
Norte de Italia, 1800, durante la Guerra de la 
Segunda Coalición: Sorprendido por el avance 
Austriaco hacia Génova a mediados de abril, 
Bonaparte respondió rápidamente con un brillante 
cruce de los Alpes por el paso del Gran San 
Bernardo a mediados de mayo. Tras cortar la línea 
de comunicaciones Austriaca al derrotar al 
General Ott en Montebello el 9 de junio, los 
Franceses se acercaron al Ejército Austriaco al 
mando del General Melas, que se había 
concentrado en Alessandria. Pero, engañado por 
un doble agente local, Bonaparte separó Fuerzas 
considerables. El 14 de junio, Melas lanzó un 
Ataque sorpresa a primera hora de la mañana. 
Los Asaltos Austriacos contra el centro Francés en 
Marengo se intensificaron durante toda la mañana 
mientras las Fuerzas Francesas locales se 
apresuraban a responder. Pero no fue hasta las 
10:00 de la mañana cuando Bonaparte se dio 
cuenta del peligro al que se enfrentaba y retiró a 
sus Fuerzas recientemente destacadas, incluida la 
del General Desaix, que ya había tomado la 
iniciativa marchando hacia el sonido de los 
cañones. Mientras tanto, la izquierda Austriaca 
había tomado Castelceriolo y, tras renovar su 
Asalto principal, finalmente rompieron la posición 

central Francesa. A las 14:30, los Franceses se 
dirigían hacia el este, hacia San Giuliano Vecchio. 
Con los Franceses superados en número y 
expulsados de su mejor posición defensiva, la 
batalla parecía ganada por los Austriacos. Melas, 
de 71 años y ligeramente herido, cedió el mando a 
su jefe de estado mayor para que persiguiera a los 
Franceses “en fuga”. 
Sin embargo, la llegada de Desaix hacia las 17:30 
estabilizó la posición Francesa al norte de Cascina 
Grossa. Cuando llegaron las tropas Austriacas 
perseguidoras, el intenso fuego de mosquetería y 
Artillería ocultó la carga de Caballería de 
Kellermann, que convirtió la persecución Austriaca 
en una huida desordenada, con 14.000 muertos, 
heridos o capturados. Las bajas Francesas fueron 
del Orden de 5.600, pero incluyeron a Desaix, el 
salvador de la jornada. La batalla de Marengo 
selló une victoire politique (una victoria política) 
que cimentó el control de Bonaparte sobre el poder. 
Aunque en realidad fue una victoria en el último 
suspiro, Marengo fue mitificada instantáneamente 
en un boletín del Ejército, y más tarde en tres 
Informes Oficiales cada vez más glamurosos 
durante el reinado de Napoleón. 
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Northern Italy, 1800, during the War of the Second Coali-
tion: Surprised by the Austrian advance toward Genoa in mid-
April, Bonaparte responded quickly with a brilliant crossing of
the Alps through the Great St. Bernard Pass in mid-May. Af-
ter cutting the Austrian line of communications by defeating
General Ott at Montebello on 9 June, the French closed in on
the Austrian army under General Melas, which had massed
in Alessandria. However, deceived by a local double agent,
Bonaparte detached considerable forces. On 14 June, Melas
launched an early morning surprise attack.

The Austrian assaults against the French center at Marengo
grew in strength all morning as the local French forces there
scrambled to respond. But it was only at 10:00 am that Bona-
parte realized the full danger he was facing, and recalled his re-
cently detached forces, including that of General Desaix, who
had already taken the initiative by marching towards the sound
of guns. Meanwhile, the Austrian left had taken Castelceriolo
and, after renewing their main assault, they finally broke the

central French position. By 2:30 pm the French were with-
drawing steadily eastward toward San Giuliano Vecchio. With
the French outnumbered and driven from their best defensive
position, the battle seemed to be won by the Austrians. Melas,
71 years old and slightly wounded, handed over command to
his chief-of-staff to pursue the “fleeing” French.

However, Desaix’s arrival around 5:30 pm stabilized the
French position north of Cascina Grossa. When the pursuing
Austrian troops arrived, heavy musketry and artillery fire con-
cealed Kellermann’s cavalry charge, which threw the Austrian
pursuit into a disordered flight, with 14,000 killed, wounded or
captured. The French casualties were on the order of 5,600, but
included Desaix, the savior of the day. The Battle of Marengo
sealed une victoire politique (a political victory) that cemented
Bonaparte’s grip on power. Although a last-gasp victory in
reality, Marengo was mythologized instantly in an army bul-
letin, and later on by three increasingly glamorized Official
Reports during Napoleon’s reign.



1. Introducción 
TRIOMPHE À MARENGO es un juego para dos 
jugadores basado en la Batalla de Marengo librada 
el 14 de junio de 1800 (25 Pradial VIII según el 
calendario revolucionario francés). 
En el juego, el Ejército Francés ocupa el mapa al 
inicio. El Ejército Austriaco entra en el mapa desde 
el oeste. Los Austriacos deben avanzar con Fuerza 
y rapidez hacia el este para derrotar a los dispersos 
Franceses antes de que puedan concentrarse, 
mientras que los Franceses deben cambiar espacio 
por tiempo. 
El estilo visual y el esquema de colores del juego 
están tomados de la tradición de los mapas de los 
campos de batalla del siglo XIX, en los que se 
dibujaban líneas azules y rojas para representar a 
los Ejércitos enfrentados. 
El juego incluye los siguientes componentes: 

• Un tablero de juego. 
• 80 bloques de madera rectangulares rojos y 

azules. 
• 12 fichas rojas y 15 azules para registrar la 

Moral.  
• Una ficha negra para marcar el Tiempo. 
• Este reglamento. 

Nota especial: Los jugadores familiarizados con 
Bonaparte at Marengo deben saltar a la sección 22, 
que resume las diferencias, antes de volver a leer el 
resto del reglamento. 

2. Piezas del Juego 
Los bloques de madera son las Piezas del juego. El 
color identifica al Ejército. Cada pieza tiene una 
Cara marcada con símbolos. El número de 
símbolos es la Fuerza de la pieza. El tipo de 
símbolo es el tipo de pieza: Infantería, Caballería 
o Artillería. Observa los siguientes ejemplos: 

Generalmente, los jugadores pueden ver las caras 
de sus propias piezas pero las ocultan a su 
oponente. En ciertas situaciones las reglas 
requieren que un Jugador revele la cara de una 
pieza, y luego la oculte de nuevo. 
Durante la partida, las piezas pueden ver perder 
parte o toda su Fuerza como resultado de Ataques y 
Retiradas. Una pieza con una pérdida se retira y se 
recoloca otra pieza del mismo tipo y un punto 
menos de Fuerza. (Por ejemplo, una Infantería de 
Fuerza 3 que sufre una pérdida se sustituye por una 
Infantería de Fuerza 2). Una pieza que sufre 
pérdidas como para llegar a Fuerza 0 se elimina sin 
reemplazo. Las caras de las piezas reducidas y sus 
Reemplazos se revelan brevemente durante el 
cambio. 

A plena Fuerza, una pieza de Infantería representa 
unos 2000 soldados, una pieza de Caballería 
representa unos 1200 soldados, y una pieza de 
Artillería representa unos 40 cañones y sus 
dotaciones. 
Las fichas de Moral del juego no representan 
fuerzas militares y no se consideran piezas. Existen 
únicamente para registrar la Moral (ver sección 18) 
y no tienen ningún otro efecto en el juego. 

3. El Mapa del Juego 
El mapa está cubierto por polígonos. Los polígonos 
son Localizaciones. Los Localizaciones regulan la 
ubicación y el movimiento de las piezas. 
Dentro de una Localización hay varias Posiciones: 
El interior de la Localización es la Posición de 
Reserva. Cada borde de la Localización es una 
Posición de Paso. 
Una pieza en una Localización ocupa una Posición 
específica en esa Localización. Puede estar en la 
Reserva o Bloqueando una de los pasos. Varias 
piezas pueden estar en la misma Posición. Se 
considera que una Localización está ocupada por 
un Ejército si tiene alguna(s) pieza(s) en alguna(s) 
Posición(es) de esa Localización. 
Las piezas en la misma Posición pueden estar 
dispuestas de cualquier forma que sea conveniente, 
siempre que quede claro qué piezas están en cada 
Posición. 

Las Localizaciones son Adyacentes si tienen pasos 
paralelos. No son adyacentes si sólo comparten sus 
esquinas. Los pasos que hay entre Localizaciones 
adyacentes son Pasos Opuestos. 

Los pasos pueden ser estrechos o anchos. 

Para Bloquear Completamente un paso, se 
necesitan al menos dos piezas bloqueando si el 
paso es ancho; sólo una si es estrecho. Un paso 
ancho bloqueado por una sola pieza se considera 
Parcialmente Bloqueado. 
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1 Introduction

TRIOMPHE À MARENGO is a two-player game based on the
Battle of Marengo fought on 14 June 1800 (25 Prairial VIII by
the French Revolutionary calendar).

In the game, the French army occupies the map at the start.
The Austrian army enters the map from the west. The Austri-
ans must drive hard and fast to the east to defeat the scattered
French before they can concentrate, while the French must trade
space for time.

The game’s visual style and color scheme is taken from the tra-
dition of 19th-century battlefield maps, in which blue and red
lines were drawn to represent the opposing armies.

The game includes the following components:

• One game board.

• 80 rectangular red and blue wooden blocks.

• 12 red and 15 blue tokens for tracking morale.

• One black token for tracking time.

• This rules booklet.

Special Note: Players familiar with Bonaparte at Marengo
should skip ahead to section 22, which summarizes differ-
ences, before returning to read the rest of the rule book.

2 Playing Pieces

The wooden blocks are the game’s playing pieces. Color iden-
tifies army. Each piece has a face marked with symbols. The
number of symbols is the piece’s strength. The kind of sym-
bol is the piece’s type: infantry, cavalry, or artillery. See the
examples below:

Generally, players can see the faces of their own pieces but con-
ceal them from their opponent. In certain situations the rules
require a player to reveal the face of a piece, then conceal it
again.

During play, pieces can be reduced in strength as a result of at-
tacks and retreats. A piece is reduced by removing it and re-
placing it with another piece of the same type and one-point
lower strength. (For example, a 3-strength infantry is reduced
by replacing it with a 2-strength infantry.) A piece reduced to 0-
strength is removed without replacement. The faces of reduced
pieces and their replacements are briefly revealed during sub-
stitution.

At full strength, an infantry piece represents about 2000 sol-
diers, a cavalry piece represents about 1200 troopers, and an
artillery piece represents about 40 guns and their crews.

The game’s morale tokens do not represent military forces and
are not considered pieces. They exist solely to track morale (see
section 18) and have no other effect on play.

3 The Game Map

The game map is overlaid with polygons. The polygons are lo-
cales. Locales regulate pieces’ location and movement.

Within a locale are multiple positions: The locale interior is the
reserve position. Each locale side is an approach position.

A piece in a locale occupies a specific position in that locale.
That can be either in reserve or blocking one of the approaches.
Multiple pieces can be in the same position. A locale is con-
sidered to be occupied by an army if it has any piece(s) in any
position(s) in that locale.

Pieces in the same position can be arranged any way that is con-
venient, providing only that it is clear which pieces are in which
positions.

Locales are adjacent if they meet at parallel approaches. They
are not adjacent if they meet only at their corners. The ap-
proaches between adjacent locales are opposite approaches.

Approaches can be narrow or wide.

To fully block an approach, at least two blocking pieces are re-
quired if the approach is wide; just one if it is narrow. A wide
approach blocked by a single piece is said to be partly blocked.

Locale symbols are explained below:

Infantry and cavalry penalties. Assaults across them led
by the matching piece type are penalized when they are
in the approach occupied by the defender.

Artillery penalty. Artillery cannot bombard or conduct
assault defensive artillery fire across it where it is in the
approach opposite the artillery.

Impassable. Pieces can neither occupy nor cross it.

Cavalry-obstructing. When in the defending side’s ap-
proach, cavalry is severely restricted in its ability to at-
tack and defend.

Locale capacity. Pieces may not enter a locale (even to
pass through it) if doing so would cause the number of
friendly pieces in the locale to exceed its capacity.

Main roads (top) and local roads (bottom). Pieces can
move up to three locales a turn by road, and, if the road
is a main road, they can do so at no command cost.

French set-up. The symbol count is the piece count.

Objective line. Used in marginal victory conditions.

Approach direction. An arrow pointing west to east. The
Austrians can retreat east and the French west only if
there are no other choices.

All the remaining map artwork (towns, swamps, elevation con-
tours, etc.) is purely decorative and has no effect on play.

Infantería Francesa de Fuerza 3

Caballería Francesa de Fuerza 2

Artillería Austriaca de Fuerza 1
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TRIOMPHE À MARENGO is a two-player game based on the
Battle of Marengo fought on 14 June 1800 (25 Prairial VIII by
the French Revolutionary calendar).

In the game, the French army occupies the map at the start.
The Austrian army enters the map from the west. The Austri-
ans must drive hard and fast to the east to defeat the scattered
French before they can concentrate, while the French must trade
space for time.

The game’s visual style and color scheme is taken from the tra-
dition of 19th-century battlefield maps, in which blue and red
lines were drawn to represent the opposing armies.

The game includes the following components:

• One game board.

• 80 rectangular red and blue wooden blocks.

• 12 red and 15 blue tokens for tracking morale.

• One black token for tracking time.

• This rules booklet.

Special Note: Players familiar with Bonaparte at Marengo
should skip ahead to section 22, which summarizes differ-
ences, before returning to read the rest of the rule book.

2 Playing Pieces

The wooden blocks are the game’s playing pieces. Color iden-
tifies army. Each piece has a face marked with symbols. The
number of symbols is the piece’s strength. The kind of sym-
bol is the piece’s type: infantry, cavalry, or artillery. See the
examples below:

Generally, players can see the faces of their own pieces but con-
ceal them from their opponent. In certain situations the rules
require a player to reveal the face of a piece, then conceal it
again.

During play, pieces can be reduced in strength as a result of at-
tacks and retreats. A piece is reduced by removing it and re-
placing it with another piece of the same type and one-point
lower strength. (For example, a 3-strength infantry is reduced
by replacing it with a 2-strength infantry.) A piece reduced to 0-
strength is removed without replacement. The faces of reduced
pieces and their replacements are briefly revealed during sub-
stitution.

At full strength, an infantry piece represents about 2000 sol-
diers, a cavalry piece represents about 1200 troopers, and an
artillery piece represents about 40 guns and their crews.

The game’s morale tokens do not represent military forces and
are not considered pieces. They exist solely to track morale (see
section 18) and have no other effect on play.

3 The Game Map

The game map is overlaid with polygons. The polygons are lo-
cales. Locales regulate pieces’ location and movement.

Within a locale are multiple positions: The locale interior is the
reserve position. Each locale side is an approach position.

A piece in a locale occupies a specific position in that locale.
That can be either in reserve or blocking one of the approaches.
Multiple pieces can be in the same position. A locale is con-
sidered to be occupied by an army if it has any piece(s) in any
position(s) in that locale.

Pieces in the same position can be arranged any way that is con-
venient, providing only that it is clear which pieces are in which
positions.

Locales are adjacent if they meet at parallel approaches. They
are not adjacent if they meet only at their corners. The ap-
proaches between adjacent locales are opposite approaches.

Approaches can be narrow or wide.

To fully block an approach, at least two blocking pieces are re-
quired if the approach is wide; just one if it is narrow. A wide
approach blocked by a single piece is said to be partly blocked.

Locale symbols are explained below:

Infantry and cavalry penalties. Assaults across them led
by the matching piece type are penalized when they are
in the approach occupied by the defender.

Artillery penalty. Artillery cannot bombard or conduct
assault defensive artillery fire across it where it is in the
approach opposite the artillery.

Impassable. Pieces can neither occupy nor cross it.

Cavalry-obstructing. When in the defending side’s ap-
proach, cavalry is severely restricted in its ability to at-
tack and defend.

Locale capacity. Pieces may not enter a locale (even to
pass through it) if doing so would cause the number of
friendly pieces in the locale to exceed its capacity.

Main roads (top) and local roads (bottom). Pieces can
move up to three locales a turn by road, and, if the road
is a main road, they can do so at no command cost.

French set-up. The symbol count is the piece count.

Objective line. Used in marginal victory conditions.

Approach direction. An arrow pointing west to east. The
Austrians can retreat east and the French west only if
there are no other choices.

All the remaining map artwork (towns, swamps, elevation con-
tours, etc.) is purely decorative and has no effect on play.

Bloqueando

En Reserva

Bloqueando

2

1 Introduction
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Los símbolos de las Localizaciones se explican a 
continuación: 

Penalizaciones a Infantería y Caballería. Los 
Asaltos a través de ellos liderados por el tipo 
de pieza indicado tienen Penalización cuando 
están en el paso ocupado por el Defensor. 
Penalización a Artillería. La Artillería no 
puede Bombardear ni realizar Defensa de 
Artillería de Asalto a través de ella cuando está 
en el paso opuesto a la Artillería. 
Infranqueable. Las piezas no pueden ocuparla 
ni cruzarla. 
Obstrucción para Caballería. Cuando se 
encuentra en el Paso del Defensor, la 
Caballería ve seriamente limitada su capacidad 
de Ataque y Defensa. 
Capacidad de la Localización. Las piezas no 
pueden entrar en una Localización (ni siquiera 
para atravesarla) si al hacerlo el número de 
piezas amigas en la Localización excede su 
capacidad. 
Carreteras Principales (arriba) y Carreteras 
Locales (abajo). Las piezas pueden mover 
hasta tres localizaciones por turno por 
Carretera y, si la Carretera es principal, pueden 
hacerlo sin Coste de Orden. 
Preparación Francesa. El número de símbolos 
es el número de piezas. 
Línea de Objetivo. Se usa en Condiciones de 
Victoria Marginal. 
Dirección del Paso. Una flecha apuntando de 
oeste a este. Los Austriacos pueden retirarse 
hacia el este y los Franceses hacia el oeste sólo 
si no hay otras opciones. 

Todas las demás ilustraciones del mapa (ciudades, 
pantanos, elevaciones, etc.) son puramente 
decorativas y no tienen ningún efecto sobre el 
juego. 

4. Preparación 
(1) En el Registro de Tiempo (PISTE HORAIRE), 
pon el marcador de Tiempo en el espacio de las 
6:00AM (6 h), y pon 12 fichas de Moral Francesas 
y 12 Austriacas en los espacios indicados. 
(2) Coloca 3 fichas de Moral Francesas en el Área 
de Moral No Comprometida (ZONE DE MORAL 
NON ENGAGÉ) indicada. 
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1 Introduction

TRIOMPHE À MARENGO is a two-player game based on the
Battle of Marengo fought on 14 June 1800 (25 Prairial VIII by
the French Revolutionary calendar).

In the game, the French army occupies the map at the start.
The Austrian army enters the map from the west. The Austri-
ans must drive hard and fast to the east to defeat the scattered
French before they can concentrate, while the French must trade
space for time.

The game’s visual style and color scheme is taken from the tra-
dition of 19th-century battlefield maps, in which blue and red
lines were drawn to represent the opposing armies.

The game includes the following components:

• One game board.

• 80 rectangular red and blue wooden blocks.

• 12 red and 15 blue tokens for tracking morale.

• One black token for tracking time.

• This rules booklet.

Special Note: Players familiar with Bonaparte at Marengo
should skip ahead to section 22, which summarizes differ-
ences, before returning to read the rest of the rule book.

2 Playing Pieces

The wooden blocks are the game’s playing pieces. Color iden-
tifies army. Each piece has a face marked with symbols. The
number of symbols is the piece’s strength. The kind of sym-
bol is the piece’s type: infantry, cavalry, or artillery. See the
examples below:

Generally, players can see the faces of their own pieces but con-
ceal them from their opponent. In certain situations the rules
require a player to reveal the face of a piece, then conceal it
again.

During play, pieces can be reduced in strength as a result of at-
tacks and retreats. A piece is reduced by removing it and re-
placing it with another piece of the same type and one-point
lower strength. (For example, a 3-strength infantry is reduced
by replacing it with a 2-strength infantry.) A piece reduced to 0-
strength is removed without replacement. The faces of reduced
pieces and their replacements are briefly revealed during sub-
stitution.

At full strength, an infantry piece represents about 2000 sol-
diers, a cavalry piece represents about 1200 troopers, and an
artillery piece represents about 40 guns and their crews.

The game’s morale tokens do not represent military forces and
are not considered pieces. They exist solely to track morale (see
section 18) and have no other effect on play.

3 The Game Map

The game map is overlaid with polygons. The polygons are lo-
cales. Locales regulate pieces’ location and movement.

Within a locale are multiple positions: The locale interior is the
reserve position. Each locale side is an approach position.

A piece in a locale occupies a specific position in that locale.
That can be either in reserve or blocking one of the approaches.
Multiple pieces can be in the same position. A locale is con-
sidered to be occupied by an army if it has any piece(s) in any
position(s) in that locale.

