exactly like the 4 Day of Battle scenario
but with a more relatively free setup and the option to alter
the arrival time and/or place of Reinforcements.

2) The French player must setup his units first. The Prussian
player then sets his units up, but Prussian units cannot be
placed with or adjacent to a French unit.

3) During each turn’s Housekeeping Phase, both players may
attempt to either move up a Reinforcement Group or
change its entry location. The French player may attempt to
do so first and then the Prussian player.

4) A Reinforcement Group consists of all the units from the
same Corps or Cavalry Division scheduled to arrive on the
same turn. If units from two or more Corps/Cavalry Divi-
sions arrive on the same turn, they are considered to be two
separate Groups.
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5) The player identifies any one eligible Reinforcement Group
that he wishes to affect and announces whether he will be
trying to get the Group to enter earlier or to a different en-
try location. He then rolls two dice, adds them together and
cross-references this total on the following table:

2 = Move the Group back one turn later. There is no
change of location.

3-9 = No Effect

10— 12 = Move the Group up one turn earlier or
change its entry place to an eligible adjacent location.

6) Ifthe Group changes its Game Turn of entry, place one of its
units onto the Turn Record Track in the box representing its
new turn of entry. When that Game Turn begins, the appro-
priate Reinforcement Group may enter the game normally.

7) If the Group successfully changes location, the Group may
enter a new location according to the following allowed al-
terations and special conditions:

FRENCH
A Group entering at 2706 may be changed to 2501.

A Group entering at 2501 may be changed to 2706 or 1601.
From 1601, it may then change to 0701. From 0701, it may
then change to 0301.

A Group entering at 0701 may be changed to 0301 or
1601.

PRUSSIAN

Hexes 2021 and 2221 are interchangeable and units sched-

uled to enter at either may freely (without a die roll) enter
at the other.

The 6th Cavalry Division can have its location changed to
either 2021/2221 or 0920.

A Group entering at 2021/2221 may be changed to 0920.

A Group entering at 0920 may be changed to 2021/2221 or
0016. From 0016 it may then be changed to 0011.

A Group entering at 0011 may be changed to 0016. From
0016 it may then be changed to 0011.

If successful in the location change attempt, place one of the
Group’s units off map at the new entry point as a reminder.

8) Groups may have their entry turn and location changed a
multiple number of times during the game, but only one al-
lowed change per attempt.
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FRENCH EVENTS

ARTILLERY BARRAGE:
The French player Aolds the chit and uses when he chooses to (and when eligible). There are two ways to use the chit:

a) Free Fire = He may play this chit in between chit pulls to allow a selected French Artillery unit an immediate Fire Combat, solved
normally and immediately. Simply announce the play before the next chit is pulled. This chit may be played at the end of the turn
before the Turn End Phases.

b) Return Fire = He may play the chit immediately after a French Artillery unit is fired upon. The unit may immediately issue Fire
Combeat, if eligible, back at the unit that just fired on it, resolved normally.

BATTLEFIELD CONDITIONS:

The French player Aolds this chit. He may play it when needed for either one of two effects:

a) Battlefield Smoke Obscures Enemy Fire = Play before any one enemy unit’s Fire Combat to apply an additional “<- 2” column
shift or;

b) Terrain Undulations Mask Movement = Play before any attacking friendly unit’s Assault Combat to apply an additional”2 ->”
column shift.

BEATEN ZONE:
'The French player Aolds the chit and uses when he chooses to (and when eligible). There are three ways to use the chit:

a) Free Fire = He may play this chit in between chit pulls to allow a selected French Infantry unit an immediate Fire Combat, re-
solved normally and immediately. Simply announce the play before the next chit is pulled. This chit may be played at the end of the
turn before the Turn End Phases.

b) Interdiction = He may play the chit at any time against a currently moving Prussian unit when it enters a hex that is eligible to be
fired upon by a French Infantry unit and is at least two hexes away. He announces the play, temporarily halts the Prussian unit’s
movement and then conducts an immediate Fire Combat from that same French Infantry unit (only) on that moving Prussian unit
(only). If any result other than “No Effect” is achieved with the fire, the Prussian unit must also end its movement for the turn in its
current hex (also — see 9.2). This chit cannot be played against an enemy unit conducting Breakthrough Movement or one stacked
with a friendly unit during a Cavalry Charge.

¢) Return Fire = He may play the chit immediately after a French Infantry unit is fired upon. The unit may immediately issue Fire
Combeat, if eligible, back at the unit that just fired on it, resolved normally.

BLOODY STRUGGLE:

'The French player Aolds this chit. He may play the chit immediately after the results of any Assault Combat (only) in which at least one
French unit does not Retreat from the combat. If so, one such French unit takes a normal Morale Test — if passed, the French player
immediately inflicts one Casualty Hit on any Prussian unit that took part in the just-concluded Assault Combat. Note that this Casu-
alty Hit is in addition to any normal results the Prussian unit may have suffered from that Assault Combat.

FEU DE BATAILLON:

The French player must place this chit with any French Infantry Corps HQ unit on the map (i.e., not the 31d Reserve Cavalry or
Artillery Reserve HQ’s) that has not yet been activated this turn and has a Unit Activation Chit still in the cup. If all eligible French
HQ_units have already been activated, then the French player must place it with any Infantry Corps HQ_unit. When this HQ’s Unit
Activation Chit is drawn, it must be placed under Defend orders, its units (only) may only move one hex this turn and any In Com-
mand units (only) that issue Fire Combat receive a “1->” column shift. This chit may not be placed with an HQ that already has the
Bazaine’s Malaise chit on it, unless there is no choice. Note also that this chit only affects those units that are physically on the map —
not units that are entering the game as reinforcements.

MITRAILLEUSE FIRE:

The French player may immediately conduct Fire Combat with any one Mitrailleuse-equipped Artillery unit (with an “m” on the
counter) on any eligible target within a 3-hex range. This fire is always at Effective Range. Resolve the fire normally starting with the
“6” Combat Factor column (if the unit is on its full-strength side) or with the “3” column if on its reduced-strength side (regardless
of the actual Combat Factor of the Artillery unit!). Adjust normally for all other conditions. If an “MT” result is achieved, reduce the
Morale Rating of the targeted unit by “-1”.

PRUSSIAN AGGRESSIVE TACTICS:

'The French player may immediately select any one Prussian Infantry unit that is within two hexes of any French non-HQ unit. The
French player rolls a die. If the selected Prussian unit is currently out of Command Range, add “+2” to the die roll. If the total is 1 -4,
Prussian officers retain control and this chit has no effect. If the total is 5 — 6, that Prussian unit is immediately moved (if not already
adjacent), by the French player, one hex closer to any French unit within two hexes. Normal Defensive Fire rules apply. If that Prussian
unit is then adjacent to a French unit, it must conduct an immediate Assault Combat against a French unit chosen by the French player,
resolved normally. Note that the selected Prussian unit can be under either HQ Order.
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