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Battle of Mollwitz (April 10th 1741)

The following example shows the workings of the Battle mechanics (KR&Os 6.0). The battle will be engineered to approximate
the historical result without bending any rules.

Battles are fought out in a series of Rounds. Actual combat resolution is simultaneous except where one Side has Surprise
(KR&Os 6.23), but must still be conducted in an orderly manner.

Prep for Battle

Before commencing the first Round, the Battle must be arranged.

1) First, determine the Participants (KR&Os 6.22). By default, these include any forces that began the Impulse in the hex, as
Defender, plus the first Enemy Formation to enter the hex, as Attacker. Any additional Attacking or Defending Formations
that entered the hex during the course of the Impulse may or may not arrive in time, and there is a procedure for determining
this (see below). Note that even if they do not participate, all forces in the hex belonging to a Retreating Side must Retreat,
and will suffer any penalties incurred equally with the participating forces. Note that Garrisons never participate in Battle.

Initial Participants in this case include the AdS and Prussian Column B, since they started in the hex, and the AVS and Austrian
Column A, since they arrived, by virtue of a Combined Op, as a single Formation.

2) At the same time, a Generalissimo must be chosen for each Side. The Generaissimo is the Leader whose ratings will be used
in the combat. KR&Os 6.225 lists the criteria for selecting a GO. Essentially, it will be the most senior Leader present in the
hex, or there is no Leader, one of an appropriate Rank taken from the Officers’ Mess. No other Leaders participate directly,
but any Leader present in the hex, other than a Garrison Commander, and also including those in the OM, can become a
casualty. (The game assumes many of the Leaders are serving with the army in a subordinate capacity).

Frederick (LR '6') is the Prussian GO by default, since he is a Royal with the ability of acting as a Captain-General — the highest
possible rank. However, the Hohenzollern player is concerned for his safety and invokes KR&Os: 6.17 Withdrawing Royals
From Battle. Frederick remains in the hex but takes no part in the Battle other than to accompany any Prussian Retreat.
Schwerin is made the new GO. Since the Marshal has the same ratings as Frederick, nothing is lost and much is gained. The
King cannot be killed or Captured, and the Hohenzollern player will receive any Prestige for a win (by KR&Os 3.793 a Royal
appropriates your gloire for himself).

Depending on the Royal, there may or may not be penalties for such a withdrawal. In Fredericks case, nothing is said about
penalties in the SOK rules.

[Historical Note: Frederick was actually withdrawn during the Battle, on Schwerin’s advice, when all seemed lost. He spent the
night on a 20 mile ride, believing his army had been defeated.]

Neipperg as a Marshal outranks the other Habsburg Leader present — Nadasdy — and is therefore the Habsburg GO. Note that the
Garrison Commander is not eligible.

Occasionally there may not be enough Leaders to produce a Generalissimo. In these case a notional Leader of '0' LR and Timid
Personality is assumed to be present in each affected position.

Between equals, the player may choose Leaders. As an optional rule, where all other things are equal, you could make the
Generalissimo the Leader with the lower (stronger) Influence Rating.

3)Next, check for Surprise (KR&Os 6.23). The Surprised Side cannot Decline Battle or use Fieldworks, must declare Leading
CE first, and resolves combat, for the first Round only, after the Enemy, instead of simultancously with the Enemy.
Optionally (this is not in the rules) a Surprised Side cannot Prevaricate, which is the mechanism for introducing additional
forces into the Battle. For Surprise, a single die roll is made. The Attacker modifies the result and checks to see if there is
Surprise (most likely, though not necessarily, to him). If the Attacker does not generate Surprise, the Defender, using the same
die roll but with his own DRMs then checks (and he is more likely to be Surprised at this point).

The die roll is a 'S'. Attacker DRMs: Wet Weather —1. Net die roll of '4' means no Surprise to either Side (a '0' for Attacker
Surprise, or a '9' for Defender Surprise is needed). Defender DRMs: Wet Weather +1 (weather and terrain DRMs flip). Net die
roll of '6' means no Surprise to either Side from the Defender’s perspective. No Surprise.

4) At this point, each Side reveals its raw strength in SPs. This is done in case either Side wants to Decline Battle, which is the
next step.

Raw SPs for the Habsburgs are 30 SPs, and 18 SPs for the Hohenzollerns.