Pieces in the same position can be arranged any way that is con-
venient, providing only that it is clear which pieces are in which
positions.

Locales are adjacent if they meet at parallel approaches. They
are not adjacent if they meet only at their corners. The ap-
proaches between adjacent locales are opposite approaches.

Approaches can be narrow or wide.

To fully block an approach, at least two blocking pieces are re-
quired if the approach is wide; just one if it is narrow. A wide
approach blocked by a single piece is said to be partly blocked.

Locale symbols are explained below:

Infantry and cavalry penalties. Assaults across them led
by the matching piece type are penalized when they are
in the approach occupied by the defender.

Artillery penalty. Artillery cannot bombard or conduct
assault defensive artillery fire across it where it is in the
approach opposite the artillery.

Impassable. Pieces can neither occupy nor cross it.

Cavalry-obstructing. When in the defending side’s ap-
proach, cavalry is severely restricted in its ability to at-
tack and defend.

Locale capacity. Pieces may not enter a locale (even to
pass through it) if doing so would cause the number of
friendly pieces in the locale to exceed its capacity.

Main roads (top) and local roads (bottom). Pieces can
move up to three locales a turn by road, and, if the road
is a main road, they can do so at no command cost.

French set-up. The symbol count is the piece count.

Objective line. Used in marginal victory conditions.

Approach direction. An arrow pointing west to east. The
Austrians can retreat east and the French west only if
there are no other choices.

All the remaining map artwork (towns, swamps, elevation con-
tours, etc.) is purely decorative and has no effect on play.
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lines were drawn to represent the opposing armies.

The game includes the following components:

• One game board.

• 80 rectangular red and blue wooden blocks.

• 12 red and 15 blue tokens for tracking morale.

• One black token for tracking time.

• This rules booklet.

Special Note: Players familiar with Bonaparte at Marengo
should skip ahead to section 22, which summarizes differ-
ences, before returning to read the rest of the rule book.

2 Playing Pieces

The wooden blocks are the game’s playing pieces. Color iden-
tifies army. Each piece has a face marked with symbols. The
number of symbols is the piece’s strength. The kind of sym-
bol is the piece’s type: infantry, cavalry, or artillery. See the
examples below:

Generally, players can see the faces of their own pieces but con-
ceal them from their opponent. In certain situations the rules
require a player to reveal the face of a piece, then conceal it
again.

During play, pieces can be reduced in strength as a result of at-
tacks and retreats. A piece is reduced by removing it and re-
placing it with another piece of the same type and one-point
lower strength. (For example, a 3-strength infantry is reduced
by replacing it with a 2-strength infantry.) A piece reduced to 0-
strength is removed without replacement. The faces of reduced
pieces and their replacements are briefly revealed during sub-
stitution.

At full strength, an infantry piece represents about 2000 sol-
diers, a cavalry piece represents about 1200 troopers, and an
artillery piece represents about 40 guns and their crews.

The game’s morale tokens do not represent military forces and
are not considered pieces. They exist solely to track morale (see
section 18) and have no other effect on play.

3 The Game Map

The game map is overlaid with polygons. The polygons are lo-
cales. Locales regulate pieces’ location and movement.

Within a locale are multiple positions: The locale interior is the
reserve position. Each locale side is an approach position.

A piece in a locale occupies a specific position in that locale.
That can be either in reserve or blocking one of the approaches.
Multiple pieces can be in the same position. A locale is con-
sidered to be occupied by an army if it has any piece(s) in any
position(s) in that locale.

Pieces in the same position can be arranged any way that is con-
venient, providing only that it is clear which pieces are in which
positions.

Locales are adjacent if they meet at parallel approaches. They
are not adjacent if they meet only at their corners. The ap-
proaches between adjacent locales are opposite approaches.

Approaches can be narrow or wide.

To fully block an approach, at least two blocking pieces are re-
quired if the approach is wide; just one if it is narrow. A wide
approach blocked by a single piece is said to be partly blocked.

Locale symbols are explained below:

Infantry and cavalry penalties. Assaults across them led
by the matching piece type are penalized when they are
in the approach occupied by the defender.

Artillery penalty. Artillery cannot bombard or conduct
assault defensive artillery fire across it where it is in the
approach opposite the artillery.

Impassable. Pieces can neither occupy nor cross it.

Cavalry-obstructing. When in the defending side’s ap-
proach, cavalry is severely restricted in its ability to at-
tack and defend.

Locale capacity. Pieces may not enter a locale (even to
pass through it) if doing so would cause the number of
friendly pieces in the locale to exceed its capacity.

Main roads (top) and local roads (bottom). Pieces can
move up to three locales a turn by road, and, if the road
is a main road, they can do so at no command cost.

French set-up. The symbol count is the piece count.

Objective line. Used in marginal victory conditions.

Approach direction. An arrow pointing west to east. The
Austrians can retreat east and the French west only if
there are no other choices.

All the remaining map artwork (towns, swamps, elevation con-
tours, etc.) is purely decorative and has no effect on play.
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TRIOMPHE À MARENGO is a two-player game based on the
Battle of Marengo fought on 14 June 1800 (25 Prairial VIII by
the French Revolutionary calendar).

In the game, the French army occupies the map at the start.
The Austrian army enters the map from the west. The Austri-
ans must drive hard and fast to the east to defeat the scattered
French before they can concentrate, while the French must trade
space for time.

The game’s visual style and color scheme is taken from the tra-
dition of 19th-century battlefield maps, in which blue and red
lines were drawn to represent the opposing armies.

The game includes the following components:

• One game board.

• 80 rectangular red and blue wooden blocks.

• 12 red and 15 blue tokens for tracking morale.

• One black token for tracking time.

• This rules booklet.

Special Note: Players familiar with Bonaparte at Marengo
should skip ahead to section 22, which summarizes differ-
ences, before returning to read the rest of the rule book.

2 Playing Pieces

The wooden blocks are the game’s playing pieces. Color iden-
tifies army. Each piece has a face marked with symbols. The
number of symbols is the piece’s strength. The kind of sym-
bol is the piece’s type: infantry, cavalry, or artillery. See the
examples below:

Generally, players can see the faces of their own pieces but con-
ceal them from their opponent. In certain situations the rules
require a player to reveal the face of a piece, then conceal it
again.

During play, pieces can be reduced in strength as a result of at-
tacks and retreats. A piece is reduced by removing it and re-
placing it with another piece of the same type and one-point
lower strength. (For example, a 3-strength infantry is reduced
by replacing it with a 2-strength infantry.) A piece reduced to 0-
strength is removed without replacement. The faces of reduced
pieces and their replacements are briefly revealed during sub-
stitution.

At full strength, an infantry piece represents about 2000 sol-
diers, a cavalry piece represents about 1200 troopers, and an
artillery piece represents about 40 guns and their crews.

The game’s morale tokens do not represent military forces and
are not considered pieces. They exist solely to track morale (see
section 18) and have no other effect on play.

3 The Game Map

The game map is overlaid with polygons. The polygons are lo-
cales. Locales regulate pieces’ location and movement.

Within a locale are multiple positions: The locale interior is the
reserve position. Each locale side is an approach position.

A piece in a locale occupies a specific position in that locale.
That can be either in reserve or blocking one of the approaches.
Multiple pieces can be in the same position. A locale is con-
sidered to be occupied by an army if it has any piece(s) in any
position(s) in that locale.

Pieces in the same position can be arranged any way that is con-
venient, providing only that it is clear which pieces are in which
positions.

Locales are adjacent if they meet at parallel approaches. They
are not adjacent if they meet only at their corners. The ap-
proaches between adjacent locales are opposite approaches.

Approaches can be narrow or wide.

To fully block an approach, at least two blocking pieces are re-
quired if the approach is wide; just one if it is narrow. A wide
approach blocked by a single piece is said to be partly blocked.

Locale symbols are explained below:

Infantry and cavalry penalties. Assaults across them led
by the matching piece type are penalized when they are
in the approach occupied by the defender.

Artillery penalty. Artillery cannot bombard or conduct
assault defensive artillery fire across it where it is in the
approach opposite the artillery.

Impassable. Pieces can neither occupy nor cross it.

Cavalry-obstructing. When in the defending side’s ap-
proach, cavalry is severely restricted in its ability to at-
tack and defend.

Locale capacity. Pieces may not enter a locale (even to
pass through it) if doing so would cause the number of
friendly pieces in the locale to exceed its capacity.

Main roads (top) and local roads (bottom). Pieces can
move up to three locales a turn by road, and, if the road
is a main road, they can do so at no command cost.

French set-up. The symbol count is the piece count.

Objective line. Used in marginal victory conditions.

Approach direction. An arrow pointing west to east. The
Austrians can retreat east and the French west only if
there are no other choices.

All the remaining map artwork (towns, swamps, elevation con-
tours, etc.) is purely decorative and has no effect on play.

2

1 Introduction
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4 Set-up

(1) On the time track (PISTE HORAIRE), put the time marker
in the 6:00AM (6 h) space, and put 12 French and 12 Austrian
morale tokens in spaces as shown.

(2) Put 3 French morale tokens in the uncommitted morale area
(ZONE DE MORAL NON ENGAGÉ) as shown.

(3) Put pieces face-up in the three set-up areas along the edges
of the board (Alessandria, AU DÉBUT, and RENFORTS), match-
ing the armies, strengths and types. Many pieces will be left
over. Left-over pieces are used as reduction replacements.

(4) Randomly shuffle the pieces from the French at-start (AU

DÉBUT) set-up area face-down. (The top of the game box can be
used for this) The French player blindly draws them and places
them in French set-up locales, matching the number of symbols
in each locale. Pieces are placed in reserve. The French player
may look at the faces only after they are been assigned their set-
up positions.

(5) Randomly shuffle as above, but this time use the pieces from
the French reinforcement (RENFORTS) set-up area to fill the
three French holding areas for 5:00PM, 11:00AM, and 4:00PM
(5 h, 11 h, and 4 h respectively). The French player may look at
the faces only after they are been assigned their holding areas.

(6) The Austrian player hides the faces of his pieces in the Aus-
trian set-up area (except the artillery) and shuffles them as per
section 17.

5 Sequence of Play

Rounds. The game is played as a series of 16 rounds. Each
represents one hour of historical time. In a round, each player
takes a turn: first the Austrian player, then the French player.
The time marker is then advanced one hour. The game ends
after the 9:00PM round.

Turns. In a player’s turn, they first perform any scheduled morale
updates (see section 18), then approach clean-up (see section 16),
then actions (see section 6), and finally morale clean-up (see sec-
tion 18).

6 Actions

In a player’s turn, actions are used to march and attack. March
actions have two types: off-road march (see section 7) and road
march (see section 8). Attack actions have three types: maneuver
attack (see section 9), bombardment (see section 10), and assault
(see section 11). One additional special action type of is organize
(see section 14).

A player gets a total of three (3) commands per turn. Most ac-
tions require that a command be expended to perform the ac-
tion. Exceptions are off-road marches that qualify as defensive
marches (see section 7), road marches on main roads, and all

bombardment actions, any of which can be performed without
expending a command.

Actions are performed sequentially. One must be completed
before another can begin.

Once a piece has participated in an action that turn (whether
or not that action has a command cost), it is done for the turn
and cannot participate in a second action that turn (whether or
not the second action has a command cost). There is one excep-
tion to this restriction: the organize action. A piece that partic-
ipates in an organize action can participate in a second action
that turn.

No more than three (3) pieces can ever participate in a single ac-
tion. Even lower limits apply to road marches (one piece) and
organize actions (one or two pieces as per section 15).

7 Off-Road Marches

A piece performing an off-road march action can move within
its locale or to an adjacent locale. An off-road march cannot be
made into an enemy-occupied locale.

To make an off-road march together as a single action, all the
pieces must move from the same locale and position, to the same
locale and position.

From reserve, a piece can off-road march as follows:

• It may march into the reserve position in an adjacent lo-
cale.

• It may march to block an approach of the locale it occu-
pies. The locale opposite the approach must be enemy-
occupied. The march can qualify as a defensive march and
made at no command cost if it does not result in more friendly
pieces in the approach than the minimum needed to fully block
it.

From an approach, a piece can off-road march as follows:

• It may march into reserve in its own locale.

• It may march into reserve in the adjacent (opposite) lo-
cale.

8 Road Marches

A piece performing a road march action can move up to three
locales in a single turn, entering one after another. The start
locale, the approaches and locales crossed, and the end locale
must be connected by continuous, unbroken road. (A piece
starting or arriving at an intersection can leave it along any of
the intersecting roads. An intersection does not break a road.)

To road march, a piece must start its turn in reserve.

Registro de 
Tiempo

Área de Moral 
No 

Comprometida

Área de 
Despliegue 
Austriaca

Área de Despliegue 
Francesa Inicial

Área de Despliegue de 
Refuerzos Franceses Área de 

Espera 
Francesa de 
las 5:00 AM

Área de 
Espera 

Francesa de 
las 11:00 AM

Área de 
Espera 

Francesa de 
las 4:00 PM



cualquiera de las cuales se puede realizar sin gastar 
una Orden. 
Las Acciones se realizan secuencialmente. Cada 
Acción debe ser completada antes de que otra 
pueda comenzar. 
Una vez que una pieza ha participado en una 
Acción ese turno (tenga o no Coste de Orden esa 
Acción), ha terminado por ese turno y no puede 
participar en una segunda Acción ese turno (tenga o 
no Coste de Orden la segunda Acción). Hay una 
excepción a esta restricción: la Acción Organizar. 
Una pieza que participe en una Acción de 
Organizar puede participar en una segunda Acción 
ese turno. 
No más de tres (3) piezas pueden participar en una 
sola Acción. Hay límites aún más bajos para las 
Marchas por Carretera (una pieza) y para las 
Acciones de Organizar (una o dos piezas según la 
sección 15). 

7. Marchas Campo a Través 
Una pieza que realiza una Acción de Marcha 
Campo a Través puede moverse dentro de su 
Localización o a una Localización adyacente. Una 
Marcha Campo a Través no puede realizarse hacia 
una Localización ocupada por el enemigo. 
Para realizar una Marcha Campo a Través como 
una única Acción, todas las piezas deben moverse 
desde la misma Localización y Posición a la misma 
Localización y Posición. 
Desde la Reserva, una pieza puede Marchar Campo 
a Través de la siguiente manera: 

• Puede Marchar a la Posición de Reserva en 
una Localización adyacente. 

• Puede Marchar para Bloquear un paso de la 
Localización que ocupa. La Localización 
opuesta debe estar ocupada por el enemigo. 
La Marcha puede calificarse como Marcha 
Defensiva y realizarse sin Coste de Orden si 
no resulta en más piezas amigas en el paso 
que el mínimo necesario para bloquearla 
completamente. 

Desde un paso, una pieza puede Marchar Campo a 
Través de la siguiente manera: 

• Puede Marchar a la Reserva en su propia 
Localización. 

• Puede Marchar a la Reserva de la Localiza-
ción adyacente (opuesta). 

8. Marcha por Carretera 
Una pieza que realiza una Acción de Marcha por 
Carretera puede mover hasta tres localizaciones en 
un solo turno, entrando una tras otra. La 
Localización inicial, los pasos, las localizaciones 
atravesadas y la Localización final deben estar 
conectadas por una Carretera de manera continua e 
ininterrumpida. (Una pieza que empiece o llegue a 
un cruce puede salir de él por cualquiera de los 
Carreteras que se cruzan. Un cruce no rompe una 
Carretera). 
Para Marchar por Carretera, una pieza debe 
comenzar su turno en la Reserva. 
Una sola Acción de Marcha por Carretera puede 
mover exactamente una pieza al coste de una 
Orden. Sin embargo, si una pieza Marcha 
enteramente por Carreteras Principales, de 
principio a fin, la pieza puede realizar la Marcha 
sin Coste de Orden. 
Históricamente, las Marchas por Carretera eran 
muy complicadas y ralentizadas por la congestión 
del tráfico. Para simular esto, se imponen Límites 
de Tráfico en los cruces, y las Marchas por 
Carretera se llevan a cabo por etapas. 

• Un cruce es el lugar por el que una Carretera 
pasa de una Localización a otra adyacente. (Si 
hay varias Carreteras que pasan entre un par 
de Localizaciones adyacentes, cada Carretera 
tiene su propio cruce). 

• Una pieza que Marcha por Carretera puede 
marchar hasta tres etapas. En cada etapa, una 
pieza puede moverse a través de un cruce (a la 
Reserva en la siguiente Localización), o puede 
esperar al tráfico en ese cruce (permanecer en 
la Reserva en la Localización actual; ver más 
abajo). 

• Cada cruce tiene un Límite de Tráfico. Sólo 
tres piezas pueden atravesar un cruce en el 
mismo turno, y cada una debe hacerlo con un 
número de etapas mayor en su Marcha 
respectiva que las que la preceden. Esto puede 
obligar a una pieza a descontar pasos 
esperando en un cruce, para cruzar con un 
número de pasos mayor. 
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4 Set-up

(1) On the time track (PISTE HORAIRE), put the time marker
in the 6:00AM (6 h) space, and put 12 French and 12 Austrian
morale tokens in spaces as shown.

(2) Put 3 French morale tokens in the uncommitted morale area
(ZONE DE MORAL NON ENGAGÉ) as shown.

(3) Put pieces face-up in the three set-up areas along the edges
of the board (Alessandria, AU DÉBUT, and RENFORTS), match-
ing the armies, strengths and types. Many pieces will be left
over. Left-over pieces are used as reduction replacements.

(4) Randomly shuffle the pieces from the French at-start (AU

DÉBUT) set-up area face-down. (The top of the game box can be
used for this) The French player blindly draws them and places
them in French set-up locales, matching the number of symbols
in each locale. Pieces are placed in reserve. The French player
may look at the faces only after they are been assigned their set-
up positions.

(5) Randomly shuffle as above, but this time use the pieces from
the French reinforcement (RENFORTS) set-up area to fill the
three French holding areas for 5:00PM, 11:00AM, and 4:00PM
(5 h, 11 h, and 4 h respectively). The French player may look at
the faces only after they are been assigned their holding areas.

(6) The Austrian player hides the faces of his pieces in the Aus-
trian set-up area (except the artillery) and shuffles them as per
section 17.

5 Sequence of Play

Rounds. The game is played as a series of 16 rounds. Each
represents one hour of historical time. In a round, each player
takes a turn: first the Austrian player, then the French player.
The time marker is then advanced one hour. The game ends
after the 9:00PM round.

Turns. In a player’s turn, they first perform any scheduled morale
updates (see section 18), then approach clean-up (see section 16),
then actions (see section 6), and finally morale clean-up (see sec-
tion 18).

6 Actions

In a player’s turn, actions are used to march and attack. March
actions have two types: off-road march (see section 7) and road
march (see section 8). Attack actions have three types: maneuver
attack (see section 9), bombardment (see section 10), and assault
(see section 11). One additional special action type of is organize
(see section 14).

A player gets a total of three (3) commands per turn. Most ac-
tions require that a command be expended to perform the ac-
tion. Exceptions are off-road marches that qualify as defensive
marches (see section 7), road marches on main roads, and all

bombardment actions, any of which can be performed without
expending a command.

Actions are performed sequentially. One must be completed
before another can begin.

Once a piece has participated in an action that turn (whether
or not that action has a command cost), it is done for the turn
and cannot participate in a second action that turn (whether or
not the second action has a command cost). There is one excep-
tion to this restriction: the organize action. A piece that partic-
ipates in an organize action can participate in a second action
that turn.

No more than three (3) pieces can ever participate in a single ac-
tion. Even lower limits apply to road marches (one piece) and
organize actions (one or two pieces as per section 15).

7 Off-Road Marches

A piece performing an off-road march action can move within
its locale or to an adjacent locale. An off-road march cannot be
made into an enemy-occupied locale.

To make an off-road march together as a single action, all the
pieces must move from the same locale and position, to the same
locale and position.

From reserve, a piece can off-road march as follows:

• It may march into the reserve position in an adjacent lo-
cale.

• It may march to block an approach of the locale it occu-
pies. The locale opposite the approach must be enemy-
occupied. The march can qualify as a defensive march and
made at no command cost if it does not result in more friendly
pieces in the approach than the minimum needed to fully block
it.

From an approach, a piece can off-road march as follows:

• It may march into reserve in its own locale.

• It may march into reserve in the adjacent (opposite) lo-
cale.

8 Road Marches

A piece performing a road march action can move up to three
locales in a single turn, entering one after another. The start
locale, the approaches and locales crossed, and the end locale
must be connected by continuous, unbroken road. (A piece
starting or arriving at an intersection can leave it along any of
the intersecting roads. An intersection does not break a road.)

To road march, a piece must start its turn in reserve.
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marches (see section 7), road marches on main roads, and all

bombardment actions, any of which can be performed without
expending a command.

Actions are performed sequentially. One must be completed
before another can begin.

