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M A RIA
M A RIA TH ERESA A N D TH E WA R OF TH E A USTRIA N SUCCESSION

FOR 2 OR 3 PLAYERS BY RICH A RD SIVÉL

In October1740,CharlesVI, the Germanemperor and the
Austrian headof state,dies. Successionfalls on his oldest
daughter, the23 yearold Maria Theresa.However, by Impe-
rial law andtradition, womencannotsucceedto theImperial
throne.
Although the other statesof Europehad agreedto Maria
Theresa's successiononly a few yearsbefore by signing the
Pragmaticsanction,herenemiesnow regardAustria aseasy
prey. Bavaria and Saxony lay claim to large swathesof
Hapsburg possessions.Supportedby France,Bavariais even
claimingtheImperialtitle itself. And whatcouldbeeasierto
achieve?Austria is isolatedandruled by a young,inexperi-
enced,and,it is assumed,weakwoman.

In December1740, the War of the Austrian Succession
�nally breaksout. Seizingthe opportunity, FrederickII of
Prussia– himselfKing for only six months– invadesthe
Austrian provinceSilesia,driven by his ambitionfor power
andpersonalglory. ThePrussiansurpriseattacktakesSilesia
with scarcelya �ght.
In Spring 1741,Bavaria,Saxonyand Francetakeup arms
as well. Engulfedby this waveof attacks,Austria seems
doomed.
However, the attackershaveunderestimatedMaria Theresa,
her strength of character, and her �er ce tenacity. Against
theadviceof herministers,sheis not willing to giveup the
smallestpart ofherheritage. . .
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1 BASIC CONCEPT

M A RIA is a gamefor 2 or 3 players basedon the War of the
Austrian Succession(1740–1748).The gamecanbeplayed in
2 variants: the intr oductory game (9 turns to play, about 90
min., with simpli�ed rules) or the advanced game (12 turns,
3 to 5 hours, with the full set of rules).

Sections1 to 13 give the 3-player rules that are valid for
both variants. Sections15 to 23 give rules that are only for
the advanced game. Additional rules that are advanced-
game-only are included in sections 1 to 13, highlighted by
grey boxes.The additional rules for 2 players are to be found
in the last section.

The intr oductory game victory conditions are in section
14. The advanced game victory conditions are in section 23.

The game M A RIA includes:

· 1 game board
· 1 political display
· 22stickers for generals& hussars
· 5 army sheets
· 1 die-cut sheetwith 132markers
· 192cards, in detail:

� 4 Tactical Cards decks,38cards each
� 25Political Cards
� 2� 6 National Cards (English, German)
� 3 playing aids

· 1 compendium-sheet for the Political Cards
· this rules booklet, and:

20generals
in 6 colours

10supplytrains
in 6 colours

2 hussars
(white)

2 THE PLAYERS

The 3 players take the rolesof Maria Theresa, Frederick, and
LouisXV. They control the following powers:

· Maria Theresa: Austria (white)
· Frederick: Prussia (blue), Saxony (green), Pragmatic

Army (grey)
· Louis XV: France(red), Bavaria (orange)

Comment: The PragmaticArmy was comprisedof soldiersfrom Great
Britain, theNetherlandsandtheElectorateofHanover.

Austria, Prussia, France and the Pragmatic Army are
major powers, while Bavaria and Saxonyare minor powers.

The following powers are allied to eachother:

· France,Bavaria, Prussia,and Saxony.
· Austria and the Pragmatic Army .

Powers that are not allied to eachother are enemies.

Someallied powers are co-operating:

· Franceand Bavaria.
· Prussia and Saxony.
· Austria and the Pragmatic Army .

Comment:As canbeseen,Frederick's role in the gameis schizophrenic.
WhenheplaysPrussiaand Saxony, he is Austria's enemy, but whenhe
plays the PragmaticArmy he is Austria's ally. But don't worry! It all
works.

3 THE GAME COMPONENTS

3.1 The playing pieces

Every power hasgeneralsand supply trains, hereafter re-
ferred to as pieces. Austria also has 2 hussars. Hussars are
never called pieces.

Every general has a name and a rank number. Before
playing the game for the �rst time, stickers must be applied
to the generalsfor eachpower (blue on blue, red on red, etc.)
The 2 hussar stickers go on the white hussar disks.
Comment:For technicalreasons,thestickersheethas2 blankstickers.

The die-cut markers are of the following types:

Victory marker Electormarker Turn marker

Political marker Changeof income Subsidymarker

3.2 The game board and the political display

The game board includes 2 maps: The Flanders map and
the Bohemia map.

A rectangular grid divides the maps into 44sectors.Each
sector is assigned one suit: hearts, diamonds, clubs, or
spades. These suits affect the play of Tactical Cards in re-
solving combat.

Home country . The home country of a power includes all
the territories in their colour. Note that the Flanders map in-
cludes white territories that are part of Austria's home coun-
try. Silesia (Schlesien)is not home country for any power at
the beginning of the game,but during the advanced game it
can becomePrussian home country.

The maps show cities connectedby roads. The thick roads
are main roads. Cities connected by a road are adjacent.
Note that there are roads that connect the Flanders map and
the Bohemia map.

Some cities are special: these include minor fortr esses,
major fortr esses,and set-up cities (see the legend on the
game board).

Control of fortresses: During the game, a power con-
trols all of the fortr essesinside its home country not marked
with a victory marker, and all the fortr essesoutside its home
country marked with one of the power 's victory or elector
markers.

There are 9 special fortr essesthat give the controlling
power one elector's vote each (for instance, Berlin). Elec-
tor 's votes decide the imperial election, for which the Elec-
toral College (seethe bottom edge of the board) is used, too.

In the top-left corner of the board, there is a victory box
display: 8 boxesfor battle victories (2 for eachof the 4 major
power), and 4 other victory boxes.

Along the edges of the board, each major power has an
off-map box and a box for its pool of victory markers.

The political display is explained in section 17.

COM M EN T: Off-mapboxesare usedfor generalssentto distant theatres
of operations(e.g.,Italy). As long asa generalis in an off-mapboxheis
completelyout of thegame.
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4 HOW TO START

Players can decide randomly or by mutual agreement
who is playing which role.

Put the turn marker on the space “1” on the time track
(seethe top-right corner of the board).

Divide one army sheet into four quarters. Give one quar-
ter to eachplayer. Setaside the fourth quarter (called “W in-
ter Scoring”) for later use.

Set up all pieces as indicated on the game board. (The
army sheets provide map coordinates.) Generals go on
set-up cities marked with their rank number in their colour.
Supply trains go on set-up cities marked with a “T” in their
colour. The 2 Austrian hussarsgo beside the board. N OTES:
1.) One Prussian general starts in the off-map box “Ost-
preussen” and one Prussian supply train starts in the victory
box “Silesia”. Both piecesare out of the game at game start.
2.) After set-up, set-up cities are treated like regular cities.