5)Decline Battle (KR&Os 6.24). Declining Battle requires a Leadership Check by the GO in order to succeed. The Defender
has the first choice of whether to Decline or not. A successful Decline Battle forces the Declining Side to execute a Voluntary
Withdrawal (KR&Os 6.415) — a very mild form of Retreat — and there is no Battle. All Friendly forces Retreat to an adjacent
hex, subject to common wargame conventions regarding paths of retreat. For game purposes, the move is not an official
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Retreat (which carries additional penalties), just a controlled withdrawal. However, it is possible to lose OPs for Declining
Battle; this is a penalty that applies to official Retreats as well.

Ordinarily, the Hohenzollern player might consider this, since the odds are nearly 2:1 against him, but Frederick’s chances of
intervention are better than 50/50 — Schwerin has a good LR.

6)Now each Side may Prevaricate (KR&Os 6.25). The idea here is that the generals are employing any number of tactics in
order to keep the enemy pinned while they bring up reinforcements. To Prevaricate, your GO must pass a LC. This allows you
to add one additional Friendly Formation in the hex to the Battle. The Formation must be declared in advance. If successful,
the process may be repeated, until the LC is failed. Each LC after the first received a cumulative +1 DRM, making
subsequent reinforcement harder. Prevarication can be done in no particular order. Sticklers for protocol should have the
players introducing Formations alternately, beginning with the Attacker.

The Hohenzollern player designates the AKP and makes an LC against his Generalissimo’s LR. A die roll of 'S' brings in the
AKP. A die roll of '6' +1 for Column C is a failure. Column C will be present in the hex and suffer any Retreat results, but cannot
contribute in any way.

7)Once the final forces have been determined, reveal SP strength again. This time, break the SPs up into Infantry, Artillery, and
Cavalry, and any Auxiliaries assigned to the participating Formations. If permitted, the players may also Task Auxiliaries
from the Available Box at this time, beginning with the Attacker, or with the Surprised Side.

The Austrians have the same SPs as before: 11 Cavalry, 1 Artillery, and 18 Infantry = 30 SPs. The Prussians have 3, 1, and 31 =
35 SPs.

It is possible that the GO will change if a more senior Leader arrives during Prevarication. However, for all preliminary
Segments, the initially determined GOs serve.

8)Determine the Frontage (KR&Os 6.26). The concept of Frontage is a different take on terrain combat effects. The argument
is that a) a commander will try and position his army so that he can engage the enemy at a numerical advantage, or b) use the
terrain as a 'force multiplier', or c¢) discover that the terrain restricts his options. The Spartans at Thermopylae are an extreme
example. It is Frontage, based on the terrain, which functions as the 'CRT odds ratio'.

Be aware there are two Frontage numbers: Base Frontage and Actual Frontage. BF is listed on the TEC. AF is determined
using a matrix on the CRT: the number of Friendly SPs is listed against the number of Wings, with a Wing roughly
representing a divisional-sized force (or brigade in a small-scale game). Once the total number of Friendly Wings is known,
this number is compared with the BF. The player can fight with a number of Wings equal to the AF or the BF, whichever is
less; these are Engaged Wings. If there are more Wings than the BF allows, the excess are deemed to be Reserve Wings. The
SPs of 'charge-capable Units' — e.g. Cavalry — are doubled here.

There is an additional caveat, covered under KR&Os 6.265/6.266: if your Wings exceed your opponent’s by 3 or less, your
AF must be the same as his, and the excess become Reserve Wings; if you exceed your opponent by 4+ you can have 1 more
Engaged Wing than him. Good Leaders modify this rule, as will be seen.

During the Battle, Wings will be 'knocked out' — rendered Hors de Combat — but this does not change the AF, nor does it
render any portion of the SPs involved immune to combat effects.

SPs are not physically grouped anywhere as ‘Wings’, it is all done abstractly. So the SPs that would form a real commander s
'reserve’ are included in the calculations.

In this case, the BF for a Clear hex is '6' . The Austrians have 3 Wings (remember, Cavalry is doubled, so there are 41 'SPs',
falling in the 37-51 range) and the Prussians have 2 (6 Cavalry + 30 other = 36, one SP short of 3 Wings!). Because Neipperg’s
LR is not that great, and because the Austrians have only 1 more Wing than the Prussians, AF will be 2, but the Austrians will
have 1 Reserve Wing.

