KONIGGRATZ 1866

SOME NEW SCENARIOS FOR

SPI's ‘RIFLE AND SABER'.
ROB GIBSON PART 1
In the early Summer of 1866, Prussia well-armed and confident one. The outcome Scenario:

found herself at war with her Imperial
neighbour Austria and most of the other
large German States. Her war leaders elected
to make the maximum effort against
Austria and in a lightning advance forced
the tardy Austrians and their Saxon allies
back on the Imperial fortress of Kénig-
gratz. The Austrians elected to defend the
rim of the saucer-like plateau to the west
of the fortress. Faced originally with attack
from the west by the Prussian First and Elbe
Armies, the Austrians were then attacked
from theright flank by the Prussian Second
Army. The timing was (accidentally) perfect:
the Prussian attack on the right centre had
pulled in most of the Austrian reserves and
there were insufficient forces to face both
ways at once. The Prussian infantry and
artillery blasted the way to the top of the
rim and the Austrians broke and fled. Their
cavalry, previously uncommitted, made a
brave attempttohalt the Prussians; however,
they were not facing a beaten foe, but a

was inevitable: the last battle had been
fought and the Austrians sued for peace
with the Prussian army a few miles from
Vienna.

The battle of Koniggratz was in essence a
series of actions co-ordinated towards a
total aim, like the great Napoleonic battles
e.g. Austerlitz, Wagram, Eylau and depend-
ed upon the success of the separate actions.
There are a number of these actions which
can be separated out as tactical scenarios
for the simulation game ‘Rifle and Saber’.

The first of these is given here and more
will follow later. The fascination, for my-
self, lies in the half-way position between
the Napoleonic era and the bloodbaths of
the First World War. The battle incorporates
breechloading artillery and rifles along with
rifled muzzle-loaders, cavalry with titles
from the Napoleonic age together with
explosive rifle bullets.
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Prussian cavalry advance.

2. Stadion Kuirassiers & K.Franz Joseph
Kuirassiers attack with two squadrons
of Hussars in support.

3. Prussian 4th Uhlans flank attack ad-
vancing Austrians.

4. Austrian Von Holstein division recoils
Hessen Kuirassiers & Ferdinand
Kuirassiers advance in support;
harassed by infantry fire.

5. SW of Langenhof, dispersed by charge

of Prussian Zieten (2nd) Hussars.

6. Prinz Karl K., Wrangle K. & Alexander
Uhlans advance, followed by Bavaria
K. & Neipperg K. at 600 yards distance.

7. Prussian infantry and artillery fire on
Austrian cavalry; 11th Uhlans attack
in flank.

8. Austrian first line bears left; second
line retreats. First line collides with
Prussian 1st Guard Dragoons & 5th
(Blucher) Hussars.

9. Austrian cavalry retreat on start line,

Cavalry action at Rosberitz
4pm, 3rd July 1866.

Map and counters: use the standard ‘Rifle
and Saber’ map and counters.

Deployment:

Austrians (red) deploy first, move first.

(a) 3MZ,in V6;9 MZ,in trenches (use
markers) within 2 hexes SE of V6.

(b} 4 MA ({unlimbered) on NE end of H21.

(c) 4CY,at NE edge of V4. i

(d) 2 CY,within 3 hexes of V4 along road
to V11,

{e) 1CY, 2 hexes in rear of (d) above.

(f) 4CY,1xMR within 3 hexes SE of V11.

(g) 4 CY,2xMR, 2 hexes in rear of {f)
above.

Note: ‘MR’ counters for this scenario are

equivilent to 'CY' counters in every respect.

Prussians (blue) .

1. Initial Deployment

(a) 3 CY, at least 4 hexes NE of V6.

{b) 1 EB,in trench, 7 hexes NNE of VG.

(c) 3EB,inVh.
(d) 4 Trench Markers NNE of V5 in line
due East.

10 EB, 1 BA(unlimbered), one hex in
front of trenches.

2. Reinforcements

Game Turn 1

{e) 2 CY,enter East edge due E of V6.

(f) 5CY,enter NE corner of map.

(g) 8 EB, 1 BAH (limbered), enter on road
East of V6.

(h) 8 EB, 4 BA (limbered), enter SE of
corner.

Game Turn 2
{i} 3 CY,enter E edge 5 hexes N of road
hex.

Game Turn 3
(i) 4 EB,3 BAH (limbered) due N of V6
on the map edge.

Morale: Austrians: Normal
Prussians: high

Game Length: 10 Game Turns.

Victory Conditions:

Austrians: must prevent Prussians reaching
R3 before Game Turn 10, regardless of
losses.

Prussians: move at least 6 CY units across
R3 by Game Turn 5 (substantial victory)
or by Game Turn 10 (marginal victory).