Put the following number of victory markers for each
major power in its corresponding pool: Prussia 13, France
11,Pragmatic Army 8, Austria 8.

Tactical Card Political Card National Card

Shuf�e one of the four Tactical Card decks for immediate
use asthe draw deck. Setaside the other 3 decks for later.

Prussiaputs 1 victory marker eachon its fortr essesin Sile-
sia (Liegnitz and Glogau). Austria puts victory markers on
the other 5 Silesian fortr esses.IM PORTA N T: In the advanced
game, thesemarkers come out of the pool.

Eachpower draws its initial hand of Tactical Cards. Prus-
sia receives9,Saxony3,France2,Bavaria 5,Pragmatic Army
3, Austria 5.

The army sheets indicate the numbers of troops each
power has at the start of the game. Each player secretly
assigns all of a power 's troops to its generals by writing
numbers in the boxesnext to the namesof the generals.Each
general must receive a minimum of 1 troop, but cannot re-
ceive more than 8 troops. Some generals, however, have
higher minimums for initial set-up; these are indicated on
the army sheets.

Example:Prussiahas22 troops.In compliancewith theminimum set-up
values,Friedrich receives8 troops,Schwerin4, Erbprinz Leopold4, der
Alte Dessauer6.

Mark the fortr essesKöln and Mannheim with French
elector markers, and the fortr essesMainz and Trier with
Austrian-Pragmatic elector markers.

In the Electoral College, put 1 elector marker of the cor-
responding colour in eachof the 9 boxes. (For instance, put
Prussian elector markers in the boxesBerlin and Dresden.)

Sort the Political Cards into four decks, one for eachyear
from 1741to 1744. Shuf�e eachdeck. Then stack the decks
one on top of the other in chronological order (1741on top,
1744at the bottom) to createone combined deck.

On the Political display, put 1 political marker onto each
of the 3 tracks. The marker goesin the box with a star.

5 SEQUENCE OF PLAY

The game is played in turns. Each turn consists of 5
stages,which are carried out in strict order:

1. Major Powers conduct politics (advanced game only).
2. Austria placesits hussars.
3. Action stageof Franceand Bavaria.
4. Action stageof Prussia and Saxony.
5. Action stageof Austria and Pragmatic Army .

The action stagesare the core of the game. Every action
stage is divided into 5 phases. The powers that share an
action stageare the active powers and they act in eachphase
simultaneously. This is true even for Austria and the Prag-
matic Army , although they are played by dif ferent players.
The 5 phasesare carried out in the following strict order:

1. Tactical cards. The active powers draw new Tactical
Cards.

2. Supply of every active general is checked.
3. Movement. All active piecesmay move. This includes

conquest of objectives and re-entry of supply trains.
4. Combat. Active generals must attack adjacent enemy

generals.
5. Retroactive conquests are checkedfor.

After all stages are completed, the turn track marker is
advanced by one space,and the next turn starts.

Winter . After every 3 turns, the normal �ow of the game
is interr upted by winter . Winter is not a game turn: it does
not consist of any of the above stages.During winter , gener-
alswho were formerly removed from the board may re-enter
and troops canberecruited. The powers conduct theseactiv-
ities in the same order used for action stages. After winter ,
normal game turns resume.

In winter , players do winter scoring (advanced game
only).

6 STACKS AND TROOPS

Before presentingthe detailedrules for the different phases,it is
helpfulto intr oducethebasicrulesfor stacksandtroops.

Only 1 piece may ever be placed on eachcity.
EXCEPTION : Two generals may occupy one city to form a
stack, but only if they belong to the same power or to co-
operating powers. A stack of generals from co-operating
powers is called a mixed stack. In both cases,the general
with the lower rank number is the supremecommander and
is placed on top of the stack. If two generals have the same
rank number (for instance,PrussiaNo. 1 and SaxonyNo. 1),
the player must decide at the moment he createsthe stack
which will be the supreme commander.

Wrong !! One power Co-operating powers

1
2

1
2
4 4

1
4
1

Every general has to command at least 1 troop.

No general may ever command more than 8 troops.

In a stack, generals of the same power treat the sum of
their troops ascommon value. They must command at least
2 troops, and can never command more than 16 troops.
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The allocation of the troops among a power 's generals
is written on the power 's army sheet and kept secret. If
during the game, the number of troops assigned to a gen-
eral changes,the sheet is updated with the new number. A
player hasto statethe current troop-total of a power if asked
to do so. However , the troop strength assigned to a particu-
lar general is made public only during combat.

As long as generals of one power are stacked, a player
can transfer troops between them whenever he desires. He
can do it even during the action stage of another player.
Troops can never be transferred between generalswhich are
not stacked or which belong to dif ferent powers.

A general who loses his last troop is removed from the
board, unless the general is in a stack and it is possible to
transfer at least one troop to him. In such a casetransfer is
mandatory: a general never is removed from the board as
long ashe hasone troop or aslong asone troop canbe trans-
ferred to him.

Example:FriedrichandSchwerinarein astack.Theyhave4 and5 troops,
respectively, for a total of 9 troops.ThePrussianplayerdecidesto transfer
troopsin this stack.Friedrichreceives7 troops,andSchwerin2. Hewrites
downthenewallocationof troopsonhisarmysheet.

Example:FriedrichandSchwerinlike above.In combattheylose8 troops.
The last surviving troop goesto Friedrich, and the trooplessSchwerin
leavesthe map. As a variant, supposethey lost only 7 troops. In this
casebothgeneralsstayon themapwith 1 troopeach.

7 HUSSARS

Austria has 2 hussars, which it places on cities to affect
enemy supply (seesection 9).

Hussars are placed in the hussarsstage. A hussar can be
placed on any city, within the following restrictions:

· The city must be on the Bohemia map, and
· it may not be more than 4 cities distant from an Aus-

trian general, and
· it is currently not occupied by any piece.

If a hussar is still on the board (from a previous turn),
Austria may leave him where he is, or may re-placehim.

Hussars do not block pieces' movement or retreat. If a
piece moves or retreats into or through a hussar's city the
hussar is removed from the board, but can be placed again
next turn.

8 TACTICAL CARDS PHASE

At the beginning of its action stage, every active power
draws a certain number of Tactical Cards (TCs) from the
draw deck:

France 4 (5) TCs Bavaria 2 (1) TCs
Prussia 3 TCs Saxony 1 TC

Pragm. Army 3 TCs Austria 5 TCs

N OTE: In the �rst 3 turns, Francedraws4 TCsper turn, andBavaria2
TCsdueto a subsidy. Starting in turn 4, thesubsidyis optional. In any
turn that Francechoosesnot to giveBavariathesubsidy, Francedraws5
TCsandBavaria1 TC.