Once a piece has participated in an action that turn (whether
or not that action has a command cost), it is done for the turn
and cannot participate in a second action that turn (whether or
not the second action has a command cost). There is one excep-
tion to this restriction: the organize action. A piece that partic-
ipates in an organize action can participate in a second action
that turn.

No more than three (3) pieces can ever participate in a single ac-
tion. Even lower limits apply to road marches (one piece) and
organize actions (one or two pieces as per section 15).

7 Off-Road Marches

A piece performing an off-road march action can move within
its locale or to an adjacent locale. An off-road march cannot be
made into an enemy-occupied locale.

To make an off-road march together as a single action, all the
pieces must move from the same locale and position, to the same
locale and position.

From reserve, a piece can off-road march as follows:

• It may march into the reserve position in an adjacent lo-
cale.

• It may march to block an approach of the locale it occu-
pies. The locale opposite the approach must be enemy-
occupied. The march can qualify as a defensive march and
made at no command cost if it does not result in more friendly
pieces in the approach than the minimum needed to fully block
it.

From an approach, a piece can off-road march as follows:

• It may march into reserve in its own locale.

• It may march into reserve in the adjacent (opposite) lo-
cale.

8 Road Marches

A piece performing a road march action can move up to three
locales in a single turn, entering one after another. The start
locale, the approaches and locales crossed, and the end locale
must be connected by continuous, unbroken road. (A piece
starting or arriving at an intersection can leave it along any of
the intersecting roads. An intersection does not break a road.)

To road march, a piece must start its turn in reserve.

Marcha a la Reserva 
de una Localización 

adyacente

Marcha a la 
Reserva en la 

misma 
Localización



El siguiente ejemplo muestra cómo se puede 
obligar a las piezas a utilizar pasos de espera para 
cumplir con los Límites de Tráfico en los cruces: 

Primero, la Caballería Marcha: en el paso 1 se 
mueve por el cruce A, en el paso 2 por el cruce B, y 
en el paso 3 por el cruce C. 
Segundo, la Artillería Marcha: en el paso 1 espera 
el tráfico, en el paso 2 se mueve por el cruce A, y 
en el paso 3 por el cruce B. 
Tercero, la Infantería de Fuerza 2 Marcha: en los 
pasos 1 y 2 espera el tráfico, y en el paso 3 se 
mueve a través del cruce A. 
Por último, la Infantería de Fuerza 3 no Marcha 
por Carretera. Tendría que usar sus tres pasos 
esperando tráfico, y no le quedaría ninguno por 
mover. 
Las piezas que marchan por Carretera no pueden 
Marchar por el mismo cruce en distintas 
direcciones en el mismo turno. 
Los Límites de Tráfico no afectan y no se ven 
afectados por las Marchas Campo a Través. Los 
Límites de Tráfico sólo afectan y se ven afectados 
por las Marchas por Carretera. 
Una pieza de Caballería durante una Marcha por 
Carretera puede intentar entrar en una Localización 
ocupada por el enemigo. En el momento en que 
ocurre esa etapa, se resuelve inmediatamente como 
un Ataque de Maniobra (ver sección 9). La Marcha 
por Carretera puede continuar después de una 
victoria del Atacante (y puede incluir Ataques de 
Maniobra adicionales), pero no puede continuar 
después de una victoria del Defensor (la Caballería 
termina su movimiento en la Localización del 
Ataque). Los Ataques de Maniobra durante una 
Marcha por Carretera no son Acciones separadas 
sino que forman parte de la Acción Marcha por 
Carretera. Un cruce de Carreteras no puede usarse 
para más de un Ataque de Maniobra por turno. Para 
los cálculos del Límite de Tráfico, se considera que 
la Caballería ha utilizado el cruce para el Ataque 
tanto si el Ataque tiene éxito como si no. Al final de 
una Marcha por Carretera en la que una pieza haya 
realizado Ataques de Maniobra, su cara debe 
revelarse brevemente para mostrar que se trata de 
Caballería. 
Aparte de los Ataques de Maniobra de la 
Caballería, una pieza que se desplaza en Marcha 
por Carretera no puede entrar (o intentar entrar) en 
una Localización ocupada por el enemigo. 

9. Ataques de Maniobra 
Un Ataque de Maniobra es un tipo de Ataque. Es un 
intento de tomar una Localización adyacente 
ocupada por el enemigo entrando por un paso de 
esa Localización que esté no bloqueado o sólo 
parcialmente bloqueado por piezas enemigas. (No 
se puede realizar un Ataque de Maniobra si el 
enemigo está bloqueando completamente el paso). 
Un Ataque de Maniobra puede realizarse como una 
Acción en sí misma, o puede realizarse durante una 
Marcha por Carretera de Caballería, como parte de 
la Acción de Marcha por Carretera. 
Un Ataque de Maniobra puede realizarse desde la 
Reserva o desde un paso. Si se hace desde un paso, 
el Ataque debe ser a la Localización opuesta a ese 
paso. 
Un Ataque de Maniobra debe incluir Infantería si el 
Paso de Defensa está marcada como Obstrucción 
para Caballería. El Atacante debe mostrar la Cara 
de una de sus Piezas Atacantes al final del Ataque 
para demostrar que es Infantería. (El símbolo de 
Terreno Obstrucción para Caballería en el Paso de 
Ataque se ignora). 
El procedimiento de Ataque de Maniobra, con 
ejemplos, es el siguiente: 
1. Declaración de Ataque. El Atacante declara las 
Piezas Atacantes e indica la dirección del Ataque. 
(No puede declarar más de tres piezas, ya que se 
aplica el límite de tres piezas para las Acciones). 
Todas las Piezas Atacantes deben Ocupar la misma 
Posición y deben Atacar en la misma dirección. La 
dirección de Ataque especifica la Localización que 
es atacada (Localización de Defensa) y el paso de 
esa Localización que cruzará el Ataque (Paso de 
Defensa). Para un Ataque de Maniobra por una 
Marcha por Carretera, la dirección también 
especifica el cruce de Carretera para el Ataque; 
cada cruce de Carretera sólo puede usarse para un 
Ataque de Maniobra por Carretera y por turno. 
La declaración de Ataque define implícitamente el 
Paso de Ataque (el paso opuesto al Paso de 
Defensa) y la Localización de Ataque (Localización 
que contiene el Paso de Ataque). Al ser implícitas, 
no es necesario declararlas directamente. 
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A single road march action can move exactly one piece at the
cost of one command. If, however, a piece marches entirely on main
roads, from start to end, the piece can make the march at no command
cost.

Historically, road marches were greatly complicated and
slowed by traffic congestion. To simulate this, traffic limits are
imposed at crossings, and road marches are carried out in steps.

• A crossing is where a road passes from one locale to an
adjacent locale. (If there are multiple roads passing be-
tween a pair of adjacent locales, each road has its own
crossing.)

• A piece marching by road counts off its march in up to
three steps. In each step, a piece can either move through
a crossing (into reserve in the next locale), or it can wait
for traffic at that crossing (remain in reserve in the current
locale; see below).

• Each crossing has a traffic limit. Only three pieces can
march through a crossing in the same turn, and each must
do so at a higher step count in its respective march than
those that preceded it. This can force a piece to count off
steps waiting at a crossing, in order to cross at a higher
step count.

The following example shows how pieces can be forced to use
steps waiting in order to comply with traffic limits at crossings:

First, the cavalry marches: on step 1 it moves through crossing A, on
step 2 crossing B, and on step 3 crossing C.

Second, the artillery marches: on step 1 it waits for traffic, on step 2 it
moves through crossing A, and on step 3 crossing B.

Third, the 2-infantry marches: on step 1 and 2 it waits for traffic, and on
step 3 it moves through crossing A.

Last, the 3-infantry does not road march. It would have to use all three
of its steps waiting for traffic, with none left to move.

Pieces marching by road cannot march through the same cross-
ing in different directions in the same turn.

Traffic limits do not affect and are not affected by off-road
marches. Traffic limits only affect and are affected by road
marches.

A cavalry piece during a road march can attempt to step into
an enemy-occupied locale. At the time such a step occurs, it is
immediately resolved as a maneuver attack (see section 9). The
road march can continue after a win by the attacker (and can in-
clude additional maneuver attacks), but cannot continue after a
win by the defender (the cavalry ends its move in the attack lo-
cale). Maneuver attacks during a road march are not separate
actions but are part of the road march action. A road crossing
cannot be used for more than one road maneuver attack a turn.
For traffic calculations, the cavalry is considered to have used
the attack crossing whether or not the attack succeeds. At the
end of a road march in which a piece made maneuver attacks,
it’s face must be briefly revealed to show that it is cavalry.

Apart from cavalry maneuver attacks, a piece moving by road
march cannot enter (or attempt to enter) an enemy-occupied lo-
cale.

9 Maneuver Attacks

A maneuver attack is a type of attack. It is an attempt to take
an adjacent enemy-occupied locale by crossing an approach in
that locale that is either unblocked or only partly blocked by en-
emy pieces. (A maneuver attack cannot be made if the enemy
approach is fully blocked.)

A maneuver attack can be performed as an action in and of it-
self, or it can be performed during a cavalry road march, as part
of the road march action.

A maneuver attack can be made from reserve or from an ap-
proach. If from an approach, the attack must be into the locale
opposite that approach.

A maneuver attack must include infantry if the defense approach
is marked as cavalry-obstructing. The attacker must reveal the
face of one of his attacking pieces at the end of the attack to
prove it is infantry. (Cavalry-obstructing terrain in the attack
approach is ignored.)

The maneuver attack procedure, with examples, is as follows:

1. Attack declaration. The attacker names the attacking pieces
for the attack, and indicates the attack direction. (He cannot
name more than three pieces, since the three-piece limit for ac-
tions applies.) All the attacking pieces must occupy the same
position and must all attack in the same direction. The attack
direction specifies the locale being attacked (the defense locale)
and the approach in that locale the attack will cross (the defense
approach). For a road march maneuver attack, the direction also
specifies the road crossing for the attack; a road crossing can
only be used for one road maneuver attack a turn.

The attack declaration implicitly defines the attack approach (the
approach opposite the defense approach) and the attack locale
(the locale containing the attack approach.) Because they are
implicit, they do not have to be directly stated.

2. Defense response. If the attack is from reserve in the attack
locale, the defender can choose to respond with pieces from re-
serve in the defense locale and advance them to the defense
approach. The defender cannot choose more responding pieces
than there are attacking pieces. If the attack is from the attack ap-
proach, the defender cannot advance pieces from reserve to the defense
approach.

3. Result determination. The defender wins if the attack is
blocked, otherwise, the attacker wins. The attack is blocked if
either:

• The defense approach is fully blocked.

• The defense approach is partly blocked, and (1) there is ex-
actly one attacking piece and (2) this is the first maneuver
attack across that approach this turn.
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A single road march action can move exactly one piece at the
cost of one command. If, however, a piece marches entirely on main
roads, from start to end, the piece can make the march at no command
cost.

Historically, road marches were greatly complicated and
slowed by traffic congestion. To simulate this, traffic limits are
imposed at crossings, and road marches are carried out in steps.

• A crossing is where a road passes from one locale to an
adjacent locale. (If there are multiple roads passing be-
tween a pair of adjacent locales, each road has its own
crossing.)

• A piece marching by road counts off its march in up to
three steps. In each step, a piece can either move through
a crossing (into reserve in the next locale), or it can wait
for traffic at that crossing (remain in reserve in the current
locale; see below).

• Each crossing has a traffic limit. Only three pieces can
march through a crossing in the same turn, and each must
do so at a higher step count in its respective march than
those that preceded it. This can force a piece to count off
steps waiting at a crossing, in order to cross at a higher
step count.

The following example shows how pieces can be forced to use
steps waiting in order to comply with traffic limits at crossings:

First, the cavalry marches: on step 1 it moves through crossing A, on
step 2 crossing B, and on step 3 crossing C.

Second, the artillery marches: on step 1 it waits for traffic, on step 2 it
moves through crossing A, and on step 3 crossing B.

Third, the 2-infantry marches: on step 1 and 2 it waits for traffic, and on
step 3 it moves through crossing A.

Last, the 3-infantry does not road march. It would have to use all three
of its steps waiting for traffic, with none left to move.

Pieces marching by road cannot march through the same cross-
ing in different directions in the same turn.

Traffic limits do not affect and are not affected by off-road
marches. Traffic limits only affect and are affected by road
marches.

A cavalry piece during a road march can attempt to step into
an enemy-occupied locale. At the time such a step occurs, it is
immediately resolved as a maneuver attack (see section 9). The
road march can continue after a win by the attacker (and can in-
clude additional maneuver attacks), but cannot continue after a
win by the defender (the cavalry ends its move in the attack lo-
cale). Maneuver attacks during a road march are not separate
actions but are part of the road march action. A road crossing
cannot be used for more than one road maneuver attack a turn.
For traffic calculations, the cavalry is considered to have used
the attack crossing whether or not the attack succeeds. At the
end of a road march in which a piece made maneuver attacks,
it’s face must be briefly revealed to show that it is cavalry.

Apart from cavalry maneuver attacks, a piece moving by road
march cannot enter (or attempt to enter) an enemy-occupied lo-
cale.

9 Maneuver Attacks

A maneuver attack is a type of attack. It is an attempt to take
an adjacent enemy-occupied locale by crossing an approach in
that locale that is either unblocked or only partly blocked by en-
emy pieces. (A maneuver attack cannot be made if the enemy
approach is fully blocked.)

A maneuver attack can be performed as an action in and of it-
self, or it can be performed during a cavalry road march, as part
of the road march action.

A maneuver attack can be made from reserve or from an ap-
proach. If from an approach, the attack must be into the locale
opposite that approach.

A maneuver attack must include infantry if the defense approach
is marked as cavalry-obstructing. The attacker must reveal the
face of one of his attacking pieces at the end of the attack to
prove it is infantry. (Cavalry-obstructing terrain in the attack
approach is ignored.)

The maneuver attack procedure, with examples, is as follows:

1. Attack declaration. The attacker names the attacking pieces
for the attack, and indicates the attack direction. (He cannot
name more than three pieces, since the three-piece limit for ac-
tions applies.) All the attacking pieces must occupy the same
position and must all attack in the same direction. The attack
direction specifies the locale being attacked (the defense locale)
and the approach in that locale the attack will cross (the defense
approach). For a road march maneuver attack, the direction also
specifies the road crossing for the attack; a road crossing can
only be used for one road maneuver attack a turn.

The attack declaration implicitly defines the attack approach (the
approach opposite the defense approach) and the attack locale
(the locale containing the attack approach.) Because they are
implicit, they do not have to be directly stated.

2. Defense response. If the attack is from reserve in the attack
locale, the defender can choose to respond with pieces from re-
serve in the defense locale and advance them to the defense
approach. The defender cannot choose more responding pieces
than there are attacking pieces. If the attack is from the attack ap-
proach, the defender cannot advance pieces from reserve to the defense
approach.

3. Result determination. The defender wins if the attack is
blocked, otherwise, the attacker wins. The attack is blocked if
either:

• The defense approach is fully blocked.

• The defense approach is partly blocked, and (1) there is ex-
actly one attacking piece and (2) this is the first maneuver
attack across that approach this turn.
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2. Respuesta de la Defensa. Si el Ataque es desde 
la Reserva de la Localización de Ataque, el 
Defensor puede elegir responder con piezas de la 
Reserva de la Localización de Defensa y avanzarlas 
hasta el Paso de Defensa. El Defensor no puede 
elegir más piezas de respuesta que Piezas 
Atacantes. Si el Ataque es desde el Paso de Ataque, 
el Defensor no puede avanzar piezas de la Reserva 
al Paso de Defensa. 

3. Determinación del resultado. El Defensor gana 
si se bloquea el Ataque; en caso contrario, gana el 
Atacante. El Ataque se bloquea si: 

• El Paso de Defensa está bloqueado completa-
mente. 

• El Paso de Defensa está parcialmente 
bloqueado, y (1) hay exactamente una pieza 
Atacante y (2) es el primer Ataque de 
Maniobra a través de ese paso en este turno. 

4. Fin del Ataque. El Ataque llega a su Fin si: 
• Si el Atacante ha ganado: Todas las piezas del 

Defensor en la Localización de Defensa deben 
retirarse (ver sección 13). Todas las Piezas 
Atacantes pasan a la Reserva en la 
Localización atacada. 

• Si gana el Defensor: Las piezas del Defensor 
permanecen en su sitio. Si el Ataque fue desde 
el Paso de Ataque, las Piezas Atacantes 
permanecen en su sitio. Si el Ataque fue desde 
la Reserva en la Localización atacada, las 
Piezas Atacantes pueden avanzar (todas o 
ninguna) al Paso de Ataque. 

10. Bombardeo 
Un Bombardeo es un tipo de Ataque. Sólo las 
piezas de Artillería pueden realizar un Bombardeo. 
El Bombardeo es un proceso de dos Acciones y dos 
turnos: un Jugador lo declara en uno de sus turnos, 
y lo finaliza en su siguiente turno. 
Ni la declaración del Bombardeo ni su finalización 
tienen un Coste de Orden. 
El Bombardeo sólo puede realizarse desde un paso. 
El Ataque debe ser a la Localización opuesta al 
paso. Las piezas enemigas pueden estar en 
cualquier parte de la Localización atacada. (Una 
pieza de Artillería en Reserva no puede realizar un 
Ataque de Bombardeo). 
No se permite un Ataque de Bombardeo si hay una 
Penalización de Artillería en el paso opuesto al 
paso de la Artillería. (Una Penalización de Artillería 
en el paso donde está la Artillería se ignora). 
El Jugador puede cancelar su declaración de 
Bombardeo antes de que comience, sin coste ni 
Penalización. Se cancela automáticamente si, por 
cualquier razón, la Artillería abandona su Posición 
de declaración. (Cancelar una declaración de 
Bombardeo antes de completarla deja a la pieza 
libre para participar en alguna otra Acción en su 
lugar en lo que habría sido el turno de finalización). 
El procedimiento de Ataque de Bombardeo, con un 
ejemplo, es el siguiente: 
1. Declaración del Bombardeo. El Atacante 
declara la Artillería que bombardea y la pone boca 
arriba. 

2. Fin del Bombardeo. Se completa en el siguiente 
turno del Atacante después de la declaración. El 
Defensor elige una de sus piezas en la Localización 
atacada para ser reducida. La primera elección debe 
ser del paso opuesto a la Artillería, después de la 
Reserva y después de cualquier otro lugar de la 
Localización. La pieza se reduce en este momento. 
La Artillería debe dejarse boca arriba hasta el final 
del turno. (El Fin no tiene efecto si el Defensor no 
tiene piezas en la Localización atacada). 

Página  de 6 18

4

A single road march action can move exactly one piece at the
cost of one command. If, however, a piece marches entirely on main
roads, from start to end, the piece can make the march at no command
cost.

Historically, road marches were greatly complicated and
slowed by traffic congestion. To simulate this, traffic limits are
imposed at crossings, and road marches are carried out in steps.

• A crossing is where a road passes from one locale to an
adjacent locale. (If there are multiple roads passing be-
tween a pair of adjacent locales, each road has its own
crossing.)

• A piece marching by road counts off its march in up to
three steps. In each step, a piece can either move through
a crossing (into reserve in the next locale), or it can wait
for traffic at that crossing (remain in reserve in the current
locale; see below).

• Each crossing has a traffic limit. Only three pieces can
march through a crossing in the same turn, and each must
do so at a higher step count in its respective march than
those that preceded it. This can force a piece to count off
steps waiting at a crossing, in order to cross at a higher
step count.

The following example shows how pieces can be forced to use
steps waiting in order to comply with traffic limits at crossings:

First, the cavalry marches: on step 1 it moves through crossing A, on
step 2 crossing B, and on step 3 crossing C.

Second, the artillery marches: on step 1 it waits for traffic, on step 2 it
moves through crossing A, and on step 3 crossing B.

Third, the 2-infantry marches: on step 1 and 2 it waits for traffic, and on
step 3 it moves through crossing A.

Last, the 3-infantry does not road march. It would have to use all three
of its steps waiting for traffic, with none left to move.

Pieces marching by road cannot march through the same cross-
ing in different directions in the same turn.

Traffic limits do not affect and are not affected by off-road
marches. Traffic limits only affect and are affected by road
marches.

A cavalry piece during a road march can attempt to step into
an enemy-occupied locale. At the time such a step occurs, it is
immediately resolved as a maneuver attack (see section 9). The
road march can continue after a win by the attacker (and can in-
clude additional maneuver attacks), but cannot continue after a
win by the defender (the cavalry ends its move in the attack lo-
cale). Maneuver attacks during a road march are not separate
actions but are part of the road march action. A road crossing
cannot be used for more than one road maneuver attack a turn.
For traffic calculations, the cavalry is considered to have used
the attack crossing whether or not the attack succeeds. At the
end of a road march in which a piece made maneuver attacks,
it’s face must be briefly revealed to show that it is cavalry.

