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	Scenario 1: The surprise attack - September 25th 1799 - historical (by Frédéric BEY)

Translated by Mike Bowen and reviewed by Troy Nichols

Length of the game
Start time 5.00 on September 25 for 7 turns ending 17.00
The Russians deploy first.

Set Up 


Russians:
The Russians start with 5 AM's. One for Tuchkov, Essen, and Gorchakov (CAM); 2 for Markov


– Korsakov: 2609

– Tuchkov:
The 10 counters are set up, at the player’s discretion, in a 2-hex radius around hex 2309.
– Essen:
Gr. Sacken: 2812

Mo. Essen: 2711

Gr. Ekatarinoslav: 2609

Dr. Shlepev: 2007

Artillerie: 2106

Flotille Williams: 2810
– Markov:
Gr. Treublut: 0609

Co. Misinov: 0809

French:

12 AM’s available: Oudinot and Lorge (CAM); 2 for Mortier, 2 for Gazan;,2 for Bontemps, 2 for Quétard, and 2 for Klein

– Masséna: 0713
– Mortier:
53e Ligne: 1 counter each in 2618 and 2417

1er d’art.: 2618

8e Chasseurs: 2216

50e Ligne: 1813 (2 counters)

108e Ligne and 7e d’art. Lég.: 1711 (3 counters)

1er Dr.: 1712
– Gazan:
37e Ligne: 0412 (2 counters)

57e Ligne: 0512

13e Dr. and 9e Hu.: 0413 (2 counters)

1er and 6e d’art.: 0513 (2 counters)

Ponton (convoy/front of the counter): 0615
– Bontemps:
10e Lég.: 0613 (2 counters)

1er Helv.: 0814

57e Ligne and 7e d’art.: 0713 (3 counters)

100e Ligne and 2e d’art. Lég.: 0813 (3 counters)
– Quétard:
1er Lég.: 0312 (2 counters)

2e Ligne: 0212 (2 counters)

– Klein:
102e Ligne: 1013 (2 counters)

Grenadiers and 6e d’art. Chev.: 1012 (2 counters)

7e Hu. and 5e Ch.: 1011 (2 counters)

2e and 17e Dr.: 0913 (2 counters)

Reinforcements:

5-6H: Russian, Mo. Markov (at 0108 or 0107)

7-8H: Russian, 2nd AM Tuchkov ; 2nd AM Essen; Gr. Shapsky (at 0108 or 0107)

11-12H: Russian, 1st AM Sacken; all of Sacken’s formation except Mo. Koslov (4 counters) at 3210

13-14H: Russian, 2nd AM Sacken

15-16H: Russian, Mo. Koslov at 3210

Initiative 
The French player automatically has strategic initiative on the first 2 turns.

Direction of Retreat
– Russian: East edge of the map

( French: South edge of the map. Units located north of the Limmat rout toward the west edge unless there is a pontoon on its back side, then toward the south edge (crossing the Limmat by the pontoon)

Victory Conditions

Victory is awarded to the side having at least 7 points more than the opposition. If the difference between the victory points scored by the two sides is 6 or less, the game results in a draw.

Victory points are awarded in the following manner:

· 1 point per enemy unit routed (on the map) at the end of the game

· 2 points per enemy infantry (or pontoon) or cavalry unit eliminated

· 3 points per enemy artillery (or flotilla) unit eliminated.

Hex control points are awarded at the end of the game to the side having been the last to occupy the hex (use flag markers):

· 2007, 2101, and 2211 (2 points)

· 2306 (3 points)

· 2812, 2410, 2507, and 2607 (4 points)

If the French player occupies hex 2609 at the end of the game, he gains an automatic victory (no points are counted).
Scenario 2: The fall of Zürich - September 26th 1799 - historical (by Frédéric BEY)

Translated by Mike Bowen and reviewed by Troy Nichols

Length of the game
Start on turn 5.00 on 26 September and end on Turn 17.00 
French deploy first.