9)Next, Fieldworks (KR&Os 6.27) can be 'constructed'. Either Side can use them (though not if Surprised). To qualify, you
need Pioneers, special terrain, or a Cautious Generalissimo.

In this Battle, only the latter case applies: Neipperg is Cautious. The bonus can be claimed if you have 1 Pioneer (the GO
counting as a Pioneer) for every 3 Wings. The Habsburg Fieldworks penalise the Hohenzollern Side with a +2 row shift on the
CRT.

10) Superiority (KR&Os 6.28) is now calculated. There are three kinds: Artillery, Cavalry, and Auxiliary. Auxiliary Superiority
is further broken into Screening and Assault. In each case, the Side with the most items gains a bonus on the CRT. Artillery
Superiority is derived by counting Batteries (Siege Artillery does not qualify). Cavalry Superiority is derived from counting
SPs, AND any eligible Cavalry Auxiliaries, but the Class of Cavalry may provide a strength modifier: Cuirassiers, for
example are often rated as x2, while Hussars, not mentioned by name in the Superiority section of the combat tables, have the
default of x1. Screening Superiority uses only Irregulars, while Assault Superiority uses only Grenadiers. Remember that
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special Units (e.g the Prussian Grenadier Units) may qualify as well. Once Auxiliary Superiority has been determined, the
Auxiliaries are sent to the Recovery Box.

Even without modifying the strengths, it is clear that the Austrians will have Cavalry Superiority. But the bonus varies with the
odds: 7 Cuirassier x2, 4 Dragoon x1 = 18, vs 3 Cuirassier x2 = 6. 3:1 Superiority gives the Habsburg player a —3 bonus (for the
best bonus you need 4:1 odds). Note that the Prussian Rote Hussars assigned to the 4dS do count as 1 SP x1 (for Hussar Class).

Artillery is a wash 1:1.
Siege Artillery has no role to play in Battle. If present in the hex it cannot be attacked, but can be Captured after a Retreat.

The Hohenzollern player has the Grenadier/Assault bonus with their 2 Grenadier Units to 1 Austrian Grenadier Auxiliary.
According to SOK 5.166, each Prussian GrenadierUnit counts as 1 Auxiliary.

The Hohenzollern player also has the Irregular/Screening bonus because he can apply the AKP’s two Grenadiers as Irregulars
(note that he could not count them as both Grenadiers and Irregulars simultaneously) against the remaining Austrian Grenz
Auxiliary. A little odd, the Austrians being outmatched in this category, but it will help prevent them from achieving an
ahistorical win.

[Zeitens Schwartze Husaren were the only Prussian Hussars present at Mollwitz, but the regiment was new, not pre-dating the
war. For game purposes the Unit is taken as a Reinforcement at the end of the game Year. There were 2 Grenz battalions at
Mollwitz. So much for historical accuracy.]

11) Leading CE (KR&Os 6.29) is chosen. As explained previously, the LCE is the CE of your best (though it doesn’t have to
be) Units, provided they make up at least 20% of your total strength (charge-capable Units count double). 50% of your losses
must come from LCE Units. LCE is determined secretly and simultaneously, then revealed, except when one Side is
Surprised. LCEs are compared on a matrix, which may yield a row shift modifier. Though it is mentioned in the Resolution
portion of the rules (because the GO may change after Prevarication), Leader Personality also provides a modifier (KR&Os
6.32). Another matrix is used which compares Personalities to yield more row shift modifiers.

LCE for the Austrians will be 'B' (22 (11x2) Cavalry 'Bs' is more than 20% of 41 SPs) reduced down to 'C' because of the
Ammunition Rule (KR&Os 5.56). If one Side (only) is not within range of a Depdt, its Units’ CEs are reduced by 1 level, and
this is the case here. The Prussians are within range of a Dep6t, the Austrians are not. This Ammunition rule does not prevent
the use of Field Artillery.

LCE for the Prussians will be ‘A'. They are just that good.

12) The last step before commencing Battle is the determination of Retreat Thresholds (KR&Os 6.2.10). This is simply the
number of HAC Wings you can suffer before you must Retreat. The CRT includes a table showing the possibilities: Friendly
LCE against total number of Friendly Wings yields the RT.

For the Austrians, LCE 'C' vs 3 Wings = '1": only 1 Wing must be rendered HdC before the Austrians will Retreat. For the
Prussians the result is '2'. If the Austrians had been within range of a Dep6t, the Battle would be more balanced.