Apart from cavalry maneuver attacks, a piece moving by road
march cannot enter (or attempt to enter) an enemy-occupied lo-
cale.

9 Maneuver Attacks

A maneuver attack is a type of attack. It is an attempt to take
an adjacent enemy-occupied locale by crossing an approach in
that locale that is either unblocked or only partly blocked by en-
emy pieces. (A maneuver attack cannot be made if the enemy
approach is fully blocked.)

A maneuver attack can be performed as an action in and of it-
self, or it can be performed during a cavalry road march, as part
of the road march action.

A maneuver attack can be made from reserve or from an ap-
proach. If from an approach, the attack must be into the locale
opposite that approach.

A maneuver attack must include infantry if the defense approach
is marked as cavalry-obstructing. The attacker must reveal the
face of one of his attacking pieces at the end of the attack to
prove it is infantry. (Cavalry-obstructing terrain in the attack
approach is ignored.)

The maneuver attack procedure, with examples, is as follows:

1. Attack declaration. The attacker names the attacking pieces
for the attack, and indicates the attack direction. (He cannot
name more than three pieces, since the three-piece limit for ac-
tions applies.) All the attacking pieces must occupy the same
position and must all attack in the same direction. The attack
direction specifies the locale being attacked (the defense locale)
and the approach in that locale the attack will cross (the defense
approach). For a road march maneuver attack, the direction also
specifies the road crossing for the attack; a road crossing can
only be used for one road maneuver attack a turn.

The attack declaration implicitly defines the attack approach (the
approach opposite the defense approach) and the attack locale
(the locale containing the attack approach.) Because they are
implicit, they do not have to be directly stated.

2. Defense response. If the attack is from reserve in the attack
locale, the defender can choose to respond with pieces from re-
serve in the defense locale and advance them to the defense
approach. The defender cannot choose more responding pieces
than there are attacking pieces. If the attack is from the attack ap-
proach, the defender cannot advance pieces from reserve to the defense
approach.

3. Result determination. The defender wins if the attack is
blocked, otherwise, the attacker wins. The attack is blocked if
either:

• The defense approach is fully blocked.

• The defense approach is partly blocked, and (1) there is ex-
actly one attacking piece and (2) this is the first maneuver
attack across that approach this turn.
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4. Attack completion. Completion is as follows:

• If the attacker won: All of the defender’s pieces in the de-
fense locale must retreat (see section 13). All the attacking
pieces advance into reserve in the attacked locale.

• If the defender won: The defender’s pieces remain in place.
If the attack was from the attack approach, the attacking
pieces remain in place. If the attack was from reserve in
the attack locale, the attacking pieces can advance (all or
none) to the attack approach.

10 Bombardment

A bombardment is a type of attack. Only an artillery piece
can conduct bombardment. Bombardment is a two-action, two-
turn process: a player declares it in one of his turns, and com-
pletes it in his next turn.

Neither bombardment declaration nor completion has a com-
mand cost.

Bombardment can be made only from an approach. The attack
must be into the locale opposite the approach. Enemy pieces
can be anywhere in the attacked locale. (An artillery piece in
reserve cannot make a bombardment attack.)

A bombardment attack is not permitted if there is an artillery
penalty in the approach opposite the artillery’s approach. (An
artillery penalty in the artillery’s approach is ignored.)

A player can cancel his bombardment declaration before com-
pletion without cost or penalty. It is automatically canceled
if, for any reason, the artillery leaves its declaration position.
(Canceling a bombardment declaration before completing it
leaves the piece free to participate in some other action instead
in what would have been the completion turn.)

The bombardment attack procedure, with an example, is as fol-
lows:

1. Bombardment declaration. The attacker names the bom-
barding artillery and turns it face up.

2. Bombardment completion. Completion is in the attacker’s
next turn after declaration. The defender chooses one of his
pieces in the attacked locale to be reduced. First choice must be
from the approach opposite the artillery, then from reserve and
then from elsewhere in the locale. The piece is then reduced.
The artillery should be left face-up until the end of the turn.
(Completion has no effect if the defender has no pieces in the
attacked locale.)

11 Assaults

An assault is a type of attack. It is an attempt to take an adjacent
locale by crossing an enemy-blocked approach in that locale.
(The enemy approach can be fully or partly blocked.)

Pieces must be blocking an approach to make an assault. The
approach must be opposite the enemy-blocked approach the
pieces are crossing. (Pieces in reserve cannot make an assault.)

An assault must have at least one leading piece (as per step 3 of
the assault procedure). It is not legal to declare an assault where
there would be no piece eligible to lead it.

After an assault lost by the attacker, no march or attack can be
made across that same approach for the rest of the turn. (This
prevents a march even if the defender was eliminated. Not
prevented is a maneuver attack or bombardment across an ap-
proach before an assault across it.)

After an assault won by the attacker, no entry into the defense
locale, by any approach, can be made by road march later that
same turn. (Not prevented is later entry by off-road march.)

The assault resolution procedure, along with an example, is as
follows:

1. Assault declaration. The attacker names the attack ap-
proach: the approach from which the assault will be made. The
opposite approach is the defense approach. The locale contain-
ing the attack approach is the attack locale. The locale containing
the defense approach is the defense locale.

2. Defense pieces declaration. All of the defender’s pieces in
the defense approach are considered his assault pieces. From
his assault pieces, the defender can select leading pieces and
turn them face-up. Selection is governed as follows:

• In a narrow approach, the defender can select zero pieces
or one piece; in a wide approach, zero, one or two can be
selected.

• Two leading pieces must be the same type.

• Cavalry cannot lead if the defense approach is cavalry-
obstructing.

El Paso de Defensa está completamente bloqueado, el ataque es bloqueado
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4. Attack completion. Completion is as follows:

• If the attacker won: All of the defender’s pieces in the de-
fense locale must retreat (see section 13). All the attacking
pieces advance into reserve in the attacked locale.

• If the defender won: The defender’s pieces remain in place.
If the attack was from the attack approach, the attacking
pieces remain in place. If the attack was from reserve in
the attack locale, the attacking pieces can advance (all or
none) to the attack approach.

10 Bombardment

A bombardment is a type of attack. Only an artillery piece
can conduct bombardment. Bombardment is a two-action, two-
turn process: a player declares it in one of his turns, and com-
pletes it in his next turn.

Neither bombardment declaration nor completion has a com-
mand cost.

Bombardment can be made only from an approach. The attack
must be into the locale opposite the approach. Enemy pieces
can be anywhere in the attacked locale. (An artillery piece in
reserve cannot make a bombardment attack.)

A bombardment attack is not permitted if there is an artillery
penalty in the approach opposite the artillery’s approach. (An
artillery penalty in the artillery’s approach is ignored.)

A player can cancel his bombardment declaration before com-
pletion without cost or penalty. It is automatically canceled
if, for any reason, the artillery leaves its declaration position.
(Canceling a bombardment declaration before completing it
leaves the piece free to participate in some other action instead
in what would have been the completion turn.)

The bombardment attack procedure, with an example, is as fol-
lows:

1. Bombardment declaration. The attacker names the bom-
barding artillery and turns it face up.

2. Bombardment completion. Completion is in the attacker’s
next turn after declaration. The defender chooses one of his
pieces in the attacked locale to be reduced. First choice must be
from the approach opposite the artillery, then from reserve and
then from elsewhere in the locale. The piece is then reduced.
The artillery should be left face-up until the end of the turn.
(Completion has no effect if the defender has no pieces in the
attacked locale.)

11 Assaults

An assault is a type of attack. It is an attempt to take an adjacent
locale by crossing an enemy-blocked approach in that locale.
(The enemy approach can be fully or partly blocked.)

Pieces must be blocking an approach to make an assault. The
approach must be opposite the enemy-blocked approach the
pieces are crossing. (Pieces in reserve cannot make an assault.)

An assault must have at least one leading piece (as per step 3 of
the assault procedure). It is not legal to declare an assault where
there would be no piece eligible to lead it.

After an assault lost by the attacker, no march or attack can be
made across that same approach for the rest of the turn. (This
prevents a march even if the defender was eliminated. Not
prevented is a maneuver attack or bombardment across an ap-
proach before an assault across it.)

After an assault won by the attacker, no entry into the defense
locale, by any approach, can be made by road march later that
same turn. (Not prevented is later entry by off-road march.)

The assault resolution procedure, along with an example, is as
follows:

1. Assault declaration. The attacker names the attack ap-
proach: the approach from which the assault will be made. The
opposite approach is the defense approach. The locale contain-
ing the attack approach is the attack locale. The locale containing
the defense approach is the defense locale.

2. Defense pieces declaration. All of the defender’s pieces in
the defense approach are considered his assault pieces. From
his assault pieces, the defender can select leading pieces and
turn them face-up. Selection is governed as follows:

• In a narrow approach, the defender can select zero pieces
or one piece; in a wide approach, zero, one or two can be
selected.

• Two leading pieces must be the same type.

• Cavalry cannot lead if the defense approach is cavalry-
obstructing.

El Atacante puede elegir 
mover al Paso del 

Ataque.

El Defensor permanece 
en su lugar.
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4. Attack completion. Completion is as follows:

• If the attacker won: All of the defender’s pieces in the de-
fense locale must retreat (see section 13). All the attacking
pieces advance into reserve in the attacked locale.

• If the defender won: The defender’s pieces remain in place.
If the attack was from the attack approach, the attacking
pieces remain in place. If the attack was from reserve in
the attack locale, the attacking pieces can advance (all or
none) to the attack approach.

10 Bombardment

A bombardment is a type of attack. Only an artillery piece
can conduct bombardment. Bombardment is a two-action, two-
turn process: a player declares it in one of his turns, and com-
pletes it in his next turn.

Neither bombardment declaration nor completion has a com-
mand cost.

Bombardment can be made only from an approach. The attack
must be into the locale opposite the approach. Enemy pieces
can be anywhere in the attacked locale. (An artillery piece in
reserve cannot make a bombardment attack.)

A bombardment attack is not permitted if there is an artillery
penalty in the approach opposite the artillery’s approach. (An
artillery penalty in the artillery’s approach is ignored.)

A player can cancel his bombardment declaration before com-
pletion without cost or penalty. It is automatically canceled
if, for any reason, the artillery leaves its declaration position.
(Canceling a bombardment declaration before completing it
leaves the piece free to participate in some other action instead
in what would have been the completion turn.)

The bombardment attack procedure, with an example, is as fol-
lows:

1. Bombardment declaration. The attacker names the bom-
barding artillery and turns it face up.

2. Bombardment completion. Completion is in the attacker’s
next turn after declaration. The defender chooses one of his
pieces in the attacked locale to be reduced. First choice must be
from the approach opposite the artillery, then from reserve and
then from elsewhere in the locale. The piece is then reduced.
The artillery should be left face-up until the end of the turn.
(Completion has no effect if the defender has no pieces in the
attacked locale.)

11 Assaults

An assault is a type of attack. It is an attempt to take an adjacent
locale by crossing an enemy-blocked approach in that locale.
(The enemy approach can be fully or partly blocked.)

Pieces must be blocking an approach to make an assault. The
approach must be opposite the enemy-blocked approach the
pieces are crossing. (Pieces in reserve cannot make an assault.)

An assault must have at least one leading piece (as per step 3 of
the assault procedure). It is not legal to declare an assault where
there would be no piece eligible to lead it.

After an assault lost by the attacker, no march or attack can be
made across that same approach for the rest of the turn. (This
prevents a march even if the defender was eliminated. Not
prevented is a maneuver attack or bombardment across an ap-
proach before an assault across it.)

After an assault won by the attacker, no entry into the defense
locale, by any approach, can be made by road march later that
same turn. (Not prevented is later entry by off-road march.)

The assault resolution procedure, along with an example, is as
follows:

1. Assault declaration. The attacker names the attack ap-
proach: the approach from which the assault will be made. The
opposite approach is the defense approach. The locale contain-
ing the attack approach is the attack locale. The locale containing
the defense approach is the defense locale.

2. Defense pieces declaration. All of the defender’s pieces in
the defense approach are considered his assault pieces. From
his assault pieces, the defender can select leading pieces and
turn them face-up. Selection is governed as follows:

• In a narrow approach, the defender can select zero pieces
or one piece; in a wide approach, zero, one or two can be
selected.

• Two leading pieces must be the same type.

• Cavalry cannot lead if the defense approach is cavalry-
obstructing.

Pon la Artillería 
cara arriba

(Nota: No puede haber una Penalización de Artillería aquí)
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4. Attack completion. Completion is as follows:

• If the attacker won: All of the defender’s pieces in the de-
fense locale must retreat (see section 13). All the attacking
pieces advance into reserve in the attacked locale.

• If the defender won: The defender’s pieces remain in place.
If the attack was from the attack approach, the attacking
pieces remain in place. If the attack was from reserve in
the attack locale, the attacking pieces can advance (all or
none) to the attack approach.

10 Bombardment

A bombardment is a type of attack. Only an artillery piece
can conduct bombardment. Bombardment is a two-action, two-
turn process: a player declares it in one of his turns, and com-
pletes it in his next turn.

Neither bombardment declaration nor completion has a com-
mand cost.

Bombardment can be made only from an approach. The attack
must be into the locale opposite the approach. Enemy pieces
can be anywhere in the attacked locale. (An artillery piece in
reserve cannot make a bombardment attack.)

A bombardment attack is not permitted if there is an artillery
penalty in the approach opposite the artillery’s approach. (An
artillery penalty in the artillery’s approach is ignored.)

A player can cancel his bombardment declaration before com-
pletion without cost or penalty. It is automatically canceled
if, for any reason, the artillery leaves its declaration position.
(Canceling a bombardment declaration before completing it
leaves the piece free to participate in some other action instead
in what would have been the completion turn.)

The bombardment attack procedure, with an example, is as fol-
lows:

1. Bombardment declaration. The attacker names the bom-
barding artillery and turns it face up.

2. Bombardment completion. Completion is in the attacker’s
next turn after declaration. The defender chooses one of his
pieces in the attacked locale to be reduced. First choice must be
from the approach opposite the artillery, then from reserve and
then from elsewhere in the locale. The piece is then reduced.
The artillery should be left face-up until the end of the turn.
(Completion has no effect if the defender has no pieces in the
attacked locale.)

11 Assaults

An assault is a type of attack. It is an attempt to take an adjacent
locale by crossing an enemy-blocked approach in that locale.
(The enemy approach can be fully or partly blocked.)

Pieces must be blocking an approach to make an assault. The
approach must be opposite the enemy-blocked approach the
pieces are crossing. (Pieces in reserve cannot make an assault.)

An assault must have at least one leading piece (as per step 3 of
the assault procedure). It is not legal to declare an assault where
there would be no piece eligible to lead it.

After an assault lost by the attacker, no march or attack can be
made across that same approach for the rest of the turn. (This
prevents a march even if the defender was eliminated. Not
prevented is a maneuver attack or bombardment across an ap-
proach before an assault across it.)

After an assault won by the attacker, no entry into the defense
locale, by any approach, can be made by road march later that
same turn. (Not prevented is later entry by off-road march.)

The assault resolution procedure, along with an example, is as
follows:

1. Assault declaration. The attacker names the attack ap-
proach: the approach from which the assault will be made. The
opposite approach is the defense approach. The locale contain-
ing the attack approach is the attack locale. The locale containing
the defense approach is the defense locale.

2. Defense pieces declaration. All of the defender’s pieces in
the defense approach are considered his assault pieces. From
his assault pieces, the defender can select leading pieces and
turn them face-up. Selection is governed as follows:

• In a narrow approach, the defender can select zero pieces
or one piece; in a wide approach, zero, one or two can be
selected.

• Two leading pieces must be the same type.

• Cavalry cannot lead if the defense approach is cavalry-
obstructing.

El Defensor elige 
una pieza y la 

reduce.



11. Asaltos 
Un Asalto es un tipo de Ataque. Es un intento de 
tomar una Localización adyacente cruzando un 
paso bloqueado por el enemigo de la Localización. 
(El Paso enemigo puede estar total o parcialmente 
bloqueada). 
Las piezas deben estar bloqueando un paso para 
realizar un Asalto. El paso de ataque debe ser el 
opuesto al paso bloqueado por el enemigo, que las 
piezas atacantes quieren cruzar. (Las piezas en 
Reserva no pueden realizar un Asalto). 
Un Asalto debe tener al menos una Pieza Líder 
(según el paso 3 del procedimiento de Asalto). No 
está permitido declarar un Asalto en el que no haya 
ninguna pieza elegible como Líder. 
Después de un Asalto perdido por el Atacante, no 
se puede realizar ninguna Marcha o Ataque a través 
de ese mismo paso durante el resto del turno. (Esto 
impide una Marcha incluso si el Defensor fue 
eliminado. No se impide un Ataque de Maniobra o 
Bombardeo a través de un paso antes de un Asalto 
a través de ella). 
Tras un Asalto en el que gane el Atacante, no se 
puede entrar, ese mismo turno, en la Localización 
de Defensa, por ningún paso, mediante una Marcha 
por Carretera. (No se impide la entrada posterior 
por Marcha Campo a Través). 
El procedimiento de resolución del Asalto, junto 
con un ejemplo, es el siguiente: 
1. Declaración de Asalto. El Atacante declara el 
Paso de Ataque: el paso desde la que se realizará el 
Asalto. El paso opuesto es el Paso de Defensa. La 
localización que contiene el Paso de Ataque es la 
Localización de Ataque. La localización que 
contiene el Paso de Defensa es la Localización de 
Defensa. 

2. Declaración de Piezas Defensoras. Todas las 
piezas del Defensor en el Paso de Defensa se 
consideran sus Piezas de Asalto. De sus Piezas de 
Asalto, el Defensor puede seleccionar Piezas Líder 
y ponerlas cara arriba. La selección se rige de la 
siguiente manera: 

• En un paso estrecho, el Defensor puede 
seleccionar cero piezas o una pieza; en un 
paso ancho, puede seleccionar cero, una o dos 
piezas. 

• Dos Piezas Líder deben ser del mismo tipo. 
• La Caballería no puede Liderar si el Paso de 

Defensa tiene Obstrucción para Caballería. 

3. Declaración de Piezas de Ataque. El Atacante 
declara cuáles de sus piezas en el Paso de Ataque 
serán sus Piezas de Asalto. (No puede declarar más 
de tres piezas, ya que se aplica el límite de tres 
piezas por Acción). De sus Piezas de Asalto, el 
Atacante debe seleccionar las Piezas Líder y 
ponerlas cara arriba. Los requisitos de selección 
son los siguientes: 

• En un paso estrecho, el Atacante debe 
seleccionar exactamente una pieza; en un paso 
ancho, puede seleccionar una o dos. 

• Dos Piezas Líder deben ser del mismo tipo. 
• La Caballería no puede Liderar si el Paso de 

Defensa tiene Obstrucción para Caballería. 
• Cada Pieza Líder debe tener una Fuerza de 

dos o más. 
(Las Piezas declaradas como de Asalto deben 
incluir al menos una pieza elegible para ser Pieza 
Líder. El Atacante, a diferencia del Defensor, no 
puede seleccionar cero Piezas Líder y no puede 
seleccionar Piezas de Líder de Fuerza uno). 
(Las piezas en el Paso de Ataque que no son 
declaradas como Piezas de Asalto no participan en 
el Asalto de ninguna manera: no reciben pérdidas 
de Asalto ni avanzan con éxito). 

4. Defensa de Artillería. El Defensor puede elegir 
llevar a cabo una Defensa de Artillería si se dan 
todas las siguientes condiciones: 

• Las Piezas de Asalto del Defensor incluyen 
una pieza de Artillería. 

• La Artillería no es una Pieza Líder. 
• La Artillería no declaró ni completó un 

Ataque de Bombardeo en el turno anterior del 
Defensor. 

• No hay Penalización de Artillería en el Paso 
de Ataque. 

Para llevar a cabo la Defensa, el Defensor revela 
brevemente la cara de la Artillería al Atacante. A 
continuación, el Atacante elige una de sus Piezas 
Líder y la reduce. 
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4. Attack completion. Completion is as follows:

• If the attacker won: All of the defender’s pieces in the de-
fense locale must retreat (see section 13). All the attacking
pieces advance into reserve in the attacked locale.

• If the defender won: The defender’s pieces remain in place.
If the attack was from the attack approach, the attacking
pieces remain in place. If the attack was from reserve in
the attack locale, the attacking pieces can advance (all or
none) to the attack approach.

10 Bombardment

A bombardment is a type of attack. Only an artillery piece
can conduct bombardment. Bombardment is a two-action, two-
turn process: a player declares it in one of his turns, and com-
pletes it in his next turn.

Neither bombardment declaration nor completion has a com-
mand cost.

Bombardment can be made only from an approach. The attack
must be into the locale opposite the approach. Enemy pieces
can be anywhere in the attacked locale. (An artillery piece in
reserve cannot make a bombardment attack.)