Set Up


French:
The French have 11 AM's. Oudinot (CAM), 2 for Mortier, 2 for Gazan, 2 for Bontemps, 2 for Quetard and 2 for Klein

– Masséna: 2007
– Mortier:
53e Ligne and 1er d’art.: 2711 (3 counters)

8e Chasseurs: 2612

50e Ligne: 2310 (2 counters)

108e Ligne and 7e d’art. Lég.: 2411 (3 counters)

1er Dr.: 2511
– Gazan:
37e Ligne and 1er d’art.: 2107 (3 counters)

57e Ligne and 6e d’art.: 2106 (2 counters)

13e Dr. and 9e Hu.: 2006 (2 counters)

Pontoon deployed between  0512 and  0511
– Bontemps:
10e Lég. and 2e d’art. Lég.: 2105 (3 counters)

1er Helv.: 2005

57e Ligne and 7e d’art.: 2205 (3 counters)

100e Ligne: 2304 (2 counters)
– Quétard:
1er Lég.: 1 counter in 2504 and 1 in 2704

2e Ligne: 2405 (2 counters)
– Klein:
102e Ligne: 2208 (2 counters)

Grenadiers and 6e d’art. Chev.: 2210 (2 counters)

7e Hu. and 5e Ch.: 2209 (2 counters)
2e and 17e Dr.: 2109 (2 counters)

• Russian
7 AM’s available: Gorchakov (CAM), 2 for Tuchkov, 2 for Essen, and  2 for Sacken

– Korsakov: 2609
– Tuchkov, Essen and Sacken:
The 10 counters of Tuchkov’s formation, the 5 (except the flotilla) of Essen’s formation, and the 5 of

Sacken’s formation, are set up freely in Zürich (within the fortifications) and in 2507 and 2607.
– Essen:
Flotille Williams: 2810

Reinforcements: 
11-12H: Russian, 1st AM Gudovich; Cu. Voinov and Dr. Svechin at 2201.

13-14H: Russian, 2nd Am Gudovich

Initiative

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

Directions of retreat

– Russian: East edge of the map
( French: South edge of the map. Units located north of the Limmat rout toward the west edge, unless there

is a pontoon on its back side, then toward the south edge (crossing the Limmat by the pontoon)

Victory Conditions

Victory is awarded to the side having at least 7 points more than the opposition. If the difference between the victory points scored by the two sides is 6 or less, the game results in a draw.

Victory points are awarded in the following manner:

· 1 point per enemy unit routed (on the map) at the end of the game

· 2 points per enemy infantry (or pontoon) or cavalry unit eliminated
· 3 points per enemy artillery (or flotilla) unit eliminated.
Russian only: 3 points per infantry or cavalry unit and 5 points per artillery unit exiting the map betweenn01 and 2601 hexes 2201 and 2601 (inclusive).  Exception: Cu. Voinov and Dr. Svechin do not yield any points if they

leave the map.  Starting on 11H, one point for each turn at the end of which any hex of the city of Zürich is

not occupied by a French unit.

If the Russian player has not scored any points for exiting units off the map by the end of the game, the French player wins automatically (no points are counted).

Scenario 3: Campaign Game - September 25th and 26th 1799 - historical (by Frédéric BEY)

Translated by Mike Bowen and reviewed by Troy Nichols

Length of the game
The scenario starts on turn 1-2 H on 25 September and lasts 21 turns (until turn 17-18H of 26 September, inclusive).
Russians set up first

Set up


Russians:
Same as scenario 1, but no AM's available


French: 
Oudinot and Lorge (CAM) and 1 AM for Mortier, Bontemps, Gazan, Quetard, and Klein.


(Mortier and his units enter at 1919

(Bontemps and Klein and their units enter at 1719

(Gazan and Quetard and their units enter at 1020.