Combat

After all that preparatory work, combat is quite simple. It is simultaneous except when one Side is Surprised, and then only in
the first Round.

Each player rolls a die and consults the CRT, applying any modifiers derived above. The die roll is cross-indexed with the
number of Friendly Engaged Wings, and two results are derived. This first is the number of Enemy SPs lost, and the second is
the number of Enemy Wings made HdC. (There is a very important modifier on the CRT: for a second time, LCE is used to
modify the die roll, but only with regard to HdC Wings).

At the end of the Round, the players check to see if they have reached or exceeded their RTs. If so, that Side will have to
Retreat. If not, a new Round is fought. HIC Wings are assumed to be knocked out from the Engaged Wings. If you have any
Reserve Wings, you can 'refill' the AF with them at this time, by just reducing the number of RWs and increasing the number of
EWs up to its original value.

The First (and only) Round

To keep things orderly, the Habsburg player, as the Attacker, will resolve his combat first. He finds the '3 Wings' column of the
CRT and rolls one die. The result is a '6', with a net —2 to the casualty column and +2 to the HdC column:

Casualty DRMs: —3 Cavalry Superiority, +1 Enemy has Screen Superiority, NE for Personality (Cautious versus Aggressive) or
LCE (C versus A) — thus, net 2.

HdC DRMs: the same —2 DRM, but with a+4 for the target Side’s LCE, which is 'A' — thus, net +2.
The Prussians lose 2 SPs (modified '4' result) and suffer 1 Wing HdC (modified '8' result).
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(1 SP comes off FB von Hautschermoy and 1 SP comes off the Line component of Garde Fuf3 Brigade von Bonin: remember,
50% of all losses must come from LCE Units).

The Prussian DRMs are: —1 for Grenadier Superiority, —2 for LCE (A versus C), but +2 because of the Austrian Fieldworks.
Personality has no effect (Neipperg is not a complete idiot). Net DRM is —1 for casualties, and +1 for HdC Wings (LCE of'C'
yields a +2 DRM in the Austrians favour).

The die roll under the "2 Wings' column is a '1": modified to '-1' this gives 4 SPs lost; modified to '2' this gives 2 Wings HdC.
The Austrians lose the Battle and must Retreat.

(SP losses are distributed as follows: 2 off CB von Gelhay (Unformed), 1 off FB von Liitzen, 1 off FB von Meligny).

Post-Battle

1)Determine Leader Casualties (KR&Os 6.42). Each player rolls a die and consults the Leader Loss Table. The potential for
casualties increases in longer Battles. In this case, the Battle only went one Round. The Hohenzollern player rolls a '3', for no
losses. The Habsburg player rolls a '7', for 1 loss. He rolls again. If the second result is a '0" his Generalissimo is affected, but
it is not. Instead, he must randomly select another Leader from those at the Battle, and if there are none, from those in the
Officers’ Mess. This means Nadasdy is the casualty. The Habsburg player now consults the Fate Table. With a die roll of '3,
Nadasdy is Wounded. A second die roll of '6' puts him out of action for 2 Turns: his counter is placed on the TRT 2 Turns
ahead. He will return as a Reinforcement and be placed in the Officers’ Mess.

[In reality, the highest ranking loss (i.e. the only one that would matter in game terms) was the Austrian General Rémer, who
was killed leading a cavalry charge.]

2)Determine the Victor (KR&Os 6.16). Rather self-evident. If only one Side Retreats, the other Side wins. If both Sides
Retreat, neither Side wins. Winning Battles may give you Prestige if both the following criteria apply:

a) The Battle must involve at least 40 SPs, at their raw values (Yes).
b) The odds, again counting SPs at their raw value, must be no better than 1:1 in favour of the Victor (Prussia) — Yes again
(35:30).

The Hohenzollern player gains a PP, and the Habsburg player loses one.

3) Check for Pursuit (KR&Os 6.44). Pursuit is never very likely, but if it occurs can do a lot of damage. Even if the casualties
inflicted on the Pursuit Table are low, Pursuit automatically triggers a severe form of Retreat called Rout.

The base chance of Pursuit is 20% (die roll of 0-1). In this case there is a +1 DRM for Wet weather and another +1 because the
loser had Fieldworks. There are other modifiers (GO Personality, for one), but none are in the Prussian favour, so there is no
Pursuit.