A bombardment attack is not permitted if there is an artillery
penalty in the approach opposite the artillery’s approach. (An
artillery penalty in the artillery’s approach is ignored.)

A player can cancel his bombardment declaration before com-
pletion without cost or penalty. It is automatically canceled
if, for any reason, the artillery leaves its declaration position.
(Canceling a bombardment declaration before completing it
leaves the piece free to participate in some other action instead
in what would have been the completion turn.)

The bombardment attack procedure, with an example, is as fol-
lows:

1. Bombardment declaration. The attacker names the bom-
barding artillery and turns it face up.

2. Bombardment completion. Completion is in the attacker’s
next turn after declaration. The defender chooses one of his
pieces in the attacked locale to be reduced. First choice must be
from the approach opposite the artillery, then from reserve and
then from elsewhere in the locale. The piece is then reduced.
The artillery should be left face-up until the end of the turn.
(Completion has no effect if the defender has no pieces in the
attacked locale.)

11 Assaults

An assault is a type of attack. It is an attempt to take an adjacent
locale by crossing an enemy-blocked approach in that locale.
(The enemy approach can be fully or partly blocked.)

Pieces must be blocking an approach to make an assault. The
approach must be opposite the enemy-blocked approach the
pieces are crossing. (Pieces in reserve cannot make an assault.)

An assault must have at least one leading piece (as per step 3 of
the assault procedure). It is not legal to declare an assault where
there would be no piece eligible to lead it.

After an assault lost by the attacker, no march or attack can be
made across that same approach for the rest of the turn. (This
prevents a march even if the defender was eliminated. Not
prevented is a maneuver attack or bombardment across an ap-
proach before an assault across it.)

After an assault won by the attacker, no entry into the defense
locale, by any approach, can be made by road march later that
same turn. (Not prevented is later entry by off-road march.)

The assault resolution procedure, along with an example, is as
follows:

1. Assault declaration. The attacker names the attack ap-
proach: the approach from which the assault will be made. The
opposite approach is the defense approach. The locale contain-
ing the attack approach is the attack locale. The locale containing
the defense approach is the defense locale.

2. Defense pieces declaration. All of the defender’s pieces in
the defense approach are considered his assault pieces. From
his assault pieces, the defender can select leading pieces and
turn them face-up. Selection is governed as follows:

• In a narrow approach, the defender can select zero pieces
or one piece; in a wide approach, zero, one or two can be
selected.

• Two leading pieces must be the same type.

• Cavalry cannot lead if the defense approach is cavalry-
obstructing.

Paso de Ataque Paso de Defensa
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3. Attack pieces declaration. The attacker names which of his
pieces in the attack approach will be his assault pieces. (He
cannot name more than three pieces, since the three-piece limit
for actions applies.) From his assault pieces, the attacker must
select the leading pieces and turn them face-up. Selection re-
quirements are as follows:

• In a narrow approach, the attacker must select exactly one
piece; in a wide approach, one or two can be selected.

• Two leading pieces must be the same type.

• Cavalry cannot lead if the defense approach is cavalry-
obstructing.

• Each leading piece must have a strength of two or more.

(The named assault pieces must include at least one piece eli-
gible to be a leading piece. The attacker, unlike the defender,
cannot select zero leading pieces and cannot select one-strength
leading pieces.)

(Pieces in the attack approach which are not named as assault
pieces do not participate in the assault in any way: they do not
take assault reductions nor do they advance on success.)

4. Artillery defense. The defender can choose to conduct an
artillery defense if all of the following conditions apply:

• The defender’s assault pieces include an artillery piece.

• The artillery is not a leading piece.

• The artillery did not declare or complete a bombardment
attack in the defender’s previous turn.

• There is not an artillery penalty in the attack approach.

To conduct the defense, the defender briefly reveals the ar-
tillery’s face to the attacker. The attacker then chooses one of
his leading pieces and reduces it.

5. Defense counter-attack. The defender has the option to
name counter-attacking pieces from among his assault pieces
and turn them face-up. If the defender does so, the following
requirements have to be met:

• A counter-attacking piece cannot also be a leading piece.

• In a narrow approach, the defender must name one piece;
in a wide approach, he can name one or two.

• Two counter-attacking pieces must be the same type.

• Cavalry pieces cannot be named if the defense approach is
cavalry-obstructing.

• Each counter-attacking piece must have a strength of two
or more.

The counter-attacking pieces immediately take as many reduc-
tions as there are attack leading pieces. If a player has two
counter-attacking pieces, he must divide the reductions be-
tween them as evenly as possible, with the player free to choose
which of his two pieces receives any odd reduction. (There is no
defense benefit in naming counter-attacking pieces that would
be immediately eliminated in this step.)

6. Result calculation. Calculate as follows:

• Total the strengths of the attacker’s leading pieces, and

• Subtract one for each infantry or cavalry penalty in the
defense approach that matches the type of the attacker’s
leading pieces, and

• Subtract the total strength of the defender’s leading
pieces (which can be zero), and

• Subtract the total strength of the counter-attacking pieces.

The attacker wins on a result greater than zero, and the de-
fender wins on a result less than or equal to zero. (Note that
the defender can win even if eliminated; such a result means
that the defenders succeeded in holding off the attackers for the
duration of the turn, even if they would not be able to do so for
another turn.)

7. Reduction calculation. Reductions are calculated as follows:

• Each side will suffer one reduction for each enemy lead-
ing piece (which can be zero).

• The attacker takes one additional reduction for each (sur-
viving) counter-attacking cavalry piece.

• On an attacker loss, if the negative of the result is equal to
or greater than the total current strength of the attacker’s
leading pieces, then add 1 to the attacker reduction to-
tal if there is 1 attacker leading piece, and 2 if there are
2 attacker leading pieces. (In the example, the negative
of the -1 result is 1, which is not equal to or greater than
the attacker’s total strength of 2, so no additional attacker
reductions.)

Pieza Líder
Piezas de Asalto
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3. Attack pieces declaration. The attacker names which of his
pieces in the attack approach will be his assault pieces. (He
cannot name more than three pieces, since the three-piece limit
for actions applies.) From his assault pieces, the attacker must
select the leading pieces and turn them face-up. Selection re-
quirements are as follows:

• In a narrow approach, the attacker must select exactly one
piece; in a wide approach, one or two can be selected.

• Two leading pieces must be the same type.

• Cavalry cannot lead if the defense approach is cavalry-
obstructing.

• Each leading piece must have a strength of two or more.

(The named assault pieces must include at least one piece eli-
gible to be a leading piece. The attacker, unlike the defender,
cannot select zero leading pieces and cannot select one-strength
leading pieces.)

(Pieces in the attack approach which are not named as assault
pieces do not participate in the assault in any way: they do not
take assault reductions nor do they advance on success.)

4. Artillery defense. The defender can choose to conduct an
artillery defense if all of the following conditions apply:

• The defender’s assault pieces include an artillery piece.

• The artillery is not a leading piece.

• The artillery did not declare or complete a bombardment
attack in the defender’s previous turn.

• There is not an artillery penalty in the attack approach.

To conduct the defense, the defender briefly reveals the ar-
tillery’s face to the attacker. The attacker then chooses one of
his leading pieces and reduces it.

5. Defense counter-attack. The defender has the option to
name counter-attacking pieces from among his assault pieces
and turn them face-up. If the defender does so, the following
requirements have to be met:

• A counter-attacking piece cannot also be a leading piece.

• In a narrow approach, the defender must name one piece;
in a wide approach, he can name one or two.

• Two counter-attacking pieces must be the same type.

• Cavalry pieces cannot be named if the defense approach is
cavalry-obstructing.

• Each counter-attacking piece must have a strength of two
or more.

The counter-attacking pieces immediately take as many reduc-
tions as there are attack leading pieces. If a player has two
counter-attacking pieces, he must divide the reductions be-
tween them as evenly as possible, with the player free to choose
which of his two pieces receives any odd reduction. (There is no
defense benefit in naming counter-attacking pieces that would
be immediately eliminated in this step.)

6. Result calculation. Calculate as follows:

• Total the strengths of the attacker’s leading pieces, and

• Subtract one for each infantry or cavalry penalty in the
defense approach that matches the type of the attacker’s
leading pieces, and

• Subtract the total strength of the defender’s leading
pieces (which can be zero), and

• Subtract the total strength of the counter-attacking pieces.

The attacker wins on a result greater than zero, and the de-
fender wins on a result less than or equal to zero. (Note that
the defender can win even if eliminated; such a result means
that the defenders succeeded in holding off the attackers for the
duration of the turn, even if they would not be able to do so for
another turn.)

7. Reduction calculation. Reductions are calculated as follows:

• Each side will suffer one reduction for each enemy lead-
ing piece (which can be zero).

• The attacker takes one additional reduction for each (sur-
viving) counter-attacking cavalry piece.

• On an attacker loss, if the negative of the result is equal to
or greater than the total current strength of the attacker’s
leading pieces, then add 1 to the attacker reduction to-
tal if there is 1 attacker leading piece, and 2 if there are
2 attacker leading pieces. (In the example, the negative
of the -1 result is 1, which is not equal to or greater than
the attacker’s total strength of 2, so no additional attacker
reductions.)

No declarada como 
Pieza de Asalto

Piezas de 
Asalto

Pieza Líder



5. Contraataque de la Defensa. El Defensor tiene 
la opción de declarar Piezas de Contraataque de 
entre sus Piezas de Asalto y ponerlas cara arriba. Si 
el Defensor lo hace, deben cumplirse los siguientes 
requisitos: 

• Una Pieza de Contraataque no puede ser 
también una Pieza Líder. 

• En un paso estrecho, el Defensor debe 
declarar una pieza; en un paso ancho, puede 
declarar una o dos. 

• Las dos Piezas de Contraataque deben ser del 
mismo tipo. 

• No pueden declararse Piezas de Caballería si 
el Paso de Defensa presenta Obstrucción para 
Caballería. 

• Cada Pieza de Contraataque debe tener una 
Fuerza de dos o más. 

Las Piezas de Contraataque reciben de forma 
inmediata tantas pérdidas como Piezas Líder de 
Ataque. Si un Jugador tiene dos Piezas de 
Contraataque, debe dividir las pérdidas entre ellas 
lo más equitativamente posible, pudiendo elegir 
cuál de sus dos piezas recibe una pérdida impar. 
(No hay ningún beneficio defensivo en declarar 
Piezas de Contraataque que serían eliminadas 
inmediatamente en este paso). 

6. Cálculo del Resultado. Calcúlalo tal y como 
sigue: 

• Suma las Fuerzas de las Piezas Líder del 
Atacante, y 

• Resta uno por cada Penalización de Infantería 
o Caballería en el Paso de Defensa que 
coincida con el tipo de las Piezas Líder del 
Atacante, y 

• Resta la Fuerza total de las Piezas Líder del 
Defensor (que puede ser cero), y 

• Resta la Fuerza total de las Piezas de 
Contraataque. 

El Atacante gana con un resultado mayor que cero, 
y el Defensor gana con un resultado menor o igual 
que cero. (Ten en cuenta que el Defensor puede 
ganar incluso si es eliminado; tal resultado significa 
que los Defensores consiguieron mantener a raya a 
los Atacantes durante todo el turno, aunque no 
podrían hacerlo durante otro turno). 

7. Cálculo de las Pérdidas. Las Pérdidas se 
calculan de la siguiente manera: 

• Cada bando sufrirá una pérdida por cada Pieza 
Líder enemiga (que puede ser cero). 

• El Atacante sufre una pérdida adicional por 
cada Pieza de Contraataque de Caballería 
(superviviente). 

• El Atacante pierde si el negativo del resultado 
es igual o mayor que la Fuerza total actual de 
las Piezas Líder del Atacante, entonces suma 
1 a la pérdida del Atacante si hay 1 Pieza 
Líder Atacante, y 2 si hay 2 Piezas Líder 
Atacantes. (En el ejemplo, el negativo del 
resultado -1 es 1, que no es igual o mayor que 
la Fuerza total del Atacante de 2, por lo que 
no hay pérdidas adicionales del Atacante). 

8. Aplicar las Pérdidas. Un Jugador aplica 
pérdidas a sus piezas de la siguiente manera: 

• Todas las pérdidas deben aplicarse primero a 
las Piezas Líder. Si un Jugador tiene dos 
Piezas Líder, debe dividir las pérdidas entre 
ellas lo más manera más equitativa posible, 
pudiendo elegir cuál de sus dos piezas recibe 
una pérdida impar. 

• Si el número de pérdidas es mayor que la 
Fuerza total de sus Piezas Líder, el Jugador 
aplica el exceso a sus otras Piezas de Asalto, 
distribuidas como desee. 

• Si el resultado requiere más pérdidas que la 
Fuerza total de las Piezas de Asalto de un 
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3. Attack pieces declaration. The attacker names which of his
pieces in the attack approach will be his assault pieces. (He
cannot name more than three pieces, since the three-piece limit
for actions applies.) From his assault pieces, the attacker must
select the leading pieces and turn them face-up. Selection re-
quirements are as follows:

• In a narrow approach, the attacker must select exactly one
piece; in a wide approach, one or two can be selected.

• Two leading pieces must be the same type.

• Cavalry cannot lead if the defense approach is cavalry-
obstructing.

• Each leading piece must have a strength of two or more.

(The named assault pieces must include at least one piece eli-
gible to be a leading piece. The attacker, unlike the defender,
cannot select zero leading pieces and cannot select one-strength
leading pieces.)

(Pieces in the attack approach which are not named as assault
pieces do not participate in the assault in any way: they do not
take assault reductions nor do they advance on success.)

4. Artillery defense. The defender can choose to conduct an
artillery defense if all of the following conditions apply:

• The defender’s assault pieces include an artillery piece.

• The artillery is not a leading piece.

• The artillery did not declare or complete a bombardment
attack in the defender’s previous turn.

• There is not an artillery penalty in the attack approach.

To conduct the defense, the defender briefly reveals the ar-
tillery’s face to the attacker. The attacker then chooses one of
his leading pieces and reduces it.

5. Defense counter-attack. The defender has the option to
name counter-attacking pieces from among his assault pieces
and turn them face-up. If the defender does so, the following
requirements have to be met:

• A counter-attacking piece cannot also be a leading piece.

• In a narrow approach, the defender must name one piece;
in a wide approach, he can name one or two.

• Two counter-attacking pieces must be the same type.

• Cavalry pieces cannot be named if the defense approach is
cavalry-obstructing.

• Each counter-attacking piece must have a strength of two
or more.

The counter-attacking pieces immediately take as many reduc-
tions as there are attack leading pieces. If a player has two
counter-attacking pieces, he must divide the reductions be-
tween them as evenly as possible, with the player free to choose
which of his two pieces receives any odd reduction. (There is no
defense benefit in naming counter-attacking pieces that would
be immediately eliminated in this step.)

6. Result calculation. Calculate as follows:

• Total the strengths of the attacker’s leading pieces, and

• Subtract one for each infantry or cavalry penalty in the
defense approach that matches the type of the attacker’s
leading pieces, and

• Subtract the total strength of the defender’s leading
pieces (which can be zero), and

• Subtract the total strength of the counter-attacking pieces.

The attacker wins on a result greater than zero, and the de-
fender wins on a result less than or equal to zero. (Note that
the defender can win even if eliminated; such a result means
that the defenders succeeded in holding off the attackers for the
duration of the turn, even if they would not be able to do so for
another turn.)

7. Reduction calculation. Reductions are calculated as follows:

• Each side will suffer one reduction for each enemy lead-
ing piece (which can be zero).

• The attacker takes one additional reduction for each (sur-
viving) counter-attacking cavalry piece.

• On an attacker loss, if the negative of the result is equal to
or greater than the total current strength of the attacker’s
leading pieces, then add 1 to the attacker reduction to-
tal if there is 1 attacker leading piece, and 2 if there are
2 attacker leading pieces. (In the example, the negative
of the -1 result is 1, which is not equal to or greater than
the attacker’s total strength of 2, so no additional attacker
reductions.)

Una Pieza Líder del Atacante se reduce
Artillería de Defensa
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Pieza de Contraataque 
declarada y reducida
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• The attacker takes one additional reduction for each (sur-
viving) counter-attacking cavalry piece.

• On an attacker loss, if the negative of the result is equal to
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Penalización 
de Infantería

+2 (Pieza Líder del Atacante) 
-1 (Penalización de Infantería) 
-1 (Pieza Líder del Defensor) 
-1 (Pieza de Contraataque) 
= (igual) 
-1 (Resultado: Gana el Defensor)
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8. Reduction assessment. A player applies reductions to his
pieces as follows:

• All reductions must be applied to leading pieces first. If a
player has two leading pieces, he must divide the reduc-
tions between them as evenly as possible, with the player
free to choose which of his two pieces receives any odd
reduction.

• If the number of reductions is greater than the total
strength of his leading pieces, the player applies the ex-
cess to his other assault pieces, distributed as he wishes.

• If the result calls for more reductions than the total
strength of a player’s assault pieces, the excess is ignored.
(Ignored reductions do not affect morale.)

9. Assault completion. Completion is as follows:

• If the defender won: All pieces remain in place.

• If the attacker won: All of the defender’s pieces in the de-
fense locale must retreat (see section 13). All the attacker’s
assault pieces advance into reserve in the attacked locale.

At the end of the assault, all revealed faces are hidden again.

12 Cavalry Continuation

Cavalry has the ability of continuation. At the end of a maneu-
ver attack, assault, road march, or off-road march that ends in
reserve in a locale, cavalry can use continuation to advance to
block an approach in that locale. The locale opposite that ap-
proach must be enemy-occupied.

Continuation (as the name suggests) continues an action; it is
not itself an action. Continuation does not expend a command,
unless it is used to split up pieces (which is permitted) in a
multi-piece action between multiple destination positions. In
that case, each additional destination expends an additional
command.

Cavalry can use continuation at the end of a road march, but
only to an approach connected by road to the piece’s march
road. Continuation at the end of a maneuver attack during a
road march ends the road march. Note: a cavalry piece in re-
serve can “road march” zero crossings and then use continua-
tion (at no command cost) to follow a main road from reserve
to an approach in its start locale.

In a maneuver attack, if the attacker lost, continuation is re-
stricted to the attack approach.

In an assault, continuation is permitted only if the attacker won.

To use continuation, a piece’s face must be briefly revealed to
the opposing player to show that it is cavalry.

13 Retreats

A retreat is the evacuation of a locale resulting from a defender
loss in a maneuver attack or assault. When a defeated defender
has to retreat from a locale, all of his pieces in that locale must
retreat.

A retreat is not an action and does not expend a command.

The retreat procedure, along with an example, is as follows:

1. Reduction assessment. The defender reveals the pieces’
faces, then applies reductions to his pieces as follows:

• First, artillery in any position is eliminated.

• Then, in each approach, the pieces blocking the approach
take a total of one reduction if the approach is narrow, and
a total of 2 reductions if the approach is wide; reductions
can be taken by infantry, cavalry, or a mix of the two.

• Finally, infantry pieces in reserve take a total of one re-
duction, unless the retreat cause was an attack across a
wide approach with multiple surviving attacking pieces
advancing into the locale, in which case they take a total
of two reductions.

• In reserve, cavalry never takes reductions when it retreats.

For each position, the defender chooses the pieces in that po-
sition to take the reductions. If there are not enough pieces of
the specified types to take take all the reductions, the excess is
ignored.(Ignored reductions do not affect morale.)

Defensor 
+1 (Pieza Líder enemiga) 
= (igual) 
1 (pérdida)

Atacante 
+1 (Pieza Líder enemiga) 
+1 (Caballería de Contraataque) 
= (igual) 
2 (pérdidas)



Jugador, el exceso se ignora. (Las pérdidas 
ignoradas no afectan a la Moral). 

9. Fin del Asalto. El Fin se ejecuta como sigue: 
• Si gana el Defensor: Todas las piezas se 

quedan en su sitio. 
• Si gana el Atacante: Todas las piezas del 

Defensor de la Localización de Defensa deben 
retirarse (ver sección 13). Todas las Piezas de 
Asalto del Atacante pasan a la Reserva en la 
Localización atacada. 

Al final del Asalto, todas las caras descubiertas se 
ocultan de nuevo. 

12. Continuación de la Caballería 
La Caballería tiene la habilidad de Continuación. 
Al final de un Ataque de Maniobra, Asalto, Marcha 
por Carretera o Marcha Campo a Través que 
termina en la Reserva de una Localización, la 
Caballería puede usar Continuación para avanzar y 
Bloquear un paso en esa Localización. La 
Localización opuesta debe estar ocupada por el 
enemigo. 
La Continuación (como su nombre indica) continúa 
una Acción; no es en sí misma una Acción. La 
Continuación no gasta una Orden, a menos que se 
use para dividir piezas (lo que está permitido) en 
una Acción de varias piezas entre varias posiciones 
de destino. En ese caso, cada destino adicional 
gasta una Orden adicional. 