A minor power does not receive TCs (not even subsi-
dies) if its major fortress is enemy controlled.

Powers may never mix nor exchangetheir TCs. A power

accumulates its TCs until they are played. There is no max-
imum hand size. TCs may not be shown to other players
unless they are played. Every TC has a suit ( ) and a
value from 2 to 10. There is a special wild card type called
“Reserve”. When a player plays a Reservecard, he declares
it asbeing any suit and any value from 1 to 8. N OTE: Declar-
ing the value is of great use in minimizing battle losses.

Hint: Keepeachpower's National Cardon top of its TC hand,sothat you
don't getconfusedaboutwhichhandbelongsto whichpower.

Whenever TCs are played, they are set aside and sorted
according to their deck of origin. When the �rst set of TCs
has been used up, use the second set as draw deck, and so
on. If the fourth setis used up, always usethe two setswhich
have accumulated most, whenever you need new TCs for
the draw deck. Shuf�e them carefully together.

In somesituations, players have to pay for costswith TCs
(for instance supply, seesection 9). For this, you pay with
TCs of any suit or combination of suits; only the values mat-
ter. If you over-pay, you do not get change.

9 SUPPLY PHASE

Generals need supply. The supply status of generals is
checked exclusively in the supply phase of the power 's ac-
tion stage.

Inside his home country a general is always in supply.
REM IN DER: At the beginning of the game,Silesiais not home
country for anyone (see3.2).

Outside his home country, to be in supply a general needs
a supply path to a supply train of his own colour. This path
may not be longer than 6 cities. The path cannot be traced
through enemy pieces(generalsand supply trains).

If a general cannot be supplied in his supply phase, he
is �ipped face-down and suffers an immediate loss of one
troop. If he is already face-down, he stays face-down and
loses 2 troops. If he is face-down, but back in supply, he is
turned face-up again.

Face-down generals cannot conquer fortresses.

Out of supply:
Flip face-down &
Each general -1 troop !

1
2 3 4 5 6

Hussars. Every general hostile to Austria who is tracing
his supply path through a hussar has to pay with TCs to be
in supply. The costsare according to the length of the traced
supply path, i.e. 1 point of TC per city. (There is no addi-
tional penalty for tracing through 2 hussars.) A power must
pay if it has enough TCs to do so. If a power cannot pay,
the general is out of supply with the usual consequences
(�ipped face-down, loss of troops); in addition the power
has to show all of its TCs for veri�cation.

4 cities, 2 generals = Pay 8 points of TC !
1 2 3 4
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10 MOVEMENT PHASE

10.1 Movement

In their movement phase, the active powers move their
pieces.A power may move asmany or asfew of its piecesas
it wishes, but one piece must �nish its move before another
can start. A piece can be moved only once. Movement is
from city to city along roads.

A general may move up to 3 cities, even back and forth.

If the entire move is along a main road, the general may
move an additional city, up to a total of 4.

Main road +1 !

A supply train moves like a general, but one lesscity, i.e.
2 cities (and 3 on main roads).

Only one piece may ever be placed on each city
(EXCEPTION : Stacks). Under no circumstancesmay a piece
jump over another piece. When one general stackswith an-
other, movement is �nished for both immediately . When a
face-up and a face-down general stack, both keep their fac-
ing.

A general can enter a city containing an enemy supply
train. In this case,the supply train is eliminated (remove it
from the board), and the general can continue moving.

Force march. Under certain conditions a general may
forcemarch. (Supply trains cannot forcemarch.) On a force
march, a general may move up to 8 cities. A forcemarch:

· must be entirely on a main road,
· may never enter or passthrough an enemy-controlled

fortr ess.If a forcemarch starts on an enemy-controlled
fortr ess,this fortr essis never conquered.

· may never enter or pass through a city adjacent to an
enemy piece (either a general or a supply train).

Do not forget that enemy fortresses and enemy pieces
block a force march.

Force March = 8

Friendly fortresses

BLOCK !!

Enemy fortress

BLOCK !!

Only French and Austrian pieces may move from the
Flanders map to the Bohemia map, and vice versa.

Austrian and Pragmatic Army generalsmay stack only if
both players agreeto do so.

If a dispute arisesbetween the Pragmatic Army and Aus-
tria about the order in which they will move on the Flanders
map, they alternate moves on the Flanders map for the rest
of the turn, starting with the Pragmatic Army .

10.2 Re-entering Supply trains

During its movement phase,a power may:

· re-enter an eliminated supply train;
· remove a supply train from the board voluntarily and

immediately re-enter it again. EXCEPTION : The sup-
ply train in the Silesiabox cannot leave the box by this
method.

In both cases:

· The re-entering supply train costs4 points of TCs.
· The supply train can re-enter on a major fortr ess in-

side its home country, but is not allowed to move in
the current movement phase. A major power can also
choosea major fortr essof a co-operating minor power
for re-entering its supply train.

· The chosen fortr ess must be empty and must be
friendly controlled. If such a fortr ess does not exist,
the supply train cannot re-enter.

Example:Francere-entersits supply train in München. This is possible,
sinceBavariais a Frenchco-operatingminor power. There-enteringcosts
4 pointsofTCs.Francepayswith a5 (anddoesnot getanychange).

10.3 Conquering fortresses

Control of fortr esseschanges due to conquest. Only
a face-up general may conquer fortr esses. Only enemy-
controlled fortr essescan be conquered. (Prussia, for in-
stance, cannot conquer a French-controlled fortr ess.) An
enemy-controlled fortr essis conquered when:

· a face-up general moves out of the fortr ess(either by
moving through it, or by starting its move on it and
moving away); and

· the fortr essis not protected at that moment.

A fortr essis protected, if a general of the power currently
in control of the fortr essis positioned 1, 2, or 3 cities away.
(It is protected even if there are piecesbetween the protect-
ing general and the fortr ess.)Also, generals of co-operating
allies protect eachothers' fortr essesin the sameway. For in-
stance,a general of the Pragmatic Army protectsan Austrian
fortr essand vice versa.

A general cannot conquer fortr esseswhen force march-
ing (see section 10.1). A general may conquer more than
one fortr essin a single move. After conquest, a conquered
fortr essmay still be entered by other pieces.

Retroactive Conquest. If a general moves through (or
away from) a protected fortr ess,put a marker with a ques-
tion mark on the fortr ess. In the retroactive conquest phase
of that samestage,checkeachfortr esswith a question mark.
If the fortr ess is not protected anymore (due to retreats af-
ter combat), it is retroactively conquered. If the fortr ess is
still protected, it is not conquered and the question mark
is removed. Note that the general who moved through
the fortr essdoes not have to be the general that forced the
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enemy retreat. It is only important that both the move and
retreat occurred in the sameaction stage.