There is a modifier derived from Actual Frontage which is counterintuitive. The formula given is Pursuer AF — (Pursued AF +
Pursued Reserve Wings). In this instance, the formula results in (2 — (3 +0)) = -1. What this means is that the Pursuit chance,
not the Pursuit die roll, is reduced by one. The value derived is not a DRM but an adjustment of the base chance. If you have
trouble with this viewpoint, just reverse the modifier and call it a DRM. The -1 adjustment to the Pursuit Chance thus becomes a
+1 DRM to the Pursuit die roll.

Assuming for a moment that Pursuit had taken place, the Pursuit Table would have been consulted. This cross-indexes a die roll
with the Pursuer’s remaining Cavalry SPs, suitably modified for Class, less the Pursued Side’s Cavalry Screen, also modified by
Class. Auxiliaries count as 1 SP each, and the Pursued Side is entitled to use certain Classes of Infantry, such as Grenz in the
Screen. Losses on the table are given by basic Class: Infantry, Cavalry, Artillery, and Leaders. Cavalry & Infantry are
eliminated, Artillery is Captured, Leaders use the Fate Table. (As with Leader Battle casualties, even Leaders in the Officers’
Mess are eligible).

The other effect of Pursuit is Rout. Routs are carried out like other Retreats (to be explained shortly) but the move must be at
least as far as printed MA — since Retreat movement involves an AC, this could cause further losses. Also, while in a normal
Retreat you can pick up SPs along the path of retreat, in a Rout you may only pick up in the Battle hex (i.e you can collect a
Garrison).

4)Retreat (KR&Os 6.43). Retreats are a form of movement, and obey ALL movement rules, including ACs, and picking up/
dropping off SPs, except that the first hex moved into is free, but it must still be a hex the force could enter normally —
Pontooneers, for example, can be used to allow the crossing of a Major River. Retreat direction follows standard wargame
practice: i.e. the Retreat must be across the entry hexside, towards a Friendly base (Depot, Fortification, Hub, in that order),
by the cheapest route, must avoid enemy forces, etc. It does not otherwise have to be towards the closest place of refuge.
Unless Routing, you can Retreat as little or as far as you like, up to twice the stack’s MA. You can split stacks up — but you
cannot split up Formations, even Grand Army HQs with Subordinate HQs must retain their organisation at his point. You can
only Retreat through an Enemy hex if you can Overrun it, at a cost of increasing the chance of losing an OP. If a stack cannot
Retreat at all, it must Surrender.
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Fortunately for the Habsburg player, he can withdraw the AVS safely, even bringing off his Artillery. Neipperg, as a Cautious
Leader, can only move 1.5x (base MA + Road bonus). The AVS moves 1 hex south (free), then 4 MPs along the Road south via
Neifle to the hex north of Jagensdorf (4 MPs out of MA 4). Using the Dep6t at Troppau, the AVS is considered to be at Short
range from its Hub. AC row shifts are: Army HQ —1, OMT +0, Short Range to Hub with 3 OPs = -3, Friendly Territory —1; Net
—5. Die roll of '2' reduced to No Effect.

5) Reorganisation. After the Retreat, both Sides may Reorganise all the forces that were in the Battle Hex, just as during the
Administrative Phase.

The Habsburg player Unforms Column A automatically, because Nadasdy is gone. If the Leader were still present, he would
have to make an Influence Check against Nadasdy’s Influence Rating — beat a '3'.

All remaining forces go into the AV:S HQ, commanded by Neipperg.
Under the AVS

CB Lucchesi 2 SPs
CB Kalkreuter 2 SPs
CB Serbelloni 2SPs
CB Trips 2 SPs

CB Vryberg 1 SP
FB Baden-Durlach 3 SPs
FB Liizten 2 SPs

FB L. Palffy 3 SPs
FB Elberfeldt 5 SPs
FB Meligny 3 SPs
Field Artillery 1 SP

For the Prussians, the AKP absorbs Column B and Column C, retaining their original commanders; the units are arranged as
follows:

Under the 4dS Under the 4AKP

KB Kyau 1 SP

FB Bosse 3 SPs GKB Bonin 1 SP

FB Bevern 3 SPs GFB Bonin 5 SPs (3 are GI)
GB Moritz 3 SPs FB Braunschweig 3 SPs
GB Polentz 3 SP FB Hautschermoy 3 SPs
Column B (Posadowsky)

