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. Home before the leaves fall''

The Marne recreates on a divisional scale the
climactic battle of the opening campaign of the
First World War. This was the Allied counter
offensive that shattered the right wing of the
German Schlieffen Plan, drove the Kaiser's
armies out of range of Paris and decided that
the war would not enr:l in 1914. The game
covers the critical days of September, 1914 as
the French and British armies, retreating
towards Paris, rallied and counter-attacked.
There are two basic historical situation games,
the German pursuit situations and the Allied
counter-attack situations. Besides the histori
cal version of these situations there are four
varying Orders of Battle which illustrate events
that could have happened almost as easily as
the original battle.

ment P oints; basically, a unit expends one
Movement Point of its total Allowance to enter
one hex. Some hexes require more than one
Movement Point to enter; see the Terrain
Effects Chart.

Game Equipment

X = Brigade

THE GAME MAP:
The 22x34" map sheet portrays the section of
France over which the battle was fought. An
hexagonal grid is superimposed upon the map
to regularize the movement and position of the
Playing Pieces.

UNIT DESIGNATIONS
These are the historical "names" of the units
involved. Most are merely numbers. The
non-numeric designations mean:

THE PLAYING PIECES:
The two colored sets of die-cut playing pieces
(henceforth known as units) represent the
opposing forces in the battle. The opposing
armies at the beginning of each scenario are
selected from these units in accordance with
the rules on "How to Set-Up and Play the
Game." This may vary depending on the
scenario that is being played.
It is highly recommended that the Players sort
their units by type and color immediately after
removing them from the sheet, and keep them
segregated, as this greatly simplifies future
setting-up and playing of the game. The
playing pieces are distinguished by type,
strength, nationality, and mobility, as repre
sented by the color, numbers and symbols on
the units' faces.
SAMPLE UNIT
Unit Type Symbol
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xx

C8':J20

6-3

Unit Size Symbol

Unit Designation

Movement Allowance

DEFINITION OF TERMS:
COMBAT STRENGTH refers to the basic
offensive and defensive value of a particular
unit; this strength is composed. of Combat
Scrength Points. Thus a unit with a Combat
Strength of "7" has seven Combat Points
available.
MOVEMENT ALLOWANCE is the basic ll')axi
mum number of hexagons (hexes) which a unit
may move during one Friendly Movement
Phase. This allowance is composed of Move-

UNIT TYPES:
� Infantry

0 Cavalry

NATIONALITY CODES:
All Grey-Green units are German units. All
Light Brown units· are French units. All Dark
Brown units are British units.
UNIT SIZES
XX= Division

GERMAN:
Gd - Guard
B - Bavarian
R - Reserve
L
Landwehr
J - Jaeger
S - undesignated Schlieffen Plan forces
ALLIED
Gd - Guard
Mor - Moroccan
Mar - Marine
Alg - Algerian
Prov - Provisional
GAME CHARTS AND TABLES
Various visual aids are provided for the Players
to simiplify and illustrate certain game func
tions. The Combat Results Table provides the
method of resolving combat, and is fully
explained where presented. The Terrain
Effects Chart details the effects of terrain on
movement and combat. The Turn Record
Chart lets Players know how far they have
progressed in the game; this is integrated with
the Reinforcement Chart which gives the
appropriate additional units that the Players
receive, depending on which Situation and
Order of Battle is being used.
GAME INVENTORY
Your copy of The Marne should contain the
following material:
one
one
one
one

mapsheet (22x34")
rules folder
set of die-cut counters
die

If you are missing any ·parts, or there are any
questions concerning The Marne, please write
Simulations Publications Inc.
44 East 23rd Street,
New York, N.Y. 10010
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