In the advanced game, when you take a question mark
out of the pool, return it to the pool if the fortr ess is not
retroactively conquered.

Tournai Brüssel

Conquered!

Protected! 123
Example:A FrenchgeneralmovesthroughTournai andBrüssel.Theun-
protectedTournai is conquered. TheAustrian-controlledBrüsselis pro-
tectedby thePragmaticArmy general;it is not conquered.

Brüssel

Retroactively conquered!
Retreat

3 2 1

Example(continued): Brüsselwas markedwith a questionmark in the
Frenchmovementphase.During thecombatphaseofthesameactionstage,
theprotectinggeneralhasto retreatwhichmakesBrüsselnowunprotected.
Thereforeit is retroactivelyconquered.

After conquest, change of control is indicated:

If the previous controlling power hasa victory marker on
the fortr ess,remove the marker. (In the advanced game, re-
turn the marker to the pool.)

If the conquered fortr ess is Trier, Mainz, Köln, or
Mannheim, �ip the elector marker to its other side.
N OTE: These4 fortr essesare special in two ways: 1.) They
are never marked with victory markers; 2.) If the Pragmatic
Army or Austria conquersoneof them, they control it jointly .

For the other fortr esses,the conquering power marks the
fortr esswith its own victory marker if:

· it is inside an enemy home country; or
· it is inside a friendly minor power home country.

(This is possible if the conquest is actually a re-
conquest.);or

· it is in Silesia (Schlesien). (Fortressesin Silesia are
A LWAYS marked with victory markers!)

In all other casesthe fortr essis N OT marked with a vic-
tory marker. (The conquest is a re-conquestof a friendly ma-
jor power home country fortr ess.Sucha fortr ess,if not con-
trolled by an enemy, is controlled by the major power that
owns the teritory , and the territory's colour indicates con-
trol. Silesian fortr esses,however, are exempt from this rule,
seeabove.)

Conquests performed by minor powers are marked with
victory markers of its co-operating major power following
the above rules.

Comment: Playersshould note that the re-conquestof a minor power
fortressis rewardedwith avictory marker, while there-conquestofamajor
powerfortressis not. Thissubtledifferenceis for reasonsofgamebalance.

Examples:a) Austria conquersa fortressin Bavaria.An Austrian victory
markeris placed,sincethefortressis in enemyhomecountry.
b)Bavariare-conquersthis Austrian-controlledfortress.TheAustrian vic-
tory markeris removed.SinceBavariais a minor power, the fortressis
markedwith a victory marker. A Frenchmarkeris used,sinceFranceis
Bavaria's co-operatingmajorpower.
c) ThePragmaticArmy conquersa French-controlledfortressin theAus-
trian Netherlands.Sincethis is friendly major powerhomecountry, no
victory markeris placed;only theFrenchmarkeris removed.

11 COMBA T PHASE

11.1 Combat

Every general who is adjacent to an enemy general at the
beginning of his power 's combat phase must attack. This
is true even if the generals are located on dif ferent maps.
If more than one attack must be made, the attacking player
choosesthe order of resolution.

Friedrich &

Neipperg

Schwerin

An attack is resolved asa card game using Tactical Cards
(TCs). A player may play only those TCs which are of the
samesuit as the sector in which hisgeneral is positioned.

First, the opposing players state how many troops their
participating generals command. The dif ference between
these two numbers is called the initial score. This score is
negative for the player inferior in troops, and positive for
the other one.

Next, the inferior player has the right to play a single TC
of his suit. He adds the TC value to the initial score. This
results in the new score which he statesaloud. The score is
always the same for both players, except that it is negative
for one and positive for the other. As long as a player has a
negative score, he has the right to play another TC.

If a score becomeszero or positive , the right to play TCs
switches to the other player. Now he is considered inferior ,
and he may play a TC using the sameprocedure. The right
to play TCskeepsswitching until the player with the right to
play is unable or unwilling to do so. At that point his general
is defeated.

The defeated general loses as many troops as the �nal
negative score (but not more than he commanded) and is
retreated the samenumber of cities.

The winner losesno troops and remains in place.

A tie. If a player receivesthe right to play a TC on a score
of zero, he must play a card if he has any of the correct suit
(he is not obligated to play a Reserve). If he has none (and
if he is not willing to play an existing Reserve),combat ends
asa tie. In a tie, neither side losestroops nor has to retreat.

Special cases:

· If the attack starts with a score of zero, the attacking
player plays TCs �rst (following the above rule).

· Austria makes its attacks before the Pragmatic Army
makes its.

· Stackedgeneralsalways �ght together.
· If the stack is a mixed stack,only the TCs of the power

in supreme command may be used. However , any
troop lossesare taken by the other power. If its troops
are not enough to ful�ll the required loss, the power in
supreme command takes the remaining losses.

· If a general/stack starts the combat phase adjacent to
more than one opponent, he has to �ght them one af-
ter the other. If more than one general/stack are adja-
cent to one opponent, they have to attack one after the
other.

· A general who had to retreat may not attack or be at-
tacked again in that combat phase.
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Neipperg (Austria A, 2 troops)has movedadjacentto the stackFriedrich and
Schwerin(PrussiaP, 4 troops).Hehasto attackin hisupcomingcombatphase.

Initial score= differenceofarmies= 2 � 4 = � 2

Austria is inferior by 2 and hasthe right to play TCs. (Neipperg could alsoopt
to retreatimmediately, thus losingall his troops,but savingtheAustrian Tactical
Cardsfor anotheruse.)

Neipperg is in adiamondssector.
A has: 10 9 7 Reserve

A is � 2 andplays: 10
Newscore:� 2 + 10 = +8

Friedrichis in aspadessector.
P has: 5 4 4 3

Now Austria is superiorandPrussiainferior. Theright ofplayingTC switches.

P is � 8 andplays: 5 � 8 + 5 = � 3
P is � 3 andplays: 3 � 3 + 3 = 0

Thescoreis zero.Theright ofplayingTC switchesagain.On ascoreof zero
Austria mayonly abortfromcombat,if it hasnodiamonds.If it hadonly the
Reserve,thenit couldcontinuethecombator abort(thecombatwould then

resultin adraw).SinceAustria still hasdiamonds,it mustplay:

A is � 0 andplays: 7 0 + 7 = +7
P is � 7 andplays: 4 � 7 + 4 = � 3

Prussiais nowrunning out of spadesanddecidesto acceptdefeatwith a �nal
scoreof � 3. Friedrich/Schwerinlose3 troopsandhaveto retreat3 cities.Only
onetroopis left, thereforethelowerrankedSchwerinis removedfromtheboard.

11.2 Retreat

A defeated general has to retreat before the next attack is
resolved. The length of the retreat is the sameasthe number
of troops lost. During a retreat a stack may never split up.