KB Bornst 1 SP

KB Rochow 1 SP

Column C (Werdeck)
DB Nassau 2 SPs
DB Stille 2 SPs

The diagrams on the following pages show this Reorganisation.
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Although the Hohenzollern Column C did not participate in the Battle, it can participate in the Reorganisation because it is 'in
the hex' — it would also have participated in any Prussian Retreat. The Habsburg Garrison could also participate; although
technically 'in a separate location’; by special dispensation the rules allow this. Hardline players may agree not to allow SPs to
be Transferred into or out of a Garrison owned by the Attacking Side where the Attacker (in this case the Habsburgs) Retreated,
because the force 'failed to relieve the garrison'.

HQ commanders must be given their old commands back if possible; if no longer in play their HQ can be freely Unformed or
have a new Leader Posted to it, otherwise the usual Relief of Command die roll against their Influence Rating is required.

6) OPs Loss (KR&Os 6.47). Battles can cause the loss of an OP, Unassigned if possible. The chance is 6+ for the Attacker or 8+
for the Defender. Routs and Retreating through Enemy Units generate +1 DRMs. Each player rolls separately. The Habsburg
player rolls a '5' and the Hohenzollern player rolls a '1'. Neither Side loses an OP.

OP loss comes after the Retreat, so they can still be used when applying AC modifiers.

The Impulse is now over.
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5th Turn : 4th Impulse

Neither player is keen to renew the contest. The Habsburg player feels he is too weak to take on the entire Prussian
Army, now concentrated at Brieg. The Hohenzollern player is disappointed that he did so little damage and is afraid
to break up his concentration. The Habsburg player is still going first.

3) The Dummy at Kosel stacks with the AVS.

1) The Prussian AdS renews the Siege of Brieg and an Investment marker is placed on it. Here we go again.

~ 2) The AdB moves to Miinsterberg (3 MPs out of MA 5). AC row shifts: OMT -2, Short Range to Hub with 4 OPs = —
" 4 (thanks to the Dep6t at Ohlau), LR —1; Net —7. No need to roll the die.

[Historical Note: by now, the Alte Dessauer was back at Magdeburg, but the Hohenzollern player would like to keep him
around.]

Both players Pass and the Impulse and Operations Phase end.

The map shows the activities for the Impulse.




B. Administrative Phase (Turn 3)

B.1. Initial Activities
1) Check for Special Events & Political Events. None.

B.2. Campaign Plans & Victory Check

2) Check for Campaign Plan (CP) Failure. No problems, yet. 1 OP comes off the Glogau ACP, when is then terminated
successfully. The other OP is lost.

3) Check for Victory. Not until scenario end. Prestige currently stands at Level Three for the Hohenzollerns (2 Fortified Cities
+ 1 Battle), and the same for the Habsburgs (since they started at Level Four and lost an equal amount).

4) Initiate New CPs. None.
B.3. Initial Supply Activities

1) Attrition Checks. Initial supply activities begin with Attrition Checks for stacks of 10+ non-Garrison Units. There are two of
these, the main Prussian stack at Brieg (14 Units), and the AV'S (11 Units). AC row shifts for Prussia are: +1 Enemy Territory, +1
per 10 Units (net +1); Net +2. The Hohenzollern player rolls a '1"; row 2 shifted to row 4: 10% losses and the FD marker is
changed to a FE marker. 10% x31 = 3.1 = 3 SPs. DB von Nassau and DB von Stille each lose 1 SP, and 1 SP comes off FB von
Hautschermoy.

By KR&Os 5.411 FD affects Depot range bonuses.

Row shifts for the Habsburgs are: —1 for OPs, using the Dep6t at Troppau (Medium range thanks to winter FD, —3 shift becomes
-1), -1 Friendly Territory, +1 per 10 Units (net +1); Net -1. The Habsburg player rolls a '4', which is the '3' row, shifted to the 2'
row: No losses, but an FD marker is placed with the AVS.

2) Trace valid LoCs between Depots and Hubs. All OK.

B.4. Movement
B.5. Redeployment and Reorganisation of Forces

The Hohenzollern player has no Reinforcements, but he does have some Replacements to take. Prussia’s total losses to date
stand at 27 'B' CE and 2 'A' CE SPs.

