Scenario n°1: 13 June 1800, Victor pursues the Austrians to the bridgehead.

(Marc Brandsma). Translated by Charles Vasey, reviewed by Troy Nichols.

13 June 1800 at six in the evening, Gardanne's division, which formed the advance guard of the French Army, engaged the Austrians under O'Reilly and swiftly captured the village of Marengo. They pursued the enemy and were stopped, as night fell, by artillery fire from the bridgehead. This action had the consequence of removing the Austrian army's lodgement on the plain upon which the next day's battle was to occur. 

Specific supplementary rules 

Orders and Activation: 

The commanders-in-chief were not present, rule 2.2 is modified as follows: the 4 AM’s of the two sides (later 5 when Ott enters play) are all put in the pool during each of the three turns of play. JdG Classic: The commanders-in-chief were not present on the field of battle, the formations of both sides are Without Orders and must test for commander initiative (2.4) to be placed With Orders. Exception: Victor's formation (French) is automatically With Orders on the first turn. 

Length: 

The scenario starts at 17h20 and lasts 3 turns (that is 20h00 inclusive).

Victory conditions: 

Use the flag markers to show the objectives.

The French player must have controlled, at any stage, at least two of the following three objectives: Marengo (0712), Peterbona (0412), bridgehead (0110). 

The Austrian player, at the end of the game, must control the village of Marengo (0712) and all the road hexes between 0110 and 0613 inclusive must be free of French counters (but not necessarily French ZOCs). 

Any other result is a draw

Initiative: 

The French player automatically has strategic initiative on the first turn.

Direction of retreat: 

Austrians: West edge of the map, towards Alexandrie, units moving towards the bridgehead (0110)

French: East edge of the map. 

Initial deployment: 

The Austrian player deploys and faces his counters first.

Austrians: 

AM available: 2 AM O'Reilly

( O'Reilly: 

Banat, 5e Warasdin-Kreuz, 3e Ogulin and 2e Ottocac and Art. Lég. (5 counters): set up at the player's choice in Marengo (0712) and within one hex of the city.

5e Hussars: 0412

Reserve artillery (1 counter) of O'Reilly's formation: 0110

French: 

AM available: 2 AM Victor

(Victor: 

11e Hu: 1115 

44e Ligne (2 counters), 101e/102e Ligne (2 counters) and 10/6e artillery: 1014 and 1015

24e Légère (2 counters), 43e Ligne (2 counters), 96e Ligne (2 counters) and 4/5e

Artillery: on the road between 1313 and 1614

Reinforcements: 

Upon a French counter moving within 2 hexes of the bridge head  (0110), the 51e Splenyi (Ott) is placed upon 0110 and 1st AM Ott is immediately added to the AM draw pool. The 51e Splenyi (1 counter) may only enter the game if its placement does not breach stacking rules. Otherwise, its arrival is delayed until the limits can be met. The 2nd Ott AM enters on the following turn. 

Scenario n°2: 14 June 1800, Victory in extremis by Bonaparte (by Marc Brandsma)

Poorly informed and in the certain belief that Mélas would try to escape from the trap by a flank march, Bonaparte dispersed further his forces in the hunt for the Austrians. But they were even then launching a massed attack on the centre of the Armée de Réserve. What followed was to be an intense battle. Lost for some time by the French, it was transformed into a stunning victory by forces arriving on the field and who fell suddenly on the Austrians who were already celebrating their victory. Desaix and Kellermann earned fresh laurels for Bonaparte, who would be able to profit from them.

Specific supplementary rules 

Orders and Activation:

The Austrian player is required to enter the units from the Frimont, Hadik/Kaim and Von Morzin formations, which are part of the first turn Reinforcements (8h00), strictly in the order given in the scenario. Under this schedule, the formations are activated in the correct order, irrespective of the AM drawn (for example: even if the Von Morzin AM is drawn, it is Frimont's formation that enters first as reinforcements etc.). The O'Reilly formation is not affected by this rule. This limit ceases to apply in the second turn, the Austrian player then enters his units in the order resulting from the random draw of AM.

Note: The Austrian player must realise that moving his army through his sole bridge head is a task requiring organisation and discipline. He is reminded to take account of the effects of routing units moving through hexes containing friendly units. 