The winning player choosesthe retreatpath, according to
the following conditions:

· The general must retreat the full distance and has to
�nish his retreat as far away aspossible from the win-
ning general (only the winning general matters).

· A retreating general may never enter a city a second
time.

· A retreating general may not enter or move through
a city containing any other piece (enemy or friendly);
not even to eliminate a supply train nor to stack with
a friendly general. A general can retreat through a
fortr ess,but cannot conquer it.

N OTE: Only French and Austrian generals may retreat from
the Bohemia map to the Flanders map, and vice versa.

If a general cannot retreat the full distance,he losesall his
troops and is removed from the map.

Black has lost 3 troops, and has to retreat 3 cities!

Possible retreat cities

No retreat of 3 cities possible!

12 RETROACTIVE CONQUEST PHASE

Retroactive conquests are checked for after all combat is
executed. The rules have already been explained in sec-
tion 10.3.

13 WINTER

After every 3 turns, Winter occurs. During winter new
troops canbe recruited and generalsformerly removed from
the board may re-enter.

Every troop costs4 points of TC.

Generals re-enter for free, but eachmust receiveat least
one new troop.

New troops can be used to reinforce a general already
on map, or they can be given to a re-entering general, or
any combination thereof. A player must declare how many
troops he is recruiting when he pays the TCs for them, but
he keepssecret which general(s)will receivethem.

A general can re-enter on any of his power 's major
fortr esses,provided it is friendly controlled and the result
would not be an illegal stack. If such a fortr essdoes not ex-
ist, a general cannot re-enter. N OTE: Unlike supply trains,
a major power general is not allowed to re-enter on a co-
operating minor power 's major fortr ess.
EXCEPTION : In the intr oductory game, French generalsmay
re-enter in München if it is friendly controlled.

An enemy supply train does not prevent a general from
re-entering. If there is an enemy supply train on the major
fortr esswhere a general re-enters,the enemy supply train is
eliminated.

In the advanced game, players do winter scoring. Each
major power scores 1 point for each victory marker still in
its pool. (A lower score is better.) The scores are written
down on the sheet“W inter Scoring”. After that, the sheet is
folded in such a way that no-one can read the numbers; they
will not be revealed before game end.

14 THE INTRODUCTOR Y GAME

The intr oductory game does not use the Flanders map.
Pieceson this map do not move; those pieces and their as-
signed troops do not participate in the game. The same is
true for the Prussian piecesstarting in the victory box “Sile-
sia” and in the off-map box “Ostpr eussen”.

Prussia, Saxony, Bavaria, and Austria, receive their nor-
mal TC-income. The income of France,however, is reduced
by 2TCs. (Francereceivesonly 2TCson turns when it makes
a subsidy payment to Bavaria, and 3 TCs when it doesn't a
subsidy payment). The Pragmatic Army doesnot participate
in the game and does not have any TC-income.

The gameends immediately when a player ful�lls his vic-
tory conditions. The victory conditions for eachplayer are:

· LouisXV: Control of 9 fortr essesin Austria.
· Frederick: Control of 12 fortr essesin Austria and/or

Silesia (N OTE: 2 fortr essesin Silesia are already Prus-
sian controlled at game start).

· Maria Theresa: It is the end of turn 9, and no other
player has won.
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THE EXPERT GAME
During the War of the Austrian Succession,the political situation was
very complex.Separatepeacetreaties,betrayals,and changesof alliance
werecommonin thewar. Further, Italy wasan important theatreofopera-
tions,andRussiawasanimportant factor. Theexpertgamerulesintegrate
all of thesefactorsinto thegame.

15 GENERAL RULES

For the advanced game,both maps are used.

Basicgoal of the game: A major power wins assoon as it
has emptied its pool of victory markers.

When a power marks a conquered fortr esswith a victory
marker, always use a marker from the pool. If a fortr ess
marked with a victory marker changes control, always re-
turn the marker to the pool of origin. N OTE: this is true even
for the victory markers that start the game in Silesia.

16 THE VICTOR Y BOXES

Victory markers may also be placed in victory boxes:

Battle victory . a) A victory in combat is worth 1 vic-
tory point for every 3 troops eliminated. If lessthan
3 troops were eliminated, but at least 1 general was

removed from the board, the combat is worth exactly 1 vic-
tory point. (N OT 1 per general!) The winner of the combat
wins that many victory points, and the loser losesthat many
victory points.
b) For every general a power has to remove from the board
due to lack of supply, it losesone victory point.
In both cases:Victory points won (or lost) by minor powers
count for (against) its co-operating major power. For each
victory point won, a major power moves one victory marker
from its pool to one of its battle boxes (until its battle boxes
are full). For eachpoint lost, it moves one victory marker in
the opposite dir ection (unless its battle boxesare empty).
Example: Bavariawins in combatagainstAustria with a �nal score of
+1. In this example,however, Austria cannotretreat,and losesall 10 of
its troopsandits 2 generalsinvolved. Thegeneralsareworth 1 point, the
eliminatedtroopsare worth 3 points. Thehighervalue is used. France
(as Bavaria's co-operatingmajor power)getsto move3 victory markers
fromthepoolto its battleboxes.SinceFrancehasonly 2 battleboxes,the
third victory point is ignored.Austria, whichin theexamplehad1 victory
markerin abattleboxprior to combat,must return this markerto its pool.

3 Electors. On taking control of 3 of the 4 fortr esses
of Mainz, Trier, Köln, Mannheim, France moves
1 victory marker from its pool to this box. Sim-

ilarly , on the Pragmatic Army/Austria taking control of 3
of these fortr esses,the Pragmatic Army (and only the Prag-
matic Army) moves 1 victory marker to this box. As soon
asa side controls lessthan 3 of thesefortr esses,it returns its
victory marker from this box to the pool.

Emperor. Depending on the result of the imperial
election, Austria or France move 1 victory marker
from its pool to this box (seesection 18).

Italy . When the track “Italy” on the political display
calls for it, Austria or Francemove 1 victory marker
from its pool to this box (seesection 17.5).

Silesia. When Prussia annexesSilesia, it moves 1
victory marker from its pool to this box and receives
its secondsupply train, seesection 19.1).

17 POLITICS

At the beginning of every turn, the political stage takes
place. Only major powers may engagein politics. To do so,
eachturn they can chooseto place 1 TC on the political dis-
play. According to the values of the placed cards, the order
of in�uence is determined. In this order the major powers
are allowed to select a political card. In detail, the political
stageis divided into 5 phases:

1. Reveal2 Political Cards.
2. Determine the political trump suit.
3. Major powers place TCs on the political display.
4. Determine order of in�uence.
5. SelectPolitical Cards.