La Caballería puede usar la Continuación al final 
de una Marcha por Carretera, pero sólo a un paso 
conectado por Carretera a la Carretera de la Marcha 

de la pieza. La Continuación al final de un Ataque 
de Maniobra durante una Marcha por Carretera 
finaliza la Marcha por Carretera. Nota: Una pieza 
de Caballería en Reserva puede “Marchar por 
Carretera” cero cruces y luego usar la Continuación 
(sin Coste de Orden) para continuar por una 
Carretera Principal desde la Reserva hasta un paso 
en su Localización de inicio. 
En un Ataque de Maniobra, si el Atacante pierde, la 
Continuación se limita al Paso de Ataque. 
En un Asalto, la Continuación sólo se permite si el 
Atacante ha ganado. 
Para usar la Continuación, la cara de una pieza 
debe revelarse brevemente al Jugador rival para 
mostrar que es Caballería. 

13. Retiradas 
Una Retirada es la evacuación de una Localización 
como resultado de la derrota del Defensor en un 
Ataque de Maniobra o en un Asalto. Cuando un 
Defensor derrotado tiene que retirarse de una 
Localización, todas sus piezas en esa Localización 
deben retirarse. 
Una Retirada no es una Acción y no gasta una 
Orden.  
El procedimiento de Retirada, junto con un 
ejemplo, es el siguiente: 
1. Evaluación de Pérdidas. El Defensor revela las 
caras de las piezas, luego aplica pérdidas a sus 
piezas de la siguiente manera: 

• Primero, se elimina la Artillería en cualquier 
Posición. 

• Luego, en cada paso, las piezas que bloquean 
el paso sufren un total de una pérdida si el 
paso es estrecho, y un total de dos pérdidas si 
el paso es ancho; las pérdidas las puede sufrir 
tanto Infantería, Caballería, como una mezcla 
de ambas. 

• Por último, las piezas de Infantería en la 
Reserva sufren un total de una pérdida, a 
menos que la causa de la Retirada haya sido 
un Ataque a través de un paso ancho con 
múltiples Piezas Atacantes supervivientes 
avanzando hacia la Localización, en cuyo 
caso sufren un total de dos pérdidas. 

• En la Reserva, la Caballería nunca sufre 
pérdidas cuando se retira. 
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8. Reduction assessment. A player applies reductions to his
pieces as follows:

• All reductions must be applied to leading pieces first. If a
player has two leading pieces, he must divide the reduc-
tions between them as evenly as possible, with the player
free to choose which of his two pieces receives any odd
reduction.

• If the number of reductions is greater than the total
strength of his leading pieces, the player applies the ex-
cess to his other assault pieces, distributed as he wishes.

• If the result calls for more reductions than the total
strength of a player’s assault pieces, the excess is ignored.
(Ignored reductions do not affect morale.)

9. Assault completion. Completion is as follows:

• If the defender won: All pieces remain in place.

• If the attacker won: All of the defender’s pieces in the de-
fense locale must retreat (see section 13). All the attacker’s
assault pieces advance into reserve in the attacked locale.

At the end of the assault, all revealed faces are hidden again.

12 Cavalry Continuation

Cavalry has the ability of continuation. At the end of a maneu-
ver attack, assault, road march, or off-road march that ends in
reserve in a locale, cavalry can use continuation to advance to
block an approach in that locale. The locale opposite that ap-
proach must be enemy-occupied.

Continuation (as the name suggests) continues an action; it is
not itself an action. Continuation does not expend a command,
unless it is used to split up pieces (which is permitted) in a
multi-piece action between multiple destination positions. In
that case, each additional destination expends an additional
command.

Cavalry can use continuation at the end of a road march, but
only to an approach connected by road to the piece’s march
road. Continuation at the end of a maneuver attack during a
road march ends the road march. Note: a cavalry piece in re-
serve can “road march” zero crossings and then use continua-
tion (at no command cost) to follow a main road from reserve
to an approach in its start locale.

In a maneuver attack, if the attacker lost, continuation is re-
stricted to the attack approach.

In an assault, continuation is permitted only if the attacker won.

To use continuation, a piece’s face must be briefly revealed to
the opposing player to show that it is cavalry.

13 Retreats

A retreat is the evacuation of a locale resulting from a defender
loss in a maneuver attack or assault. When a defeated defender
has to retreat from a locale, all of his pieces in that locale must
retreat.

A retreat is not an action and does not expend a command.

The retreat procedure, along with an example, is as follows:

1. Reduction assessment. The defender reveals the pieces’
faces, then applies reductions to his pieces as follows:

• First, artillery in any position is eliminated.

• Then, in each approach, the pieces blocking the approach
take a total of one reduction if the approach is narrow, and
a total of 2 reductions if the approach is wide; reductions
can be taken by infantry, cavalry, or a mix of the two.

• Finally, infantry pieces in reserve take a total of one re-
duction, unless the retreat cause was an attack across a
wide approach with multiple surviving attacking pieces
advancing into the locale, in which case they take a total
of two reductions.

• In reserve, cavalry never takes reductions when it retreats.

For each position, the defender chooses the pieces in that po-
sition to take the reductions. If there are not enough pieces of
the specified types to take take all the reductions, the excess is
ignored.(Ignored reductions do not affect morale.)

2 perdidas del Atacante
1 perdida del Defensor
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duction, unless the retreat cause was an attack across a
wide approach with multiple surviving attacking pieces
advancing into the locale, in which case they take a total
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Las piezas permanecen en su sitio
(Ambos Jugadores pueden determinar dónde se encuentran las 

piezas empujando las que sobreviven al paso más cercano a ellas)
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fense locale must retreat (see section 13). All the attacker’s
assault pieces advance into reserve in the attacked locale.

At the end of the assault, all revealed faces are hidden again.

12 Cavalry Continuation

Cavalry has the ability of continuation. At the end of a maneu-
ver attack, assault, road march, or off-road march that ends in
reserve in a locale, cavalry can use continuation to advance to
block an approach in that locale. The locale opposite that ap-
proach must be enemy-occupied.

Continuation (as the name suggests) continues an action; it is
not itself an action. Continuation does not expend a command,
unless it is used to split up pieces (which is permitted) in a
multi-piece action between multiple destination positions. In
that case, each additional destination expends an additional
command.

Cavalry can use continuation at the end of a road march, but
only to an approach connected by road to the piece’s march
road. Continuation at the end of a maneuver attack during a
road march ends the road march. Note: a cavalry piece in re-
serve can “road march” zero crossings and then use continua-
tion (at no command cost) to follow a main road from reserve
to an approach in its start locale.

In a maneuver attack, if the attacker lost, continuation is re-
stricted to the attack approach.

In an assault, continuation is permitted only if the attacker won.

To use continuation, a piece’s face must be briefly revealed to
the opposing player to show that it is cavalry.

13 Retreats

A retreat is the evacuation of a locale resulting from a defender
loss in a maneuver attack or assault. When a defeated defender
has to retreat from a locale, all of his pieces in that locale must
retreat.

A retreat is not an action and does not expend a command.

The retreat procedure, along with an example, is as follows:

1. Reduction assessment. The defender reveals the pieces’
faces, then applies reductions to his pieces as follows:

• First, artillery in any position is eliminated.

• Then, in each approach, the pieces blocking the approach
take a total of one reduction if the approach is narrow, and
a total of 2 reductions if the approach is wide; reductions
can be taken by infantry, cavalry, or a mix of the two.

• Finally, infantry pieces in reserve take a total of one re-
duction, unless the retreat cause was an attack across a
wide approach with multiple surviving attacking pieces
advancing into the locale, in which case they take a total
of two reductions.

• In reserve, cavalry never takes reductions when it retreats.

For each position, the defender chooses the pieces in that po-
sition to take the reductions. If there are not enough pieces of
the specified types to take take all the reductions, the excess is
ignored.(Ignored reductions do not affect morale.)

Marcha 
normal

Continuación
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8. Reduction assessment. A player applies reductions to his
pieces as follows:

• All reductions must be applied to leading pieces first. If a
player has two leading pieces, he must divide the reduc-
tions between them as evenly as possible, with the player
free to choose which of his two pieces receives any odd
reduction.

• If the number of reductions is greater than the total
strength of his leading pieces, the player applies the ex-
cess to his other assault pieces, distributed as he wishes.

• If the result calls for more reductions than the total
strength of a player’s assault pieces, the excess is ignored.
(Ignored reductions do not affect morale.)

9. Assault completion. Completion is as follows:

• If the defender won: All pieces remain in place.

• If the attacker won: All of the defender’s pieces in the de-
fense locale must retreat (see section 13). All the attacker’s
assault pieces advance into reserve in the attacked locale.

At the end of the assault, all revealed faces are hidden again.

12 Cavalry Continuation

Cavalry has the ability of continuation. At the end of a maneu-
ver attack, assault, road march, or off-road march that ends in
reserve in a locale, cavalry can use continuation to advance to
block an approach in that locale. The locale opposite that ap-
proach must be enemy-occupied.

Continuation (as the name suggests) continues an action; it is
not itself an action. Continuation does not expend a command,
unless it is used to split up pieces (which is permitted) in a
multi-piece action between multiple destination positions. In
that case, each additional destination expends an additional
command.

Cavalry can use continuation at the end of a road march, but
only to an approach connected by road to the piece’s march
road. Continuation at the end of a maneuver attack during a
road march ends the road march. Note: a cavalry piece in re-
serve can “road march” zero crossings and then use continua-
tion (at no command cost) to follow a main road from reserve
to an approach in its start locale.

In a maneuver attack, if the attacker lost, continuation is re-
stricted to the attack approach.

In an assault, continuation is permitted only if the attacker won.

To use continuation, a piece’s face must be briefly revealed to
the opposing player to show that it is cavalry.

13 Retreats

A retreat is the evacuation of a locale resulting from a defender
loss in a maneuver attack or assault. When a defeated defender
has to retreat from a locale, all of his pieces in that locale must
retreat.

A retreat is not an action and does not expend a command.

The retreat procedure, along with an example, is as follows:

1. Reduction assessment. The defender reveals the pieces’
faces, then applies reductions to his pieces as follows:

• First, artillery in any position is eliminated.

• Then, in each approach, the pieces blocking the approach
take a total of one reduction if the approach is narrow, and
a total of 2 reductions if the approach is wide; reductions
can be taken by infantry, cavalry, or a mix of the two.

• Finally, infantry pieces in reserve take a total of one re-
duction, unless the retreat cause was an attack across a
wide approach with multiple surviving attacking pieces
advancing into the locale, in which case they take a total
of two reductions.

• In reserve, cavalry never takes reductions when it retreats.

For each position, the defender chooses the pieces in that po-
sition to take the reductions. If there are not enough pieces of
the specified types to take take all the reductions, the excess is
ignored.(Ignored reductions do not affect morale.)
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Para cada Posición, el Defensor elige las piezas en 
esa Posición para sufrir las pérdidas. Si no hay 
suficientes piezas de los Tipos especificados para 
asumir todas las pérdidas, el exceso se ignora (las 
pérdidas ignoradas no afectan a la Moral). 
2. Retirar Piezas. Todas las piezas de la 
Localización se retiran a las áreas de Reserva de las 
localizaciones adyacentes: 

• El Defensor elige qué piezas irán adónde. 
• Las piezas no pueden retirarse a una 

Localización de la que proceda el Ataque, ni a 
una Localización ocupada por el enemigo, ni 
por encima de la Capacidad de la Localiza-
ción. 

• De los tres Tipos de direcciones de paso (este, 
oeste y sin marcar), los Franceses no pueden 
retirarse al oeste ni los Austriacos al este a 
menos que no haya otras alternativas legales 
disponibles. (Los Franceses no tienen que 
preferir este a no marcado, y los Austriacos no 
tienen que preferir oeste a no marcado). 

• Las piezas que no tengan disponible ninguna 
Localización a la que puedan retirarse son 
eliminadas. Si la Capacidad de la Localiza-
ción es suficiente para algunas piezas en 
Retirada, pero no para todas, el Jugador en 
Retirada elige cuáles se retiran y cuáles se 
eliminan. 

Una vez Retiradas todas las piezas, sus caras 
vuelven a ocultarse. (El Jugador Atacante sí ve qué 
piezas se retiran a qué casilla). 

14. Desorganización Francesa 
En la batalla histórica, el Ataque Austriaco 
sorprendió a los Franceses. Para reflejar esto, aplica 
las siguientes reglas: 
En la Ronda de las 6:00 AM (solamente), las piezas 
Francesas no pueden Bloquear los Ataques por 
ningún medio. 
Además, todas las piezas Francesas en el mapa al 
comienzo están Desorganizadas y sujetas a 
restricciones. Se convierten en Organizadas (el 
estado normal para las piezas) mediante Acciones 
de Organizar. 
Una Pieza Desorganizada no puede Atacar. Puede 
Marchar entre las posiciones de su Localización, y 
puede Bloquear Ataques de Maniobra, pero no 

puede Marchar fuera de su Localización. Una Pieza 
Desorganizada puede abandonar su Localización 
retirándose, pero esto no pone fin a las restricciones 
de Desorganización; sólo cambia la Localización a 
la que se aplican. 
Si hay menos de tres piezas Francesas Organizadas 
en el mapa en el momento de una Acción de 
Organizar (sin contar las piezas eliminadas o las 
piezas que la Acción está a punto de Organizar), la 
Acción organiza una sola pieza. Si hay tres o más 
piezas Francesas Organizadas en el mapa, puedes 
Organizar dos piezas. El Jugador Francés elige las 
piezas que organiza con una Acción de Organizar. 
Si son dos piezas, no tienen que estar en la misma 
Localización. 
En un solo turno, no está permitido Organizar sólo 
algunas de las piezas de una Localización. O se 
usan suficientes Acciones para Organizar todas las 
piezas de una Localización, o no se puede 
Organizar ninguna. 
Una pieza puede organizarse mediante una Acción 
de Organizar y realizar otra Acción en el mismo 
turno. Cualquier Coste de Orden de esa otra Acción 
se suma al Coste de Orden de la Acción de 
Organizar. 
Si una Retirada o Marcha pone piezas Organizadas 
y Desorganizadas en la misma Localización, todas 
quedan inmediatamente Desorganizadas e 
inmediatamente sujetas a las restricciones de 
Desorganización. (Una Marcha por Carretera 
terminaría en esa Localización). 
Los Refuerzos Franceses entran en el juego ya 
organizados sin necesidad de gastar Acciones de 
Organizar en ellos. 

15. Refuerzos 
Las piezas colocadas en Áreas de Espera durante el 
Despliegue pueden entrar en el mapa como 
Refuerzos en los momentos y por las vías de 
entrada indicados en el mapa. (El Área de 
Despliegue Austriaca también es un Área de 
Espera). 
Una pieza que entra en el mapa como Refuerzo 
debe usar Marcha por Carretera. El punto por el 
que la Carretera entra en el mapa se considera el 
primer cruce de la Marcha y se le aplican los 
Límites de Tráfico. Si hay más piezas disponibles 
para entrar de las que permiten los Límites de 
Tráfico, el exceso debe esperar hasta otro turno. 
Las Piezas de Refuerzo elegibles nunca están 
obligadas a entrar. (Pueden permanecer de forma 
voluntaria fuera del mapa). Pueden entrar en el 
Orden que elija el Jugador que mueve. 
Mientras haya Refuerzos en una Área de Espera 
que aún no hayan entrado en el mapa, ninguna 
pieza enemiga puede entrar (o intentar entrar, por 
Asalto o Ataque de Maniobra) en la Localización 
en la que estos Refuerzos tienen que entrar primero. 
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2. Retreat pieces. All pieces in the locale are retreated into the
reserve areas of adjacent locales:

• The defender chooses which pieces will go where.

• Pieces cannot retreat into a locale from which the attack
came, nor into an enemy-occupied locale, nor in excess of
locale capacity.

• Of the three types of approach directions (east, west, and
unmarked), the French cannot retreat west nor the Aus-
trians east unless no other legal alternatives are available.
(The French do not have to prefer east to unmarked, and
the Austrians do not have to prefer west to unmarked.)

• Any pieces that have no locale where they can retreat are
eliminated. If locale capacity is enough for some retreat-
ing pieces, but not all, the retreating player chooses which
to retreat and which to eliminate.

After all pieces are retreated, their faces are again hidden. (The
attacking player does see which pieces retreat into which lo-
cale.)

14 French Disorganization

In the historical battle, the Austrian attack surprised the French.
To reflect this, the following rules are in effect:

On the 6:00 AM round (only), French pieces cannot block ap-
proaches by any means.

Also, all French pieces on the map at start are disorganized and
subject to restrictions. They are converted to organized (the nor-
mal state for pieces) by organize actions.

A disorganized piece cannot attack. It can march between po-
sitions within its locale, and can block maneuver attacks, but it
cannot march out of its locale. A disorganized piece can leave
its locale by retreat, but this does not end disorganization re-
strictions; it just changes the locale to which they apply.

If there are fewer than three organized French pieces on the map
at the time of an organize action (not counting eliminated pieces
or pieces the action is about to organize), the action organizes a
single piece. If there are three or more organized French pieces
on the map, it can organize two pieces. The French player
chooses the pieces to be organized by an organize action. If
two pieces, they do not have to be in the same locale.

In a single turn, it is not permitted to organize just some of the
pieces in a locale. Either enough actions must be used to orga-
nize all the pieces in a locale, or none of them can be organized.

A piece can be organized by an organize action and perform an-
other action in the same turn. Any command cost of that other
action is in addition to the command cost of the organize action.

If a retreat or march puts organized and disorganized pieces in
the same locale, all become immediately disorganized and im-

mediately subject to disorganization restrictions. (A road march
would end in that locale.)

French reinforcements enter the game already organized with-
out the need for expending organize actions on them.

15 Reinforcements

Pieces placed in holding areas during set-up are eligible to en-
ter the map as reinforcements at the times and entry roads indi-
cated for them on the map. (The Austrian set-up area is also a
holding area.)

A piece entering the map as a reinforcement must use road
march. Where the road enters the map is considered to be the
first crossing of the march and traffic limits apply to it. If more
pieces are available to enter than traffic limits allow, the excess
must wait until another turn.

Eligible reinforcement pieces are never required to enter. (They
can be voluntarily held off-map.) They can enter in any order
the moving player chooses.

While there are reinforcements in a holding area yet to enter the
map, no enemy piece may enter (or attempt to enter, by assault
or maneuver attack) the locale which these reinforcements have
to enter first.

In the historical battle, the Austrians threw a pontoon bridge
across the Bormida River. To reflect this, in addition to be-
ing able to have three Austrian reinforcement pieces enter per
turn by the main road, one additional piece per turn can enter
by crossing the pontoon bridge. A piece entering by pontoon
bridge must end its move in the entry locale. (There is no road
from the pontoon bridge out of the locale.) Pontoon bridge en-
try does not require the expenditure of a command.

The Austrian artillery cannot enter before the 7:00AM round.
Prior that round it stays face-up in the Austrian holding area.

16 Approach Clean-up

A player performs approach clean-up for his pieces at the start
of his turn. (Only at the start of his own turn and only for his
own pieces.)

During approach clean-up, if a piece is blocking an approach,
and the locale opposite that approach is not enemy-occupied,
then the approach is cleaned up by moving the piece back into
reserve in its own locale. Where clean-up is not mandatory it
is forbidden. Approach clean-up is not an action and does not
expend a command. (A piece that is cleaned-up can perform an
action afterwards in that same turn.)

17 Shuffling Pieces

To conceal the identity of reinforcement pieces or pieces whose
faces have been revealed and then hidden again, a player can
pick up his own pieces in the same position, or in the same
holding area, secretly shuffle them together, and then put them
back.

Shuffling can be done at any time (even in an opponent’s turn),
but pieces that are eligible to perform an action later that turn
cannot be shuffled together with pieces that are not eligible to
perform an action later that turn.

Las Piezas en retirada 
abandonan la localización

Símbolo de dirección 
Oeste a Este

La piezas 
victoriosas entran 
en la Localización



En la batalla histórica, los Austriacos lanzaron un 
Puente de Pontones a través del río Bormida. Para 
reflejar esto, además de poder entrar tres Piezas de 
Refuerzo Austriacas por turno por la Carretera 
Principal, puede entrar una pieza adicional por 
turno cruzando el Puente de Pontones. Una pieza 
que entre por el Puente de Pontones debe terminar 
su movimiento en la Localización de entrada. (La 
entrada por el Puente de Pontones no requiere 
gastar una Orden. 
La Artillería Austriaca no puede entrar antes de la 
Ronda de las 7:00AM. Antes de esa Ronda 
permanece boca arriba en el Área de Espera 
Austriaca. 