Reinforcements: 

25 September:
1-2H: Oudinot and Lorge (CAM); 1st AM Mortier, 1st AM Gazan, 1st AM Bontemps, 1st AM Quétard, 1st AM Klein; all French units of the formations of Mortier (at 1919); Bontemps and Klein (at 1719); Gazan and Quétard (at 1020)
3-4H: 2nd AM Mortier, 2nd AM Gazan, 2nd AM Bontemps, 2nd AM Quétard, 2nd AM Klein
5-6H: Russian, Gorchakov (CAM); 2nd AM Markov, 1st AM Tuchkov, 1st AM Essen; Mo. Markov (at 0108 or 0107)
7-8H: Russian, 2nd AM Tuchkov; 2nd AM Essen; Gr. Shapsky (at 0108 or 0107)
11-12H: Russian, 1st AM Sacken; all of Sacken’s formation except Mo. Koslov (4 counters) at 3210
13-14H: Russian, 2nd AM Sacken
15-16H: Russian, Mo. Koslov at 3210

26 September:
11-12H: Russian, 1st AM Gudovich; Cu. Voinov and Dr. Svechin at 2201
13-14H: Russian, 2nd AM Gudovich

Initiative

The French player automatically has strategic initiative on the first four turns.

Directions of retreat

– Russian: East edge of the map
( French: South edge of the map. Units located north of the Limmat rout toward the west edge unless there

is a pontoon on its back side, then toward the south edge (crossing the Limmat by the pontoon)

Night turns

Restrictions applicable to both armies: during turns 21-22H and 23-24H of 25 September and the turn 1-2H of 26 September, only one MA per formation is placed in the cup. No fire and no shock combat is permitted.

Victory Conditions

Victory is awarded to the side having at least 7 points more than the opposition. If the difference between the victory points scored by the two sides is 6 or less, the game results in a draw.

Victory points are awarded in the following manner:

· 1 point per enemy unit routed (on the map) at the end of the game

· 2 points per enemy infantry (or pontoon) or cavalry unit eliminated
· 3 points per enemy artillery (or flotilla) unit eliminated.
French (only): On 25 September only, if the French player occupies hex 2609 at the end of the game, he obtains victory immediately (stop the game).

On 25 and 26 September, 1 point for each turn at the end of which he occupies at least one hex of the city of Zürich.

Russian (only): On 26 September only, 3 points per infantry or cavalry unit and 5 points per artillery unit exiting the map between hexes 2201 and 2601 (inclusive). Exception: Cu. Voinov and Dr. Svechin do not yield any points if they leave the map.

On 26 September only, starting on 11H, one point for each turn at the end of which any hex of the city of Zürich is not occupied by a French unit.

If the Russian player has not scored any points for exiting units off the map by the end of the game, the French player wins automatically (no points are counted).

Scenario 4: Alternative reinforcements - what if? (by Frédéric BEY)

Translated by Mike Bowen and reviewed by Troy Nichols
4 - Scenarios with non-historical reinforcements (what if?)

It’s the object here to play the three preceding scenarios, with the single change being for the optional arrival of reinforcements.  Historically, these units, while within reach of the battlefield, had been withheld for diversionary operations or were not permitted to take part in the combat at the time.

In the course of Phase F. of each turn, a player (little matter which one) rolls 1d10:

• For Scenarios 1, 2 and 3
If the result is 9: Pushchin’s formation (7 counters) enters as reinforcements at hex 0107 or 0108, and Ménard’s formation (11 counters) enters at hex 0112 during the same turn.

If the result is 0: Pushchin’s formation enters as a reinforcement at hex 0107 or 0108, and Ménard’s formation enters at hex 0112 the following turn (after the turn on which Pushchin’s formation enters).

• For Scenarios 2 and 3
If the result is 5: Gudovich’s formation (6 counters) enters as reinforcements: Cu. Voinov and Dr. Svechin at 2201; Cu. Tsarina, Dr. Gudovich and the 2 units of Artillerie at 2401. Even if a 5 result is not obtained, Cu. Voinov and Dr. Svechin enter as reinforcements on 11-12H of September 26 (historical time of arrival).