Removal of Mélas from the battle: 

Tired and wounded, Mélas (71 years old) prematurely withdrew from the battlefield about 15h00. To simulate this event starting with the 14h40 (phase P1), use Zach as the new Austrian commander-in-chief. 

The Mélas counter is removed from the map during phase F. of the 13h20 turn and is replaced by the Zach counter (placed in the same hex.). 

Commanders-in-chief: 

In the case of an elimination (2.5), Bonaparte is replaced by Lannes counter (with the orange rectangle) and Mélas by Zach. If they are in their own turn eliminated use the standard rule (2.5).

Length:

The scenario starts at 8h00 and lasts 10 turns (up to the 20h00 turn inclusive).

Victory conditions: 

For an automatic victory, the following conditions must be achieved, during phase P5 (F) of any turn. For the Austrian player, exit from the map, between hex 3208 and 3215, Mélas (or Zach) and at least 20 cavalry or infantry units and 5 artillery units (all of these units must be in good order). For the French player, disorganise at least 4 Austrian formations (a formation is disorganised when at least half of its cavalry or infantry units are eliminated or routing). If the automatic Victory conditions are not achieved, the result is calculated based on the number of victory points scored by both sides. The victor is the player who has scored 9 points more than his opponent. If the difference in Victory Points between the two sides is 8 or less then the game is a draw.

Victory points are scored as follows:

1 point per enemy unit routing (on the map) at the end of the game;

2 points per enemy infantry and cavalry unit and per point of artillery eliminated;

Points received for control of hexes received by the player whose units last occupied the hexes. (Use the Flag Markers):

· Bridgehead (0110) and St. Giuliano vecchio (3212)---5 points

· Marengo (0712)---3 points

· Castelceriolo (1105, 1205), Spinetta (1015, 1016), and Cassina Grosssa (2116) --- 2 points each

· Barbotta (0810), Villanova (1907), Guasca (1812), and Picinin (2709) --- 1 point each.

Initiative:

The Austrian player automatically has the strategic initiative on the first two turns.

Direction of retreat: 

Austrians: West edge of the map, towards Alexandrie, units moving towards the bridgehead (0110)

French: East edge of the map. 

Initial deployment:

The two French CAM and the Austrian Zach AM are used in this scenario, and are used as stated in the specific rules for Marengo 1800 (2.1 Activation Markers). The French player sets-up and faces his units first.

French:

8 AM’s available: 2 for Victor, 2 for Lannes, and 2 for Murat. CAM Grande Charge and Marmont
( Victor:

11e Hu.: 0816 

44e Ligne (2 counters) and 10/6e artillery: 0412;

101and 102e Ligne (2 counters): 0511 

24e Lég. (2 counters) and 4/5e artillery: 0814 

43e Ligne (2 counters): 0813 

96e Ligne (2 counters): 0815 

6e Dr.: 0913

12e Ch.: 0915

( Lannes:

6e Lég. (2 counters) and 2/2e artillery: 3112 

22e Ligne (2 counters): 3113 

40e Ligne (2 counters): 3114 

28e Ligne: 3111

( Murat:
2e/21e Cav. and 20e Cav.: 3110 

1er Dr. and 8e/9e Dr.: 3109

Austrians:

2 AM’s available: 2 O'Reilly AM’s. The Zach AM may be used (as per Specific Battle Rules 2.1.)

( Mélas and Reserve artillery (O'Reilly): 0110

( O'Reilly:

5e Warasdin-Kreuz and Art. Lég.: 0211

Banat: 0210

3e Ogulin and 2e Ottocac: 0110

Reinforcements: 

French: 

9h20: Bonaparte (3212)

10h40: Garde Cons., 2 AM’s (1st AM) Garde Consulaire, Bessières,

            Soulès, Artillerie: 3209; Desaix: 2 AM’s (1st AM) Desaix, 19e Lég., 70e Ligne,

            72e Ligne, 5/2e artillery (6 counters): 3212

12h00: 2nd AM Garde Consulaire and 2nd Desaix AM;

14h40: Desaix: 9e Lég., 30e Ligne, 59e Ligne, 4/2e artillery, 1er Hu.,

            3e Cav. (9 counters): 3212;

16h00: Murat: 12e Hu. and 21e Ch. in any hex between 1601 and 2601.