16. Limpieza de Pasos 
Un Jugador realiza la Limpieza de Pasos de sus 
piezas al comienzo de su turno. (Sólo al comienzo 
de su propio turno y sólo para sus propias piezas). 
Durante la Limpieza de Pasos, si una pieza está 
bloqueando un paso, y la Localización opuesta a 
ese paso no está ocupada por el enemigo, entonces 
el paso se limpia moviendo la pieza a la Reserva en 
su propia Localización. Cuando la limpieza no es 
obligatoria, está prohibida. La Limpieza de Pasos 
no es una Acción y no gasta una Orden. (Una pieza 
que se limpia puede realizar una Acción posterior 
en ese mismo turno). 

17. Mezclar Piezas 
Para ocultar la identidad de Piezas de Refuerzo o 
piezas cuyas caras han sido reveladas y luego 
ocultadas de nuevo, un Jugador puede coger sus 
propias piezas en la misma Posición, o en la misma 
Área de Despliegue, mezclarlas en secreto y luego 
volver a colocarlas. 
La mezcla puede hacerse en cualquier momento 
(incluso en el turno de un adversario), pero las 
piezas que pueden realizar una Acción más tarde en 
ese turno no pueden mezclarse con piezas que no 
pueden realizar una Acción más tarde en ese turno. 

18. Moral 
Cada Ejército del juego tiene un Nivel de Moral, 
que se registra con fichas de Moral. La Moral 
puede ganarse o perderse durante la partida. El 
Nivel de Moral de un Ejército en un momento dado 
es el número total de fichas de Moral que tiene en 
el Área de Moral No Comprometidas, más el 
número de fichas de Moral que tiene en el mapa 
como Moral Comprometida para Localizaciones 
individuales. Cuando el Nivel de Moral de un 
Ejército cae a cero, el Ejército está Desmoralizado 
y pierde inmediatamente la partida. 
Comprobación de Moral. Al comienzo del turno 
de cada Ejército, se Com Moral. Cualquier ficha de 
Moral que el Ejército tenga en el Registro de 
Tiempo para ese turno se mueve al Área de Moral 
No Comprometida, aumentando la Moral del 
Ejército. 

Comprometer Moral. Según Acciones, la Moral 
puede comprometerse de la siguiente manera: 

• Si el Defensor gana en un Ataque de 
Maniobra, por defecto se asigna una ficha de 
Moral del Defensor a la Localización de 
Defensa. Sin embargo, se asignan dos fichas 
de Moral del Defensor si se dan todas las 
circunstancias siguientes: el Paso de Defensa 
es ancho, había varias Piezas Atacantes y era 
el primer Ataque de Maniobra a través de ese 
paso en ese turno. 

• Si el Defensor vence en un Asalto, asigna una 
ficha de Moral del Defensor a la Localización 
de Defensa por cada Pieza Defensora elegida 
para Liderar la Defensa y una por cada pieza 
elegida para Contraatacar. 

• Los Austriacos (únicamente) deben asignar 
una ficha de Moral a una Localización por 
cada pieza Austriaca que retiren de esa 
Localización. No se requiere comprometer 
para las piezas eliminadas. (La Penalización 
refleja que el Ejército Austriaco fue rodeado y 
tuvo que avanzar para escapar). 

• Los requisitos de Comprometer Moral de una 
Localización se cumplen primero moviendo 
allí fichas de Moral No Comprometida. Si no 
hay suficientes fichas No Comprometidas, el 
Jugador oponente puede (pero no está 
obligado) a compensar toda o parte de la 
diferencia eligiendo fichas del Ejército 
perdedor Compromet idas en ot ra(s) 
Localización(es) y transfiriéndolas a la 
Localización. 

• Las fichas de Moral asignadas a una 
Localización pueden acumularse allí como 
resultado de múltiples Acciones y a lo largo 
de múltiples turnos. 

Pérdida de Moral. A través de las Acciones, la 
Moral puede perderse de la siguiente manera: 

• Por cada pérdida que sufra un Ejército por un 
Bombardeo de Artillería, por una Retirada, o 
como perdedor de un Asalto, pierde una 
Moral. (El vencedor en un Asalto no sufre 
Pérdidas de Moral por pérdidas. Las Pérdidas 
de Moral por Asalto del perdedor por Defensa 
de Artillería y Contraataque se aplazan hasta 
que se determine el resultado del Asalto). 

• Las Pérdidas de Moral por pérdidas se sufren 
primero de la Moral No Comprometida. Si no 
hay suficientes fichas No Comprometidas, el 
Jugador oponente compensa la diferencia 
eligiendo entre las fichas del Ejército 
perdedor Comprometidas en Localizaciones. 

Mantenimiento de Moral. Al final del turno de 
cada Ejército, el Ejército realiza Mantenimiento de 
Moral de su propia Moral. El proceso de 
Mantenimiento de Moral del Ejército es el 
siguiente: 
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1. Por cada Localización en la que el Ejército haya 
comprometido fichas de Moral y la Localización 
esté ocupada por el enemigo, o en la que la 
Localización esté no ocupada y la última pieza que 
entró en la Localización fuera enemiga, se pierden 
las fichas de esa Localización. (Los puntos 2 y 3 
sólo se aplican a las fichas que no se perdieron en 
este paso). 
2. Para cada Localización en la que el Ejército haya 
comprometido fichas de Moral y ninguna de las 
localizaciones adyacentes esté ocupada por el 
enemigo, las fichas del Ejército de la Localización 
se devuelven a Moral No Comprometida. 
3. Si es un turno Francés antes de las 4:00P M, el 
Jugador Francés puede elegir una ficha de Moral 
Comprometida y devolverla a Moral No 
Comprometida. Una ficha no es elegible para ser 
devuelta si durante el turno enemigo anterior fue 
transferida de estar Comprometida en una 
Localización a estar Comprometida en una 
Localización diferente. (Si el Francés no tiene 
fichas elegibles para devolución, ninguna puede ser 
devuelta. El Jugador Francés no puede elegir una 
ficha de retorno en o después de la Ronda de las 
4:00PM). 

19. Condiciones de Victoria 
La Desmoralización de cualquiera de los Ejércitos 
provoca que la partida termine inmediatamente, 
ganando el Ejército contrario por Victoria Decisiva. 
Si no hay Victoria Decisiva antes del final de la 
Ronda de las 9:00PM, entonces Austria gana una 
Victoria Marginal si tiene al menos 3 piezas al este 
de la línea Objetivo (ligne d'objectif ); en otro caso 
Francia gana una Victoria Marginal. 

20. Terreno 
Para facilitar la referencia, las reglas de Terreno 
distribuidas a lo largo de las otras secciones de 
reglas se repiten aquí, Organizadas por tipo de 
Terreno. 
Penalizaciones de Infantería y Caballería: En un 
Asalto, por cada Penalización de este tipo en el 
Paso de Defensa que coincida con el tipo de las 
piezas que lideran el Ataque, se resta una de la 
Fuerza de Ataque durante el Cálculo del Resultado. 
Penalizaciones de Artillería: En un Bombardeo, si 
hay una Penalización de Artillería en el Paso de 

Defensa, el Ataque no puede realizarse. En un 
Asalto, si hay una Penalización de Artillería en el 
Paso de Ataque, no se puede hacer una Defensa de 
Artillería. 
Pasos Infranqueables: Las piezas nunca pueden 
Ocupar, Marchar, virar o retirarse a través de lindes 
marcadas como intransitables, incluso si ello 
causara la eliminación de las piezas en Retirada. 
Pasos con Obstrucción para Caballería: No se 
puede realizar un Ataque de Maniobra sin 
Infantería si el Paso de Defensa presenta 
Obstrucción para Caballería. En un Asalto, si el 
Paso de Defensa tiene Obstrucción para Caballería: 
la Caballería no puede Liderar el Ataque, Liderar la 
Defensa o Contraatacar. 
Pasos Anchos y Estrechos: Se necesita al menos 
una pieza para Bloquear completamente un paso 
estrecho; dos para un paso ancho. Un paso ancho 
bloqueado por una pieza está parcialmente 
bloqueado. Un Ataque de Maniobra tiene éxito 
contra un paso no bloqueado, falla contra un paso 
totalmente bloqueada, y puede o no tener éxito 
contra un paso parcialmente bloqueado. (Consulta 
la Sección 9 para miss detalles). Un Asalto a través 
de un paso estrecho está limitado a una Pieza Líder 
de Ataque, otra Pieza Líder de Defensa y otra que 
Pieza de Contraataque. Un Asalto a través de un 
paso ancho puede tener hasta dos Piezas Líder de 
Ataque, Defensa y Contraataque. 
Capacidad de la Localización: Las piezas no 
pueden entrar en una Localización (ni siquiera para 
atravesarla) mediante una Marcha, un Ataque de 
Maniobra, un Asalto o una Retirada, si al hacerlo el 
número de piezas amigas en la Localización excede 
su capacidad. 
Carreteras Principales y Locales: Se usa para 
Marchas por Carretera. Las Marchas por Carreteras 
Principales no tienen Coste de Orden. La Caballería 
puede realizar Ataques de Maniobra durante las 
Marchas por Carretera. La Continuación de la 
Caballería al final de una Marcha por Carretera 
debe estar en la Carretera. Los Refuerzos entran en 
Marcha por Carretera. 

21. Tipos de piezas 
Para facilitar la consulta, las reglas sobre Tipos de 
piezas distribuidas en las demás secciones de reglas 
se repiten aquí, Organizadas por tipo de pieza. 
Infantería: Un Ataque de Maniobra a través de un 
Paso de Defensa Obstruido para Caballería tiene 
que incluir Infantería. En un Asalto: (1) se resta uno 
de la Fuerza de un Ataque dirigido por Infantería 
por cada Penalización de Infantería en el Paso de 
Defensa, y (2) los Contraataques de Infantería no 
aumentan las pérdidas del Atacante. Para las 
pérdidas de Retirada: (1) desde la Reserva, se 
aplican dos pérdidas de Infantería si el Paso de 
Ataque era ancho y el avance de Ataque es con 
múltiples Piezas Atacantes, o una pérdida en caso 
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18 Morale

Each army in the game has a morale level, which is tracked
with morale tokens. Morale can be gained or lost during play.
An army’s morale level at any given time is the total number
of morale tokens it has in the uncommitted morale area, plus
the number of morale tokens it has on the map as committed
morale for individual locales. When an army’s morale level
drops to zero, the army is demoralized and immediately loses
the game.

Scheduled morale updates. At the start of each army’s turn,
scheduled morale updating is performed. Any morale tokens
the army has on the time track for that turn are moved to the
uncommitted morale area, increasing the army’s morale.

Committing morale. Through actions, morale can be commit-
ted as follows:

• If the defender wins in a maneuver attack, the default case
is to commit one defender morale token to the defense lo-
cale. However, two defender morale tokens are commit-
ted instead if all of the following apply: the defense ap-
proach is wide, there were multiple attacking pieces, and
this was the first maneuver attack across that approach
this turn.

• If the defender wins in an assault, commit one defender
morale token to the defense locale for each defender piece
chosen to lead the defense and one for each piece chosen
to counter-attack.

• The Austrians (only) must commit one morale token to a
locale for each Austrian piece they retreat out of that lo-
cale. No commitment is required for eliminated pieces.
(The penalty reflects that the Austrian army was sur-
rounded and had to advance to break out.)

• Morale commitment requirements for a locale are first
met by moving tokens there from uncommitted morale.
If there are not enough uncommitted tokens, the opposing
player is permitted (but not required) to make up all or
part of the difference by choosing from the losing army’s
tokens committed to other locale(s) and transferring them
into the locale.

• Morale tokens committed to a locale can accumulate there
as the result of multiple actions and over multiple turns.

Losing morale. Through actions, morale can be lost as follows:

• For each reduction an army suffers from an artillery bom-
bardment, from a retreat, or as the loser in an assault, it
loses one morale. (The winner in an assault does not suffer
morale losses for reductions. Loser assault morale losses
for artillery defense and counter-attack reductions are de-
ferred until the assault result is determined.)

• Morale losses for reductions are first taken from uncom-
mitted morale. If there are not enough uncommitted
tokens, the opposing player makes up the difference by
choosing from the losing army’s tokens committed to lo-
cales.

Morale clean-up. At the end of each army’s turn, the army per-
forms morale clean-up for its own morale. The clean-up proce-
dure for the army’s morale is as follows:

1. For each locale where the army has committed morale to-
kens and the locale is enemy-occupied, or where the lo-
cale is unoccupied and the last piece to enter the locale
was enemy, the tokens in that locale are lost. (Steps 2 and
3 only apply to tokens that were not lost in this step.)

2. For each locale where the army has committed morale to-
kens and where none of the adjacent locales are enemy-

occupied, the army’s tokens in the locale are returned to
uncommitted morale.

3. If it is a French turn prior to 4:00PM, the French player can
choose one committed morale token and return it to un-
committed morale. A token is not eligible to be chosen for
return if during the prior enemy turn it was transferred
from being committed to one locale to being committed
to a different locale. (If the French have no eligible tokens
for return, none can be returned. The French player can-
not choose a return token on or after the 4:00PM round.)

19 How to Win

Demoralization of either army ends the game immediately,
with the opposing army winning by decisive victory.

objective line

If there is no decisive victory before the
end of the 9:00PM round, then Aus-
tria wins a marginal victory if it has at
least 3 pieces east of the objective line
(ligne d’objectif ); otherwise France wins a
marginal victory.
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Marengo Trivia

A. Napoleon’s horse (1793-1831), ridden for instance at Marengo and Waterloo.
Its skeleton is exhibited in the National Army Museum, London.

B. Chicken Marengo. A French dish consisting of a chicken sautéed in oil with
garlic and tomato, garnished with fried eggs and crayfish. According to a pop-
ular myth, the dish was first made after Bonaparte’s victory at the Battle of
Marengo, created by his chef Dunant using by what the foraging soldiers found.

20 Terrain

For ease of reference, terrain rules distributed throughout the
other rules sections are repeated here, organized by terrain
type.

Infantry and Cavalry Penalties: In an assault, for each such
penalty in the defense approach matching the type of the attack
leading pieces, one is subtracted from the attack strength dur-
ing result calculation.

Artillery Penalties: In bombardment, if there is an artillery
penalty in the defense approach, the attack cannot be made. In
an assault, if there is an artillery penalty in the attack approach,
an artillery defense cannot be made.

Impassable Approaches: Pieces can never occupy, march, at-
tack, or retreat across approaches marked impassable, even if it
would cause retreating pieces to be eliminated.

Cavalry-obstructing Approaches: A maneuver attack without
infantry cannot be made if the defense approach is cavalry-
obstructing. In an assault, if the defense approach is cavalry-
obstructing: cavalry cannot lead the attack, lead the defense, or
counter-attack.

Línea Objetivo



contrario, y (2) desde cada paso, se aplica una 
pérdida de Infantería o Caballería si el paso es 
estrecho, o dos si es ancho. 
Caballería: Durante las Marchas por Carretera, la 
Caballería puede realizar Ataques de Maniobra. Sin 
Infantería, la Caballería no puede realizar un 
Ataque de Maniobra a través de un Paso de 
Defensa con Obstrucción para Caballería. En un 
Asalto: (1) se resta uno de la Fuerza de un Ataque 
liderado por Caballería por cada Penalización de 
Caballería en el Paso de Defensa, (2) los 
Contraataques de Caballería aumentan las pérdidas 
de los Atacantes, y (3) si el Paso de Defensa tiene 
Obstrucción para Caballería, las Piezas de 
Caballería no pueden Liderar un Ataque o Defensa, 
y no pueden Contraatacar. Los movimientos de 
Continuación sólo los puede hacer la Caballería. 
Para las pérdidas de Retirada: (1) la Caballería en 
Reserva no recibe pérdidas, y (2) de cada paso se 
aplica una pérdida de Infantería o Caballería si el 
paso es estrecho, o dos si es ancho, 
Artillería: Sin Infantería, la Artillería no puede 
realizar un Ataque de Maniobra a través de un Paso 
de Defensa con Obstrucción para Caballería. Las 
Acciones de Bombardeo sólo pueden ser realizadas 
por la Artillería. En un Asalto, la Artillería 
cualificada puede realizar Defensa de Artillería (ver 
sección 11, paso 4 para más detalles). Si es forzada 
a retirarse, la Artillería es eliminada. La Artillería 
Austriaca no puede entrar antes de la Ronda de las 
7:00 AM. 

22. Diferencias con Bonaparte at Marengo 
Esta sección pretende destacar las diferencias entre 
TRIOMPHE À MARENGO y Bonaparte en Marengo 
para aquellos familiarizados con el juego anterior. 
No sustituye una lectura completa de las reglas. 
La organización de las reglas ha cambiado. Hay 
cambios terminológicos: pieza por unidad, pérdida 
por pérdida de paso, Posición por lugar, Área de 
Espera por Área de Despliegue , Carretera 
Principal y local por Carretera primaria y 
secundaria, Marcha por movimiento. 
Se ha rehecho el mapa del juego. Hay muchos 
cambios sutiles en la disposición de los locales. 
La aleatorización se aplica ahora a los Refuerzos 
Franceses, así como a las piezas Francesas que 
comienzan la partida en el mapa. 
La activación Francesa ha sido sustituida por la 
organización Francesa, que funciona de forma 
diferente en casi todos los detalles. 
Las Marchas, los Bombardeos y Asaltos, y 
Organizar (esta última sustituye a la activación) se 
clasifican como “Acciones” y pueden realizarse en 
cualquier Orden. En una Acción pueden participar 
un máximo de tres piezas. 
Una Marcha para Bloquear un paso puede 
realizarse ahora sin Coste de Orden si se considera 
una Marcha Defensiva. 

Ahora se permite un Ataque de Maniobra a través 
de un paso ancho ocupado por una sola pieza 
enemiga; se necesitan dos piezas para Bloquear un 
paso ancho contra varias Piezas Atacantes. El 
número de Piezas Defensoras que pueden avanzar 
desde la Reserva para Bloquear un Ataque de 
Maniobra ahora no puede exceder el número de 
Piezas Atacantes. 
La Artillería ya no puede Marchar y declarar un 
Bombardeo en el mismo turno. 
Se han reorganizado las etapas del procedimiento 
de Asalto. Ahora el Defensor debe declarar las 
Piezas Líder de la Defensa antes de que el Atacante 
declare cuáles de sus piezas realizarán el Asalto e 
identifique a sus Piezas Líder. La Defensa de 
Artillería no puede realizarse si hay una 
Penalización de Artillería en el Paso de Ataque. Se 
ha eliminado la persecución de Caballería. Se ha 
añadido el Contraataque. El cálculo de la pérdida se 
basa ahora en una combinación de Piezas Líder 
enemigas, Piezas de Contraataque y el resultado. 
Un Atacante perdedor ya no se retira a la Reserva al 
perder un Asalto. Después de un Asalto con éxito, 
el Atacante ya no tiene prohibido entrar en la 
Localización de Defensa con otras piezas más tarde 
ese mismo turno, pero sí tiene prohibido entrar 
mediante Marcha por Carretera. 
Se ha eliminado la regla que impedía utilizar la 
Continuación de Caballería para realizar un 
movimiento de paso-reserva-paso dentro de una 
misma Localización. 
En una Retirada, se sufren dos pérdidas de 
Infantería de la Reserva en lugar de una si el 
avance del Ataque es de varias piezas a través de un 
paso ancho, y se sufren dos pérdidas en lugar de 
una por paso ancho. La exención de pérdida de 
Retirada para piezas en el Paso de Defensa en un 
Asalto ha sido eliminada. La Retirada ahora tiene 
en cuenta las direcciones este-oeste tal y como 
están impresas en el mapa. 
La entrada por el Puente de Pontones ya no 
requiere una Orden. La Artillería Austriaca no 
puede entrar antes de la Ronda de las 7:00AM. 
La Limpieza de Pasos es distinta del movimiento 
de Marcha y ocurre al comienzo del turno. 
Las reglas para mezclar piezas son más liberales. 
La Moral ahora usa fichas de Moral, que pueden 
estar en el Área de Moral No Comprometida o en el 
mapa como Moral Comprometida en Localizacio-
nes específicas, y que pueden ser transferidas entre 
ellas. La Moral puede ganarse con el Tiempo. El 
ganador de un Asalto ya no sufre pérdidas de 
Moral. La Desmoralización provoca que la partida 
termine inmediatamente. 
La Victoria Marginal se concede en función de las 
piezas Austriacas al este de la línea de Objetivo al 
final de la partida. 
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23. Ejemplo de Juego 
Esta sección pretende dar una idea de la mecánica 
de TRIOMPHE À MARENGO observando un 
posible movimiento en el primer turno por parte de 
Austria (rojo) y algunas posibles respuestas por 
parte de Francia (azul). La discusión no está 
completa, ni los movimientos mostrados son 
óptimos. Los Tipos de piezas están ocultos. Para 
facilitar la referencia, todas las piezas están boca 
abajo, las casillas tienen números y la discusión es 
desde el punto de vista Austriaco. 