17.1 Reveal 2 Political Cards

The 2 top cards of the deck of Political Cards are turned
face-up.

17.2 Determine the political trump suit

The player who most recently had acombat win (evenone
in which no victory points were awarded), decides which
suit will be political trump. He announceshis choice.

If nobody has won in combat yet, the political trump is
determined as follows: Reveal the top card of the TC draw
deck; repeat until the revealed card is not a Reserve card.
The suit of this TC is political trump. Put the revealed TCs
on the discard pile.

17.3 PlaceTCs on the political display

Every major power can chooseto place 1 TC on the polit-
ical display. The TC goes face-down to the square reserved
for the particular major power. The placement is executedin
the order of the squaresfrom left to right. (Prussiagoes�rst,
then France,and so on.) Players can bluf f (that is, they place
a non-tr ump TC), or they can engagein politics by placing a
trump TC.

17.4 Determine order of in�uence

After all powers have placed their TC, turn them face-up.
A card not of the political trump suit is returned to the hand
of the power that played it. N OTE: Do not return cards left
on the display from previous turns (called “conserved TCs”),
even if they do not match this turn's trump suit.

On the political display, a ReserveTC is always the correct
suit and counts as16points.

Sum up for each major power all its TCs (incl. con-
served TCs) laying on the political display. The power with
the highest sum has the greatest in�uence, followed by the
second-ranked major power, and so on. If major powers are
tied in points, the power with its square further to the right
on the political display has greater in�uence.

17.5 Select Political Cards

The major power with the greatestin�uence, is the �rst to
decide whether it:

· conservesits TC,
· or selectsone of the 2 face-up Political Cards.

As a basic rule, a major power may only selecta Political
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Card on which its coat of arms are depicted. If there is no
such Political Card, a power must conserve its TC. Further-
more,a major power doesnot participate at all in this phase,
if it currently has no TCs on the political display.

If a major power decides to conserveits TC, all its TCs on
the political display stay there. On the other hand, if it de-
cides to selecta Political Card, all its TCs on the display go
to the discard pile; the power may then executethe selected
Political Card or discard it without effect (seebelow).

This processof selecting/conserving is repeated by the
major power with the second greatest in�uence, then the
thir d, and so on. However , as soon as both Political Cards
are selected, all major powers whose turn is still to come
take all their TCs (including conserved TCs) from the po-
litical display back to their hand.

Once all major powers had their chance to select a card,
any unselected face-up Political Cards are discarded with-
out effect.

Example:Prussiahas9 pointsof TC on thepolitical display, Austria and
Francehave3 pointseach,while thePragmaticArmy has2 points.There-
fore,Prussiahasgreatestin�uence, followedby Austria, thenFrance,and
lastly thePragmaticArmy. Prussiahas�rst choice,anddecidesto selecta
PoliticalCard.Sincethis cardis ofnegativeeffectfor Prussia,Prussiadis-
cardsit. Austria follows:SincetheremainingPoliticalCarddoesnot show
the Austrian coatof arms,Austria hasto conserveits TC (which remain
on thepolitical displayfor futureturns). Now, Francechoosesto selectthe
remainingPolitical Card for execution.Sinceall Political Cardhavenow
beenselected,the PragmaticArmy hasto takebackits TC onto its hand,
despitethefactthat it wasaconservedTC fromapreviousturn.

Example(variant): Like above,but Francedecidesto conserveits TC as
well, and sodoesthe PragmaticArmy. Theunselectedface-upPolitical
Cardis discardedwithout effect.

Execution of Political Cards

If the power selecting a Political Card decides to execute
it, then:

· follow the instruction on it; and
· shift the marker on the Italy, Russia, and/or Saxony

track according to the depicted arrows.

Some cards allow the shifting of the political marker to
the left or to the right; in this casethe player may choose
in which dir ection the marker is shifted. Somecards allow a
shift of more than 1box; in suchcases,if the marker is shifted
at all, it must be shifted the full distance. Somecards allow
shifting of markers on two tracks; in such cases,a player can
shift the marker on none, one, or both of the tracks

Marker shifts are announced on selecting a card, but not
executed until after both cards have been selected. Each
marker is then shifted by the sum of the announcements for
that marker (2 to the right plus 1 to the left results in 1 to the
right).

When a political marker reachesa box with an icon, a
penalty or a bonus is in effect. The colour of the icon refers
to the power being affected. The icons mean:

TC-penalty . The TC-income of the affected power is
decreasedby 1 as long asthe marker is in this box.

TC-bonus . The TC-income of the affected power is
increasedby 1 as long asthe marker is in this box.

Expedition corps. The affected power has to choose
1 of its generals to put into its off-map box. If the
power choosesa general not on the board, it must
immediately recruit 2 troops for him at a price of 8
points of TC.

Victory point. The bene�tting power puts 1 vic-
tory marker in the victory box “Italy”. The victory
marker is returned to the pool only when the polit-
ical marker is shifted back to the box marked with
the star!

When a power 's TC-income changes, use the income
markers “+1” or “-1” asa reminder; put them in front of the
affected player.

SomePolitical Cards give powers new troops. The power
immediately assignsthesetroops to its generalsasdesired. It
can even assign them to generalscurrently not on the board;
any such generalsre-enter immediately , asper section 13,al-
though it is not winter .

A general in an off-map box leaves the off-map box as
soon asthe penalty “expedition corps” is no longer in effect.
In this case,he is put on the city on which the off-map box's
arrow is pointing. If this city is occupied by another piece,
the blocking piece is moved by its owner to an adjacent city.

The Prussian General starting the game in the off-map
box “Ostpr eussen” leaves the off-map box in the sameway.
If, later in the game, Prussia suffers the penalty “expedition
corps” again, it has to put any one general back to the off-
map box.

18 IMPERIAL ELECTION

The Political Cards for the year 1742include 1 additional
Card, the “Imperial Election”, which is not a real Political
Card. When this card is revealed,proceedlike this:

1. Reveal one more Political Card (so that altogether 2
real Political Cards are revealed).

2. Put the card “Imperial Election” face-up on top of the
deck of Political Cards (asa reminder).

3. Elect the Emperor at the end of the current turn.

Note: Theimperialelectionwill beat theendof turn 4 at theearliestand
at theendof turn 7 at thelatest.

Candidates for Emperor are CharlesAlbert of Bavariaand
FrancisStephenof Lorraine(Maria Theresa'shusband). There
are 9 elector votes. Whoever gets at least 5 votes is Emperor.

A power has 1 vote for each fortr ess it controls marked
with the symbol “Elector 's vote”. Which power controls
which vote is tracked on the Electoral College display.
Whenever control of one of thesefortr esseschanges,update
the Electoral College display accordingly .