Austrians: 

8h00: O'Reilly: 5e Hu., 8e Hu. Nauendorff and 8e Dr. Wurtenburg: 0110;

In strictly the following order: 

1. Frimont: 1st AM Frimont, 1er Dr. Emp., Ch. Bussy, Bach Am Ende, Ch. Mariassy, Art. Lég. (5 counters): 0110;

2. Hadik/Kaim: 1st AM Hadik/Kaim, 52e Arch. Antoine, 53e Jellacic, 11e Wallis, 1er Dr. Emp., 4e Dr. Karaczay, 63e Arch. Joseph, 23e Von Toscana, 47e Fr. Kinsky, 2 counters Art. Lég. (14 counters): 0110;

3. Von Morzin: 1st AM Von Morzin, Gr. Weidenfeld, Gr. Lattermann, and 2 counters of artillery (6 counters): 0110.

9h20: 2nd Frimont AM, 2nd AM Hadik/Kaim, and 2nd AM Von Morzin; Ott:: 1st AM Ott, 28e Frölich, 10e Dr Lobkowitz, 40e Mittrowsky, 51e Splenyi, 57e Colloredo, 17e Hohenhole, 18e Stuart, 3 counters artillery (13 counters): 0110; Elnitz: 1st AM Elsnitz, 3e Dr. Arch. Jean, 9e Dr. Lichtenstein, Art. Lég. (5 counters): 0110 

10h40: 2nd AM Ott and 2nd AM Elsnitz

14h40: AM Zach (see specific rule)

Scenario 3: Non-historical Variant 

This variant permit the use of units in the game, in scenario n°2, that did not actually fight at Marengo, who might have done had Mélas and Bonaparte taken the necessary decisions on the morning of 14 June 1800. It is now up to you to discover what would happen in this non-historical scenario by adding the following to the scenario 2 Reinforcements:

French:

13h20: Lapoype: 2 AM’s (1st AM) Lapoype, 1er Lég., 29e Ligne, 91e Ligne (5 counters): 3212; Murat: 12e Hu., 21e Ch. (2 counters): 3202;

14h40: 2nd AM Lapoype,

Austrians:

9h20: Elsnitz: 7e Hu and 9e Hu. Erdödy (4 counters): 0110;

Note: The entry of Rivaud's Brigade (12e Hu. and 21e Ch.) is moved to 16h00 from 13h20, these are not new units, but historically, this cavalry brigade failed to be used due to a lack of orders from headquarters.

13 and 14 June 1800: The prologue to apotheosis

To add some of the thrill of uncertainty surrounding the conditions before the battle of 14 June, it is possible to play scenario n°1 and then run into scenario n°2, making the following adjustments between the two:

A) All units on the map remain in the position they had at the end of scenario n°1 (they are not placed as indicated in the scenario n°2 set-up), with the following adjustments;

B) All disorganised and routed units on the map are placed in good order in their hex, eliminated units remain so and are not returned to the game;

C) Isolated units, those that are 2 hexes or more from other units of their formation, must move towards their formation with a movement of 2 hex maximum. Austrian units must move towards the bridgehead (0110). 

D) Lannes' formation and the units of Murat's formation are placed on the map in their set-up positions for scenario n°2;

E) The 6e Dr. and le 12e Ch. (Victor) are placed adjacent to any of Victor's formation.

Specific and supplementary rules, initiative and direction of retreat: 

As in scenarios 1 and 2 during the course of the game.

Length: 

The scenario begins on 13 June at 17h20 and lasts until the 20h00 inclusive, then on 14 June from 8h00 to 20h00 inclusive, that is 13 game turns in total. The adjustments described in A) and B) above are made after the 20h00 turn and before the 8h00 of the next day. Note: the 6h40 turn is not played.

Victory conditions:

The Victory conditions are those of scenario n°2.

Initial deployment:

As in scenario n°1

Reinforcements:

The Reinforcements enter the games as provided for by the two scenarios, including those from the non-historical scenario if the players so agree.  

Note: ALL ITEMS IN BLUE PERTAINS TO JDeG CLASSIC GAMES ONLY 

MORE Scénarios on http://perso.club-internet.fr/fredbey/


























