Note: In fact, the Prussians failed to break
through the Austrian rearguard in sufficient
time to pursue the fleeing main body —
but a simulation should aim at improving
on history, hence the tougher victory cond-
itions.

Special Rule:

For combat between Prussian EB units and
Austrian MA units only, increase the odds
by one column for EB units firing i.e.

2 to 1 becomes 3 to 1, to account for the
effect of explosive ammunition.

Continued overleaf
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Koniggratz continued from previous page
Initial Set - up Map
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PARTS

Each game is composed of three main groups of
parts. You may not purchase the individual
items that make up such groups, rather you
must buy the whole group.

Game Map Group: £2.00 for each mapsheet in
the group (most games have only one map
sheet, so in most cases you would be paying
only £2.00 per map group). For games which
have more than one mapsheet per group (such
as Strategy |), multiply the number of sheets
times £2.00 to obtain the cost of the group.
You must buy the whole group. For mounted
mapsheets, the price is £4.00 for each one-
section map and £6.00 for each two-section
map. Note that these are only available for
‘Russian Civil War’, ‘Assassinate Hitler' and
‘After the Holocaust',

Counter Sheet Group: £2.00 per counter sheet
in the group. Multiply the number of counter
sheets by £2.00 to obtain the cost (for example
the Strategy 1 counter sheet group would cost
£8.00). You must buy the whole group.

Rules and Playing Aids Group: £2.00 per group.
No matter how many items are indicated in a
given group the price remains £2.00.

Exception: the rules and playing aids group for
‘War In Europe’ and ‘War In Europe Module' is
priced at £6.00 per group.

N.B. Add 50p P & P with Spare Parts order
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Fartasy Games

FANTASY GAMES MAGAZINES
"The Dragon” (Nos 1, 2, 3, 4, 6, 6.)

£1.25
“Strategic Review” (Setof 7) £3.30
"The Dungeoneer (No 4) 59p
NEW
White Dwarf (No 1 sample copy) 50p
Annual Subscription £3.00

A UNIQUE
= s CONCEPT
+  INGAME
DESIGN
i Create your own
L fantasy worlds of
. Magic, Monsters &
Treasure
Dungeons £6.75
& m {For a full description
please send SAE]
SUPPLEMENTS & Swords &
Spells £3.40
:hL::,L'::; A'gs_do gil:u Sets  £1.60
it ungean
Bl 40 Geomorphs £1.50
Eldritch Character
Witaldr\a £3.40 Archaic £2.25
Gods, Demi-Gods 20 Character
& Heroes £3.40 Sheets .50
STRATEGY GAMES
War of Wizards £4.95
‘White Bear & Red Moon £6.95
Star Probe £4.25
Battie of the 5 Armies £3.50
Battle of Helm's Deep £2.40
Siege of Minas Tirith £3.75
Lankhmar £6.95
Dungeon | £7.95
Warriors of the Green Plant £3.95
War of the Sky Galleons £3.75
Mind War £2.40
Star Raider £4.75
Arms Race £4.75
Rift Trooper £5.50
War of the Star Slavers £B8.95
Formal haut || £4.75

WAR GAMES
The Warlord £9.50 FANTASY FIGURES
ROLE-PLAYING AND Fight in the Skies £6.95
1066 £8.25
MINIATURES RULES Little Big Hom £6.95 Our large range is constantly expanding.
Der Fuhrer £3.25 Please send SAE for an up-to-date list.
I ] g +
Metamorphosis Alpha £3.40 mparia Guard £4.25
2 Imperialism £5.95
Galsciic Conglieat 1439 “Litle Wars" magazine £1.25
Bunnies & Burrows £3.50 Missile Crisis Eﬂ-?S
Boot Hill £3.40 7th Cavalry ‘:4'?5 NEWTO FANTASY GAMING?
En'Garcel £2.95 Rheinbung £4.75 Send a large stamped (10p), addressed
The Ringbearear £1.95 Avalon Hill envelope plus 10p in stamps for:
Citadel E£2.35 Stalingrad £7.45 + 70pplp Our Catal
Royal Armies of the Hyborean Panzer Leader £7.95 + 70p php Full ;;mss ;?::list
Age £3.50 Tobruk £8.95 + 70p plp Fguras List
i i £7.95 + 70p p&
Gladiators £2.35 Outdoor 5%‘5’,’?'. SAE for “51; BEop Dungeons & Dsr:guns explanatory
L:1:1
®ames Borkshop ALLORDERS NORMALLY

97 Uxbridge Road, London W12 8NL

P&PINCIN ALLPRICES

01-749-7049 [ *

DISPATCHED WITHIN 7 DAYS.

TRADE ENQUIRIES
WELCOME
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