Scenario 5: The bad surprise - what if (by Frédéric BEY)

Translated by Mike Bowen and reviewed by Troy Nichols

This scenario was used for the first day of the third "Trophée du Bicentenaire" tournament (Château de Vincennes ­ January 29th 2000).
Note: This is a short version of the game designed for tournament play. The games should be played in two hours.
Massena has carefully planned the crossing of the Limmat. He hopes to completely surprise the Russians with the help of Menard diversion in the west. Unfortunately, Pushchin discovers French intentions and turns to rescue Markov. Will Massena be able to trap Korsakov in Zürich?

Use the normal rules but add the following:  Massena is allowed to cross the Limmat at any point at a cost of +1 MP once in the game. He may cross normally at a pontoon.

Length of the game
Start 5-00 25 September and ends 14-00 (5 Turns)

Victory Conditions
To win you must have 7 or more points than the enemy.

Victory Points: 

· 1 point per enemy routed at the end of the game

· 2 points per eliminated infantry or cavalry unit 

· 3 points per eliminated artillery or flotilla unit.

· The following hexes are worth X points were X is the number of game turns played to completion (e.g. after 3 turns they are worth 3 points).  Place flags to show ownership.
0707, 0907, 0903, 1606, 1604, 2009, 2211, 2410, and 2812.

Initiative 
French have the initiative for the first 2 turns.

Retreat Directions

( Russians: East edge of the map. 

( French:  South edge of the map. Units located north of the Limmat rout toward the west edge unless there

is a pontoon on its back side, then toward the south edge (crossing the Limmat by the pontoon).

Set up
The Russians set up first 


Russians:
The Russians start with 5 AM's. One for Tuchkov, Essen, Gorchakov (CAM), and 2 for Markov


( Korsakov: 2609
( Tuchkov:
The ten counters are set up, at the players discretion, within 2 hex radius of 2309.
( Essen:
Gr Sacken 2812

Mo Essen 2711 

Gr Ekatarinoslav 2609 

Dr Shlepev 2007 

Artillery 2106 

Flotille Williams 2810 
( Markov:
Gr Treublut 0609 

Co Misinov 0809

French:
The French have 12 AM's. Oudinot and Lorge (CAM), 2 for Mortier, 2 for Gazan, 2 for Bontemps, 2 for Quetard and 2 for Klein


( Massena:  0713 
( Mortier:
 53rd Line 2618 and 2417  (1 counter in each hex)

1st Artillery 2618 

8th Chasseurs 2216 

50th Line 1813 

108th Line and 7th Artillery 1711  (2 counters)

1st Dragoons 1712
( Gazan: 
37th Line 0412 

57th Line 0512 

13 Dragoon and 9th Hussars 0413  (2 counters)

1st and 6th Artillery 0513 (2 counters)

Pontoon 0615
( Bontemps: 
10th Light 0613 

1st Swiss 0814 

57th Line and 7th Artillery 0713  (2 counters)

100th Line and 2nd Artillery 0813 (2 counters)
( Quetard: 
1st Light 0312 

2nd Line 0212
( Klein: 
102nd Line 1013 

Grenadiers and 6th Horse Artillery 1012  (2 counters)

7th Hussars and 5th Chasseurs 1011 (2 counters)

2nd and 17th Dragoons 0913 (2 counters)

Reinforcements
5-6H: Mo Markov and Gr Shapsky at either 0107 or 0108.
7-8H: 2nd AM's for Essen, Tuchkov; 1st AM Pushchin and all Pushchin troops (7 counters) at either 0102 or 0104
9-10H: 2nd AM Pushchin 
11-12H: 1st AM  Sacken plus all of Sackens troops except Mo Koslov at 3210
13-14H: 2nd AM  Sacken

Scenario 6: The manoeuvre leading to victory - historical (by Frédéric BEY)

Translated by Mike Bowen and reviewed by Troy Nichols

This scenario was used for the second day of the third "Trophée du Bicentenaire" tournament (Château de Vincennes ­ January 30th 2000).
Note: This is a short version of the game designed for tournament play. The games should be played in two hours.
Lorge division has crossed the Limmat early in the morning. Markov's few soldiers have been routed to Klosther-Fahr heights. In front of Zürich, Mortier advances in Wollishofen's direction, where Russian manages to repulse him. At 9:00, Korsakov has now to choose: Should he send his best troops north of the Limmat or should he counter-attack in front of Zürich?