[As mentioned earlier, the series rules have moved the Quarterly Turns to the end of each Season, meaning Replacements would
have been taken last Turn, before the Battle. However, because this adjustment is not included in SOK the example assumes the
old sequencing.]

According to the Replacement Table, 60% of 'B' grade SPs can be recovered, and 70% of CE 'A'". 27 CE 'B' SPs x60% = 16.2,
rounded UP to 17. 2 CE 'A' SP eliminated x70% = 1.4, or 2. The remaining 'B' SPs are permanently lost and all SP Elim chits
are reset to '0' on the GRT. Of the 17 'B' CE SPs, the Hohenzollern player can take 3 as Cavalry (every 5% SP). Since this is the
Spring Quarter, he can increase his ratio of Cavalry (KR&Os 8.531) by expending Unassigned OPs. With only 1, he increases
the ratio to 1 in 3 and takes 5 of his Replacements in Cavalry (all 'Bs'), the rest as Infantry. He cannot lump the 'A"' CE SP with
'Bs'; it must be used in an 'A' Unit (or a Garrison). It cannot be added to the Grenadier Brigades, since those Units use a special
pool.

Artillery, Grenadier, and French/Spanish Militia SPs have their own Replacement rates, as noted on the Replacement Table.
These SPs are always recorded separately.

The SPs can be placed anywhere there is a Prussian Dep6t with an LoC to a Friendly Hub which is also within that Hub’s Short
or Medium range (KR&Os 8.43), although this rule can be superseded by game-specific instructions. Since the Replacement
step, the Administrative Movement step, and the Transfer step can be mixed up as desired, this means he can Form new Units at
the Dep6t and immediately move them to his HQ(s). Or, he can put the Replacements into Garrisons and them immediately
Transfer them. The only limitation is that Unit movement cannot occur within 4 MPs of a non-Blockaded Enemy stacks. In the
case of the Blockading HQs at Brieg, the fact that they are doing the Blockading does not matter.

Players who wish for greater restriction should have a house rule that Movement come before Reorganisation, as it does on the
Sequence of Play; this will prevent newly Formed units marching up from rear Depdts in the same turn that Replacements are
used to create them.

The Hohenzollern player’s Depdts at Croflen and Ohlau are eligible sites. This is because he can now use Riverine Movement.
Riverine LoCs can be of any length, broken only by tracing over land. Each Riverine segment of the LoC costs 1 range bracket
(KR&Os 5.544).
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The Hohenzollern player uses his Replacements to Form new Units at Ohlau, thus:

KB Zieten 2 SPs

KB Goltze 1 SP

DB Zieten 2 SPs

FB Blankensee (B CE) 5 SPs

3 SPs are used to Form a Garrison at Ohlau.

FB Braunschweig (A CE) gains 1 SP, added to the
Garrison and then Transferred to the Unit.

FB Bosse gains 3 SPs in the same manner

GFB Bonin gains 1 'A' SP

The <Dummy> Habsburg Formations to the south prevent these forces from moving to Brieg Administratively, even though the
enemy counters are Dummies — the Hohenzollern player should have saved some Auxiliaries to conduct Reconnaissance before
the end of the Operations Phase. They do not prevent SPs from being added to the Garrison at Ohlau and Transferred to the
forces at Brieg — an alternate method of moving 'to the front' which would allow them to be added to existing units. But instead,
the Hohenzollern player Forms Column A at Ohlau and Subordinates the newly Formed units to it. Its commander will be
General Motte-Fouqué, the tough Huguenot commander. The Siege Artillery at Ohlau joins as well (Columns may have a
maximum of 5 Subordinate units, one of which may be Artillery).

The Hohenzollern player now tries to Recover his Auxiliaries and succeeds in recovering:

Feld-Jager zu Pferde (4dS)

The Griine Husaren (Column B)
The Rote Husaren (Column C)

& 3 Grenadiers (2 to AKP, 1 to AdS)

Sport of Rings Hyohenzollern Y@ Display f’ :
Army & Grand Armu Hs 2S
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EACH ARMY MAY HAVE UP TO 15 UNITS, PLUS 1 ARTILLERY UNIT EACH ARMY REQUIRES 1 MARSHAL AS COMMANDER
SPoRT O Kios CHARTS & TAGLES ©2005, 2008 RED SASH GAHES & At WEIR (2 TRACKS PROVIDED FOR EACH ARMY TO EASE STACKING)