All votes of Austria and the Pragmatic Army areautomat-
ically for Francis. A neutral Saxony votes for Francisaswell.
The other votes can be given to either candidate. A power
cannot abstain from voting. Voting is conducted clockwise,
starting with Austria.

If Francis becomes Emperor, Austria moves 1 victory
marker to the box “Emper or ”. If CharlesbecomesEmperor,
Francemoves 1 victory marker to the box “Emper or ”.

Once the election is �nished, discard the card “Imperial
Election” and proceedwith the normal game.
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19 POLITICAL CHANGES

19.1 Prussia annexesSilesia

At the end of each Prussian action stage in which Prus-
sia controls all fortr essesin Silesia(Schlesien),it may offer a
temporary peaceto Austria. Peacemay beoffered more than
once, but can be acceptedonly once in the game. If Austria
acceptsthe offer:

1. Silesia is now Prussian home country (N OTE: Breslau
becomesa re-entry site for Prussian piecesaswell.)

2. If Saxony is a Prussian ally, move the Saxony-marker
to the box marked “S”. This makes Saxony neutral: all
major powers return their victory markers on Saxon
fortr essesto their pool.

3. All Austrian victory markers in Prussia are returned
to the Austrian pool. Half (round up) of the Prussian
victory markers in Austria are set aside, the rest are
returned to the pool.

4. Austrian pieces in Prussia or Poland are transferred
to the nearest city in Austria where they may legally
stack. Prussian pieces outside Prussia are transferred
to the nearest city in Prussia (including Silesia)where
they may legally stack.

5. Prussia puts 1 victory marker in the victory box “Sile-
sia” and receives its second supply train. Prussia
placesthe supply train at no cost on any Prussian ma-
jor fortr ess(incl. Breslau).

6. Prussia is now neutral. It remains so until Prussia's
action stageafter next; the rules in 19.4apply.

7. As soon asa Prussian piece leavesPrussia, the victory
markers setaside in step 3 are returned to the Prussian
pool.

N OTE: The annexion of Silesia is the only way for Prussia
to bring its secondsupply train into the game.

Example:PrussiaandAustria makepeaceat theendof thePrussianaction
stageofturn 5. Theabovesteps1 to7 areexecuted.NowPrussiais neutral.
Until thebeginningofPrussia'sactionstageof turn 7, neitherAustria nor
any otherforeignpowermayenterPrussianterritory. During that time-
spannocombatwith Prussiangeneralsis possible(seesection19.4).

19.2 France reduces military objectives

As soon asthere is no French general inside Core-Austria
(the part of Austria on the Bohemia map), France may take
all its victory markers in Core-Austria from the board. Half
of them (round up) are not returned to the pool, but set
aside.

After that, as soon as Bavaria or France conquers/r e-
conquers a fortr esson the Bohemia map (this can even be a
fortr essin Saxonyor Bavaria), the formerly set aside victory
markers are returned to the Frenchpool. A secondreduction
of military objectives is not possible.

19.3 Saxony's defection

The marker on the Saxony political track can be shifted
not only with Political Cards. It is shifted:

· if Prussia annexesSilesia(seesection 19.1).
· 1 to the right for each victory point Prussia loses

(due to a defeat in battle or a lack of supply). It ap-
plies whether or not any victory markers are actually
moved. It applies only if Austria wants it to apply .

N OTE: 1.) The Saxony political marker can be shifted more
than 2 boxes by a single combat. Thus, it is possible that
Saxony switches dir ectly form the Status Prussianally to the
status Austrian ally. 2.) The shifting of the Saxony marker is
performed before possible retreats.

As soon asthe Saxonymarker stops in a box “neutral”:

· Saxonybecomesneutral. All Saxonpiecesareput back
on the Saxonsetup-cities.

· Foreign pieceshave to leave Saxony in as few turns as
possible.

· All major powers return their victory markers on
Saxonfortr essesto their pool.

· From now on, Player Maria Theresaplays Saxony. All
rules of neutrality must be obeyed (seesection 19.4).

Prussianally Austrian ally

As soon as the Saxony marker stops in a box "Austrian
ally", Austria and Saxonyare co-operating allies:

· Saxonpiecesstay where they are. (EXCEPTION : If the
Saxongeneral is in a mixed stack,player Maria Theresa
moves the general to the closestempty city.) From now
on, player Maria Theresaplays Saxony. If Saxony'sgen-
eral is not currently on the board, he may re-enter im-
mediately with newly recruited troops, as per the re-
cruitment rules (seesection13).

· Should there be any victory markers on fortr essesin
Saxony, they stay where they are.

· Austria and Saxony co-operate. Note that this makes
Dresden a re-entry site for Austrian supply trains.
Saxon pieces move in the Austrian action stage. Vic-
tory points earned (or lost) by Saxony count for (or
against) Austria.

19.4 Neutrality

Prussia and Saxonycan becomeneutral. A neutral power
participates normally in the game: It still receives its TC-
income, it may recruit troops, its generalsand supply trains
may re-enter, and so on. The only restrictions are:

· Neutral piecesmay never leave their home country.
· Neutral generalsnever participate in combat.
· Neutral territory may not be entered by foreign pieces,

nor can foreign piecestrace supply paths through it.

20 SUBSIDY CONTRACTS

Subsidiesare TC-payments to allied powers. Only major
powers may give subsidies,and they cangive subsidiesonly
to allied powers (minor or major).

In order to give/r eceive subsidies, a subsidy contract
must be made. The contract must be made for a �xed du-
ration (for instance, 2 rounds). There may be not more than
one subsidy contract between a pair of powers at the same
time. During its duration, the contract may be cancelled
provided that both powers agree. EXCEPTION : The initial
subsidy contract between Bavaria and Francecannot be can-
celled.

As long asthere is a subsidy contract, the giver hands out
exactly 1 TC of his income to the recipient. This is done be-
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fore the giver looks at the drawn TCs. Usethe subsidy mark-
ers “S” asa reminder: Put asmany S-markers in front of the
recipient as the contract lasts. For eachreceived subsidy, the
recipient discards 1 S-marker.

Example:Francecannotmakea subsidycontractwith Austria, sincethey
areenemies.But it canmakeonewith Prussia.Soit does,andbothpowers
agreeon a contractfor 3 turns. In eachof thenext 3 turns, Francehands
over1 TC of its incometo Prussia(beforelookingat theTCs).

21 NEGOTIA TIONS

All powers, even enemies, may negotiate in order to
achieve agreementson their behaviour. Agr eementscan be
made on a coordinated strategy, an armistice, the votes for
Imperial Election, a subsidy contract, etc. Powers are al-
lowed to make dealswith eachother in which eachpromises
to perform certain actions. All agreements are binding;
promises must be kept. To avoid slowing down the game,
players should try to keep negotiations brief and to the
point. Secret negotiations are not allowed.