Use the normal rules but add the following: Massena is allowed to cross the Limmat at any point at a cost of +1 MP once in the game. He may cross normally at a pontoon.

Length of the game
Start 9-00 25 September and ends 17-00 (5 Turns)

Victory Conditions
To win you must have 7 or more points than the enemy.

Vicory Points:

· 1 point per enemy routed at the end of the game 

· 2 points per eliminated infantry or cavalry unit 

· 3 points per eliminated artillery or flotilla unit

The following hexes are worth the following points: (use flag markers to mark ownership)

· 2909  (1 point)

· 2007, 2101, and 2211  (2 points)

· 2306  (3 points)

· 2410, 2607, 2507, and 2812  (4 points)


The French also receive 1 point for each turn not completed (e.g. 2 and a half turns played = 3 points).

Initiative 
On the First turn, Russians have the initiative.

Retreat Directions
( Russians: East edge of map

( French:  South edge of the map. Units located north of the Limmat rout toward the west edge unless there

is a pontoon on its back side, then toward the south edge (crossing the Limmat by the pontoon)

Set up
The French set up first. 


French:
The French have 12 AM's. Oudinot and Lorge (CAM), 2 for Mortier, 2 for Gazan, 2 for Bontemps, 2 for Quetard, and 2 for Klein


( Massena:  0711 
( Mortier: 
53rd Line (D) 2617 and (D) 2416  (1 counter in each hex)

1st Artillery 2617 

8th Chasseurs 2216 

50th Line 2214 and 2013  (1counter in each hex)

108th Line 1813 and 1711 (1 counter in each hex)

7th Artillery 1711 

1st Dragoons 1913
( Gazan: 
37th Line 0907 

57th Line and 1st Artillery 0808 (2 counters)

13th Dragoon and 9th Hussars 0906  (2 counters)

6th Artillery 0809 

Pontoon deployed 0412 to 0511
( Bontemps: 
10th Light 0903 

1st Swiss 0806 

57th Line and 7th Artillery 0804  (2 counters)

100th Line and 2nd Artillery 0805 (2 counters)
( Quetard: 

1st Light 0706 

2nd Line 0809
( Klein: 
102nd Line 1710 and 1708  (2 counters)

Grenadiers and 6th Horse Artillery 1609  (2 counters)

7th Hussars and 5th Chasseurs 1610  (2 counters)

2nd and 17th Dragoons 1409 (2 counters)

Russians:
The Russians start with 7 AM's. Two for Tuchkov, Essen, and Markov;  Gorchakov (CAM)


( Korsakov: 2612
( Tuchkov: 
MO Tuchkov 2410

Ch Fock 2413 

Ch Titov and Gr Selekhov 2211 (2 counters)

Gr Rakhamanov and Gr Potatov 2209  (2 counters)

Hu Lykoshin 2310 

Co Oural Borodin 2412 

Artillery 2211.
( Essen: 
Gr Sacken 2815

Mo Essen 2614 

Gr Ekatarinoslav 1805 

Dr Shlepev 1506 

Artillery 2007 

Flotille Williams  2911 
( Markov: 
Gr Treublut (R) 1806 

Co Misinov (R) 1803 

Gr Shapsky (D) 1606 

Mo Markov (D) 1604

Reinforcements 
11-12H: 1st AM  Sacken plus all of Sackens troops except Mo Koslov at 3210
13-14:  2st AM  Sacken
15-16H: Mo Koslov at 3210

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









































