The Habsburg player has 2 eliminated 'C' CE SPs and 2 climinated 'B' CE SPs. He regains 1 'C' SP automatically (50%) and
both B SPs (60% = 1.2 rounded UP to 2). In his case, the SPs can arrive at the Depot at Troppau (Short range to Vienna) or
Glatz (Medium range to Vienna). He also has the 9 Garrison SPs

on the border to Transfer into the play area. 3 2
3 Garrison SPs Form a Garrison at Troppau N B A ©
3 Garrison SPs Form a Garrison at Jagendorf 3 1%

3 Garrison SPs Form a Garrison at Ratibor
The 2 SP Garrison at Jabunka Transfers to Ostrava
1 'C' SP appears at Troppau and Transfers to FB von Liitzen in the AVS

The 'B' Replacement SPs are technically Infantry, but as 'Bs' they can only 'fit' into Cavalry Units. Therefore they must be
(permanently) downgraded to 'C' CE Infantry. The Habsburg player forms FB von Bethlehem (2 SPs) at Troppau and moves it to
join the AVS. CB de Fin (2 SPs) — the original unit at Troppau — joins as well.

The Habsburg player now Forms Column A (Graf Salm to command) and Column B (C. Palffy to command), stacked with (but
not Subordinate to, since it is only an Army HQ) the AVS. Column A contains FB von Bethlehem, FB von Meligny, and FB von
Liitzen. Column B contains CB de Fin and CB von Lucchesi.

The Habsburg player then begins his Auxiliary Recovery, gaining back Hussar Regiments Festetics (to Column A) and Splenyi
(to Column B) and 2 of his Grenzers (both to the AVS).

See the next page for the Habsburg HQ display.
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B.5. Final Supply Activities
1) Build Depéts. No.

2) Disband Depéts. The Habsburg player will not, but the Hohenzollern player will. He removes the Depdt at Croflen and gains
a OP for his Secondary Hub (50% chance per step).

3) Depot Isolation. Not a problem.

4) Increase Unassigned OPs. This is the last Forage Depleted Turn. The Hohenzollern player rolls a '3' +4 on the OPAT yields
1 OP, which is recorded by moving the Unassigned OP chit up one box on the GRT. The Habsburg player rolls a '4' +4 for no
result. The Hohenzollern player now has 1 Unassigned OP and the Habsburg player has 3.

5) Forage Restoration & Degradation. Not possible.
End Turn

The Turn ends, the Turn Marker is moved to April-May, and a new Turn begins.
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Concluding Notes

This will be the last Turn of the example. There is little point in continuing beyond Mollwitz. With an examination of Battle,
and the recovery of Replacements, all the important concepts have been covered. Mollwitz was a Prussian tactical victory
(barely) but an operational stalemate. Both sides spent the summer manoeuvring round each other, unwilling to try for a second
fall. Eventually, the Bavarians and their French 'advisory command' invaded Upper Austria and Bohemia, forcing the Habsburgs
to sue for peace with Frederick in the fall of 1741 (a peace that included a face-saving fake siege of Neif3e).

In game terms, the Hohenzollern player gains Lower Silesia as a Conquest, to be later turned into a permanent Cession (these
are SOK Political Rules). In regards Prestige, the situation is a draw so far. By the end of the scenario the Prussians historically
led 'on points'.

In 1742 hostilities resumed when a Franco-Bavarian—Saxon army overran Bohemia, hoping to link up with Frederick. The
Prussians approached the outskirts of Vienna but Saxon foot-dragging and French concerns with an Imperial offensive to retake
Upper Austria meant they were left in the lurch. The Austrians cleared Bohemia and Upper Austria of enemy forces, then made
peace with Frederick, giving him Silesia 'temporarily'. This left them free to operate in West Germany. In 1744 Frederick
launched the Second Silesian War, ostensibly to draw pressure off France; his three victories of 1745, at Soor, Hohenfriedburg,
and Dresden, simply restored the equilibrium he had lost during a disastrous invasion of Bohemia in 1744. Prussia then stood
out for the rest of the War of the Austrian Succession, which lasted until 1748. It is possible that the campaign of 1756 might
have come in 1747, but a Russian army corps had been hired to fight for the Allies in the Low Countries and the Habsburgs
made sure it marched in between the Prussians and themselves,; with the end of the war, that corps remained cantoned on the
Habsburg frontier until 1749. Austria would survive.
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