En nuestro primer turno podemos traer un máximo 
de cuatro piezas al tablero (tres por la Carretera 
Principal, una por el Puente de Pontones). Pero, 
¿cómo? ¿Deberíamos simplemente mover las 
cuatro piezas a la casilla 1? ¿Tal vez sea demasiado 
lento? O, ¿deberíamos dividirlas en dos grupos, dos 
piezas en la casilla 1 y dos piezas en la casilla 2? O, 
¿deberíamos entrar con la máxima velocidad? 
Nos decidimos por la velocidad, así que avanzamos 
una pieza a la Localización 3, una segunda a la 
Localización 2 y dejamos dos piezas en la 
Localización 1. Cada pieza ha avanzado su 
distancia máxima. Ten en cuenta que ninguno de 
estos movimientos requirió ninguna Orden, ya que 
se realizan por la Carretera Principal o por el 
Puente de Pontones. Por último, una audacia 
particular es Liderar con Caballería, de modo que 
podamos usar la Continuación para Bloquear el 
paso desde la Localización 3 a la 5. Como en su 
turno 6AM los Franceses no pueden Bloquear 
pasos, no pueden responder en su turno bloqueando 
el paso contrario. El resultado es que estamos 
amenazando con un Ataque de Maniobra a las 7AM 
a la Localización 5 que no puede ser bloqueado (un 
Ataque de Maniobra desde un paso donde no hay 
Piezas Defensoras en el paso opuesto siempre tiene 
éxito). Esta amenaza estresará a los Franceses, 
seguro. 
Si pensamos en las posibles respuestas de Ataque 
Francesas, vemos que podrían dirigirse a la 

Localización 3. Si bloqueamos el paso a la 
Localización 5 allí, y si los Franceses tienen 
Caballería en la Localización 10, pueden Organizar 
las dos piezas en la Localización 10 (no pueden 
Organizar sólo una) y hacer un Ataque de Maniobra 
de Caballería por Carretera a la Localización 3 
(flecha A). Esto forzaría a nuestra pieza a retirarse, 
sufrir una pérdida; y perderíamos una Moral y 
tendríamos que comprometer una Moral en la 
Localización 3. El problema para los Franceses 
aquí es que requiere las tres Órdenes Francesas y 
deja la Carretera del norte totalmente abierta, algo 
muy peligroso para los Franceses en su primer 
turno. 
Ahora, consideremos lo que los Franceses podrían 
hacer defensivamente. Una respuesta podría ser 
mover ambas piezas de la Localización 5 juntas a la 
Localización 4, con un coste total de tres Órdenes 
(B). Esto cubriría la Carretera del norte y evitaría 
las pérdidas por Retirada de un Ataque Austriaco a 
la Localización 5 a las 7 de la mañana. Esta es una 
solución Francesa económica, ya que resuelve dos 
problemas con un solo movimiento. Otra respuesta 
defensiva Francesa podría ser aceptar que las piezas 
de la Localización 5 sean atacadas y forzadas a 
retirarse, y en su lugar Bloquear la Carretera del 
norte con las piezas de las localizaciones 8 ó 24 
(C1 y C2, respectivamente). Cada movimiento 
costaría dos Órdenes. Valora que esto es cierto 
incluso para el movimiento de la pieza de la 
Localización 24, ya que se está moviendo por una 
Carretera local; al hacer esto, sin embargo, la pieza 
puede defender el cuello de botella entre las 
localizaciones 4 y 7. Alternativamente, la pieza 
podría moverse por la Carretera del norte. 
Alternativamente, la pieza podría moverse por la 
Carretera Principal sin coste de Orden, pero sólo 
hasta la casilla 13 (C3). Esta no es la Posición de 
bloqueo perfecta, pero dejaría las dos Órdenes 
Francesas para ser usadas en otro lugar (en lugar de 
sólo 1). 
Después de haber completado nuestro movimiento, 
nos damos cuenta de otra apertura atractiva: 
podríamos haber movido nuestra primera pieza a la 
casilla 4, en lugar de a la 3. Si no fuera por la 
Desorganización Francesa, no deberíamos hacerlo, 
ya que las piezas Francesas de las casillas 5 y 8 
podrían realizar una secuencia de Ataque de 
Maniobra de 1-2 golpes y obligar a nuestra pieza de 
la casilla 4 a retirarse. Sin embargo, debido al 
hecho de que necesitarían gastar Órdenes para 
Organizar las piezas antes de poder moverlas, no 
tienen suficientes Órdenes para hacerlo. 
De cara al futuro, independientemente de la 
respuesta Francesa, tenemos que pensar dónde 
pretendemos ejercer presión en turnos posteriores. 
Una opción sería centrarnos en las piezas Francesas 
que custodian la Carretera del norte e intentar 
avanzar hacia el norte. Otra opción sería Atacar el 
centro Francés: las Localizaciones 8 y 9 (Marengo). 
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23 Game Play Example

This section is to give some insight in the mechanics of TRI-
OMPHE À MARENGO by looking at a possible first turn move
by Austria (red) and some possible responses by France (blue).
The discussion is neither complete, nor are the moves shown
optimum. The types of the pieces are hidden. For ease of ref-
erence, all pieces are face-down, the locales are given numbers,
and the discussion is from the Austrian point of view.

In our first turn we can bring a maximum of four pieces onto
the board (three on the main road, one by the pontoon bridge).
But how? Should we simply move all four pieces to locale 1?
Maybe this is too slow? Or, should we split them in two groups,
two pieces in locale 1 and two pieces in locale 2? Or, should we
enter with maximum speed?

We decide for the speed, and so we advance one piece into lo-
cale 3, a second into locale 2, and leave two pieces back in locale
1. Every piece has advanced its maximum distance. Note that
none of these moves required any commands, as they are either
by main road or by the pontoon bridge. Finally, one particular
audacity is to lead with cavalry, so that we can use continuation
to block the approach from locale 3 into locale 5. Because in
their 6AM turn the French cannot block approaches, they can-
not respond in their turn by blocking the opposite approach.
The result is that we are threatening a maneuver attack at 7AM
into locale 5 that can’t be blocked. (A maneuver attack from an
approach where there are no defending pieces in the opposite
approach always succeeds.) This threat will stress the French,
for sure.

If we think of possible French attack responses, we can see that
they could target locale 3. If we block the approach to locale 5
there, and if the French have cavalry in locale 10, they can or-
ganize the two pieces in locale 10 (they can’t organize just one)
and make a cavalry road maneuver attack into locale 3 (arrow
A). This would force our piece there to retreat, take a reduction;
and we would lose one morale and would have to commit one
morale into locale 3. The problem for the French here is that
it requires all three French commands and leaves the northern
road wide open, a highly dangerous thing for the French to do
on their first turn.

Now, let’s consider what the French might do defensively. One
response might be to move both locale 5 pieces together into lo-
cale 4, at a total cost of three commands (B). This would cover
the northern road and avoid retreat losses from a 7AM Austrian

attack into locale 5. This is an economical French solution in
that it solves two problems with a single move. Another French
defensive response might be to accept that the pieces in locale
5 will get attacked and forced to retreat, and instead block the
northern road with the pieces from either locale 8 or 24 (C1 and
C2, respectively). Each move would cost two commands. Note
that this is true even for the move of the locale 24 piece, since it
is moving on a local road; by doing that, however, the piece can
defend the bottleneck between locales 4 and 7. Alternatively,
the piece could move on the main road without command cost,
but only to locale 13 (C3). This is not the perfect blocking po-
sition, but would leave the French two commands to be used
somewhere else (instead of only 1).

After having completed our move, we realize another attrac-
tive opening: we could have moved our first piece to locale 4,
instead of locale 3. If it were not for French disorganization,
we shouldn’t do this, as the French pieces in locales 5 and 8
could deliver a 1-2 punch maneuver attack sequence and force
our piece in locale 4 to retreat. However, due to the fact that
they would need to spend commands organizing pieces before
they could move them, they don’t have enough commands to
do that.

Looking ahead, regardless of the French response, we need to
think about where we intend to apply pressure in later turns.
One option would be to focus on the French pieces guarding
the northern road and try to drive north. Another option would
be to attack the French center: locale 8 and 9 (Marengo). Still
another would be to work around the French left at locale 10,
and extend the fight in that direction. As we build up strength
we will eventually allow us to do all of these at once, if we
choose, but in the short term we don’t have enough commands
or pieces on the map to do that. Instead, we must prioritize and
make choices.

Other considerations

The above has only been an introduction. Its focus on the first
turn means that the differences between pieces, and how bom-
bardments and assaults work barely get mentioned, and so, a
quick discussion here of those subjects is therefore merited. Re-
garding the differences between the types of pieces, probably
the most important thing to be aware of is the ability of cav-
alry to make maneuver attacks by road and retreat from reserve
without taking reductions. This makes cavalry the dominant
arm in mobile situations in open terrain; it is able to both screen
withdrawals and pursue beaten enemies in ways that the other
two arms cannot. Regarding bombardments and assaults, these
two generally work together. The main thing to understand
is that taking positions by assault generally takes time. Multi-
ple assaults against the same position over multiple turns will
typically be required. The attacker ideally will want to have
artillery to help, as bombardments can help break a position
down faster and at lower cost to the attacker than is possible by
assault alone.

While players may pick up the basics pretty quickly, they will
find the game rewards extended thought and study. The armies
have few pieces and few commands: every one of them counts.
Games often come down to having a single piece of the right
type in the right place at the right time to make the right move.
It is by being far sighted, by anticipating how situations can de-
velop, and getting their pieces in place so as to be able to seize
moments of opportunity, that players can win in TRIOMPHE À

MARENGO.



Otra opción sería trabajar alrededor de la izquierda 
Francesa en la Localización 10, y extender la lucha 
en esa dirección. A medida que acumulemos 
Fuerzas, con el Tiempo podremos hacer todo esto a 
la vez, si así lo decidimos, pero a corto plazo no 
tenemos suficientes Órdenes o piezas en el mapa 
para hacerlo. En su lugar, debemos priorizar y 
elegir. 
Otras consideraciones 
Lo anterior sólo ha sido una introducción. Que se 
centre en el primer turno significa que las 
diferencias entre las piezas, y cómo funcionan los 
Bombardeos y los Asaltos apenas se mencionan, 
por lo que merece la pena una rápida discusión de 
estos temas. En cuanto a las diferencias entre los 
tipos de piezas, probablemente lo más importante a 
tener en cuenta es la capacidad de la Caballería 
para realizar Ataques de Maniobra por Carretera y 
retirarse de la Reserva sin sufrir pérdidas. Esto 
convierte a la Caballería en el arma dominante en 
situaciones móviles en Terreno abierto; es capaz 
tanto de proteger Retiradas como de perseguir 
enemigos derrotados de formas que las otras dos 
armas no pueden. En cuanto a los Bombardeos y 
Asaltos, estos dos suelen funcionar juntos. Lo 
principal que hay que entender es que la toma de 
posiciones por Asalto suele llevar Tiempo. 
Normalmente serán necesarios varios Asaltos 
contra la misma Posición a lo largo de varios 
turnos. Lo ideal es que el Atacante cuente con la 
ayuda de la Artillería, ya que los Bombardeos 
pueden ayudar a derribar una Posición más 
rápidamente y con un coste menor para el Atacante 
de lo que sería posible sólo con el Asalto. 
Aunque los jugadores pueden aprender lo básico 
con bastante rapidez, descubrirán que el juego 
recompensa la reflexión y el estudio prolongados. 
Los Ejércitos tienen pocas piezas y pocas Órdenes: 
cada una de ellas cuenta. A menudo, las partidas se 
reducen a tener una sola pieza del tipo adecuado en 
el lugar adecuado y en el momento adecuado para 
hacer el movimiento correcto. Los jugadores 
pueden ganar en TRIOMPHE À MARENGO siendo 
previsores, anticipándose a la evolución de las 
situaciones y colocando sus piezas en el lugar 
adecuado para poder aprovechar los momentos de 
oportunidad. 

Notas de diseño 
A partir de 2005, creé una serie de juegos de batalla 
del siglo XIX cuyo diseño se inspiraba en la 
apariencia de los mapas de batalla de la época. Su 
aspecto más distintivo era la forma en que los 
Ejércitos se representaban como largas líneas rectas 
sorprendentemente geométricas, un Ejército en rojo 
y el otro en azul. Esta apariencia es lo que llegué a 
llamar “El Aspecto”. 
A lo largo de los años había jugado a muchos 
wargames convencionales de hexágonos y cartones, 
pero sabía que nunca podrían capturar “El Aspecto” 

- tenían mucha geometría, pero era la geometría de 
los hexágonos, dominada por la dirección de la 
cuadrícula, en absoluto la geometría de la guerra 
lineal. 
Irónicamente, los primeros wargames, el Kriegspiel 
alemán del siglo XIX, se parecían bastante a “El 
Aspecto”: uti l izaban bloques de madera 
rectangulares en un mapa sin cuadrícula. En 
realidad, lo que intentaba no era dar a los wargames 
algo que nunca habían tenido, sino volver a algo 
que habían tenido pero perdido. 
Por supuesto, cabe preguntarse por qué se hace 
tanto alboroto por “El Aspecto”, ¿no es acaso lo 
que importa es lo divertido que sea un juego, o lo 
preciso que sea, y no su aspecto? 
Sin embargo, creo que estas cosas van unidas. Lo 
divertido que es un juego, su precisión y su aspecto 
se basan en el juego como máquina del tiempo. Y 
nosotros somos criaturas virtuales. Respondemos y 
comprendemos ante todo según lo que vemos. 
Pero la representación estrictamente cuadriculada 
del Kriegspiel tenía sus propios defectos: en tales 
sistemas, se utilizan medidas y normalmente hay 
enormes diferencias entre distancias tan idénticas 
como 15/16 de pulgada y 17/16 de pulgada, lo que 
da lugar a una minuciosidad que disloca mucho el 
sentido de la época: ningún comandante 
napoleónico se preocupó nunca de si el enemigo 
estaba a 99 yardas o a 101 yardas. 
Así que tenía que existir algún mecanismo 
regulador para cuantificar la posición y la distancia: 
¿pero de qué tipo? Mi primera idea fue un sistema 
punto a punto, pero pronto me decidí por un 
sistema basado en áreas. Los sistemas basados en 
áreas se habían utilizado durante muchos años, pero 
con mucho más éxito en juegos estratégicos que 
tácticos. 
La decisión clave que transformó las áreas en un 
modelo táctico que funcionaba como yo necesitaba 
fue permitir que las piezas se colocaran no sólo en 
el centro de las áreas, sino en las fronteras entre 
ellas. Y fue esta elección la que realmente fijó el 
diseño físico básico con el que iba a trabajar. 
Lamentablemente, no tenía reglas ni mecanismos 
de juego. Sabía cómo sería el juego, pero ¿cómo se 
jugaría? 
Mi principal objetivo era jugar rápido. El objetivo 
era hacer un juego que pudiera jugarse de principio 
a fin en una sola sesión de tarde o noche, y no 
poner a los jugadores en la situación de que se les 
acabara el tiempo y tuvieran en sus manos una 
partida incompleta. 
La primera consecuencia de la búsqueda de un 
juego rápido fue que el número de piezas debía ser 
reducido. Es muy difícil que un juego pueda 
jugarse en un tiempo razonable si tiene un gran 
número de piezas, aunque la mecánica sea sencilla, 
así que el sistema de juego se escaló para mantener 
ese número pequeño. 
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Más que eso, el juego necesitaba no hacer perder el 
tiempo a los jugadores. El juego tenía que permitir 
a los jugadores traducir sus decisiones en jugadas 
de forma rápida y eficaz. (Piense en el ajedrez: una 
vez que un jugador ha decidido qué hacer, sólo 
tarda un momento en mover una pieza: los 
jugadores no ordenan pilas de fichas diminutas, no 
consultan tablas, no cuentan distancias a través de 
cuadrículas de hexágonos, no hacen divisiones 
largas para calcular proporciones, no tiran dados, 
nada de eso. El ajedrez es pensar, mover, pensar, 
mover: ese es el juego). 
Pero no hacer perder el Tiempo a los jugadores no 
sólo tiene que ver con la eficiencia mecánica: tiene 
que ver con no tener que tomar decisiones sin 
importancia. Si una decisión no es importante, no 
debería formar parte del juego. Los jugadores 
siempre deben sentir que cada decisión que toman 
es importante. 
Parte de la solución consistía no sólo en reducir el 
número de piezas, sino también el de áreas. Con 
pocas piezas y pocas áreas, incluso un movimiento 
de una sola pieza por una sola área importaba. Otro 
aspecto cayó en mis manos por accidente. Las 
primeras versiones presentaban un movimiento 
demasiado fluido, que parecía más un combate de 
blindados moderno que una guerra táctica del siglo 
XIX. Necesitaba ralentizar la velocidad para que se 
ajustara a lo que podían hacer los mensajeros que 
llevaban mensajes por el campo de batalla. Y eso se 
hizo limitando el número de movimientos por 
turno. Con pocos movimientos, cada movimiento 
también importaba. Una vez hecho, no se podía 
deshacer fácil y económicamente. 
Y lo anterior me llevó a donde quería: Cada pieza 
importaba. Cada área importaba. Cada movimiento 
importaba. 
Desde el punto de vista de la simulación, lo 
principal que quería era diferenciar las armas, de 
modo que la Caballería, la Infantería y la Artillería 
se sintieran muy diferentes en el juego. (Esta 
lección la aprendí del juego de Frank Davis sobre la 
batalla de Waterloo, Wellington's Victory. Diferenciar 
las armas lo es todo). 
El brazo básico es la Infantería. Y una de las cosas 
más distintivas de la Infantería en mis partidas 
napoleónicas es la intensa violencia de los 
combates de Infantería. Las bajas son inevitables en 
los enfrentamientos de Infantería, y a menudo 
cuantiosas. Los jugadores acostumbrados a 
wargames en los que la “Retirada” es un resultado 
menos dañino pueden sorprenderse de lo 
destructiva que es en este juego. Las formaciones 
cerradas usadas históricamente para mantener a los 
hombres bajo mando pueden desintegrarse cuando 
una unidad se ve forzada a retirarse, inutilizando 
una unidad para el resto de la batalla incluso si la 
mayoría de los hombres sobreviven. 

En cambio, la Caballería es flexible y maniobrable. 
En situaciones cerradas, con poco espacio para la 
maniobra, suele dominar la Infantería, pero en 
campo abierto, con los Ejércitos en movimiento, la 
Caballería domina el campo de batalla, destacando 
tanto en la persecución del enemigo como en la 
protección de la Retirada. 
La Artillería es el polo opuesto de la Caballería: no 
sirve para nada en una situación fluida, y es incluso 
más lenta que la Infantería a la hora de tomar 
posiciones, pero es brutal una vez en su sitio, por su 
capacidad de infligir daño sin sufrirlo. Es el brazo 
posicional definitivo. 
TRIOMPHE À MARENGO es el cuarto de los 
juegos construidos en torno a “El Aspecto” tal y 
como se ha descrito anteriormente, y, al menos para 
mí, será el último. Tuvo sus orígenes como una 
nueva edición del primero de estos juegos, 
Bonaparte at Marengo, pero a lo largo de su diseño 
creció hasta convertirse en su propio juego por 
derecho propio. El orden de batalla es en gran 
medida el mismo, pero el mapa se ha modificado 
en gran medida para mejorarlo gráficamente y para 
mejorar la precisión de su modelo de terreno. 
Hay muchas pequeñas diferencias de reglas entre 
este juego y sus predecesores, pero el orgullo del 
diseño es el sistema de Moral, que curiosamente 
llegó muy tarde en el proceso de diseño. Ninguno 
de los juegos anteriores que hice tenía nada 
parecido. Su punto fuerte es la forma en que las 
características del Terreno pueden adquirir 
importancia Moral, no porque el diseño les dé 
importancia, sino porque los jugadores, a través de 
sus elecciones, les dan importancia: los Ejércitos no 
luchan por tal o cual posición porque la posición 
sea intrínsecamente importante, sino porque el 
mero hecho de luchar por ella le da importancia. 
Creo que los jugadores se darán cuenta de que esto 
confiere a TRIOMPHE À MARENGO un carácter 
propio, que lo distingue realmente de sus 
predecesores, en el buen sentido. 
Bonaparte at Marengo es un buen juego. Estaba 
orgulloso de él en 2005 y lo estoy ahora. Pero creo 
que solo con este juego, TRIOMPHE À 
MARENGO, he podido conseguir todo lo que 
pretendía con el juego anterior. El tiempo y la edad 
me han alcanzado y creo que será el último juego 
que diseñe. Creo que es una buena forma de 
despedirme, y espero que vosotros penséis lo 
mismo. 
Rachel Simmons alias Bowen Simmons Sunnyvale, 
noviembre de 2021 
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Marengo Trivia 
A. Caballo de Napoleón (1793-1831), montado por 
ejemplo en Marengo y Waterloo. 
Su esqueleto se exhibe en el Museo Nacional del 
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B. Pollo Marengo. Plato Francés consistente en un 
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encontraban los soldados que buscaban comida. 
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