Negotiations cannot result in exchangesor donations of
TCs. The only way to include TCs in negotiations is a sub-
sidy contract.

Agr eements can never change an alliance, a game rule,
or any inherent game mechanic. (For instance, you cannot
agree that a general loses its ability to protect a fortr ess.)
Powers cannot agree on a peacetreaty (except the “Annex-
ion of Silesia”).

Examples:a)ThePragmaticArmy offersAustria aSubsidyContractfor 2
turns. Theoffer, however, requiresthat all Austrian generalsleaveSilesia
asfastaspossible.
b) PrussiaoffersAustria that it won't attackit for 2 turns, but demands
that Austria keepsits generalsout ofprotectingdistancefromthefortresses
NeisseandCosel.

22 ARENBERG

The Austrian general Ar enberg has the following special
abilities (which are in addition to his normal abilities as an
Austrian general):

· He is always in supply in the Netherlands and canalso
besupplied by the supply train of the Pragmatic Army .

· He may also re-enter on a Dutch major fortr ess.

23 VICTOR Y CONDITIONS

A major power wins immediately , ending the game, if its
pool of victory markers is empty at the end of any action
stage(its own or of another power) or at the end of any po-
litical stage.

If more than one power hasan empty victory pool, award
victory to the power with an empty pool that could have
played the most additional markers from its pool if it had
them to play. If still tied, among the tied powers, Maria
Theresawins all ties, while LouisXV losesall ties.

If no player has emptied its victory pool after the fourth
winter , the game ends by default. Every major power totals
its four winter scores.The winner is the power with the low-
est total score. If tied, among the tied powers, Maria Theresa
wins all ties, while LouisXV losesall ties.

24 The 2-PLAYER GAME
M A RIA is designedto bea 3-playergame.However, it canbeplayedasa
2-playergamewith the following rulesmodi�cations. However, thegame
doesnot haveits full Machiavellian�avour with only 2 players.

For the intr oductory game with 2 players, all rules are
valid, except:

· Player A plays France, Prussia, Saxony and Bavaria.
Player B plays Austria.

· The victory conditions are modi�ed: Player A wins,
as soon as both major powers ful�ll their 3-player-
game victory conditions (i.e. Prussia controls at least
12 fortr essesin Silesia/Austria, and Francecontrols at
least 9 fortr essesin Austria).

· Player B wins if neither Prussia nor Franceful�ll their
individual victory conditions at game end (turn 9).

· In all other casesit is a tie.

For the advanced game with 2-players, all rules are valid,
except:

· Player A plays France, Prussia, Saxony and Bavaria.
Player B plays Austria and the Pragmatic Army .

· Subsidiesmay be given only to minor powers.
· If a player selects2 Political Cards in one turn, he may

executeonly one of them. The other one has to be dis-
carded.

· The Saxony political marker is moved one to the right
whenever France (as well as Prussia) loses a victory
point, but only due to a defeat in battle on the Bohemia
map or lack of supply on the Bohemia map.

· In the combat phase, the Pragmatic Army is not re-
stricted to making its attacks after Austria. Player B
has freechoice of the order of all his attacks.

· The victory conditions are unchanged, except that all
ties are won by player B.
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Design notes

Everythinghastwo sides;but only if you conceiveof
somethingas having threesidescan you really cap-
turethesubject.(Heimito von Doderer) — After the
releaseof FRIEDRICH , an obvious idea for a sec-
ond game was the War of the Austrian Succes-
sion. Nothing could be easier, was my thinking
back in 2004,since I could use the samecore sys-
temsof movement, supply, and combat. The only
changesneededwould be for the dif ferent strate-
gic situation.

While the basic character of the SevenYearsWar
could be reduced to two facets– one being Prus-
sia's desperatestruggle for survival and the other
the wondr ous death of the Tsarina – the War of
the Austrian Successionwas a much more multi-
faceted and convoluted affair. There was a lot
of diplomacy, shifts of alliances,rapid movement
of armies between distant theatresof operations,
rapid changes in the overall strategic situation,
and – most importantly – at dif ferent times dif-
ferent powers were on the strategic defensive.
For instance, in 1743 the Austrians drove the
French from Prague, back across Germany, and
then beyond the Rhine in less than 12 months,
only to be driven back to Prague in 1744after a
few weeks of force marching. A game not be-
ing able to portray these rapid changes of for-
tune, these dramatic ups and downs, would not
capture its theme. I also wanted a shorter game
than FRIEDRICH – despite the fact that the con-
�ict lasted ayear longer and that much morehap-
pened on the political and strategic front! I think
what I wanted may have beenthe squaring of the
circle. And, indeed, within a few weeks I real-
ized that the “Nothing could be easier” was pure
blindness. Before I could �nd the missing third
sidein the design, years had gone by.

The �rst problem was the map: How could I
unite all thesetheatresof the war (Flanders, Italy,
Bohemia, Silesia)on one map? Quickly I decided
to cut Italy out of the game – and with such a ra-
zor I got rid of the powers �ghting there (Spain,
Sardinia-Piedmont, Naples) and of all the design-
problems they brought with them as well. The
war in Italy didn't really start to roll until 1743
anyway, and so I thought this decision was ac-
ceptable.

The next problem cameimmediately afterwards:
The �rst prototype map was a contiguous map
of Europe. Due to the awkwar d spread of the
countries, 60% of the map consisted of territo-
ries that were seldom entered by anybody. To
make things even worse, theseterritories were in
the centre of the map, and this was really hor-
rible! You maneuvered with your pieces along
the edges and wonder ed all the time: Why the
heck is theresuch a vacuum in the centre?– Thus
I split the map in two parts, scaled them both
dif ferently and rotated them against each other
(that's the reasonwhy you can switch the maps
only in the South), and voila! That played much
better. — Two additional comments: 1.) At the
back of the board you will �nd a normal map
of Europe with the two maps depicted in their
normal position. 2.) Many Prussian exclaves,es-
pecially on the Flanders map, are not shown in
order to simplify the game and avoid the excep-
tions that their inclusion would have entailed.

Initially I was aiming at 3 to 4 hours as maxi-
mum duration for the game. (Now it is 5 hours.)
The question was: How to make the fast pace
of strategic changespossible in this time frame?
First, I shortened the time frame to 5 years (that
is, the game should end with Prussia dropping
out in 1745),and later, with a heavy heart, I cut

it by one more year. Most importantly , however,
it was necessaryto speed up the rhythm of the
game. For that, force marches and battle victo-
ries were intr oduced (the latter are catalysists for
winning the game), and – for the same reason
– everything belonging to the category of delay-
ing tactics was thrown out of the system (for in-
stance,in M A RIA a general does not have to stop
moving when eliminating a supply train). Deal-
ing initial hands of TCs is basedon the samemo-
tivation. (By the way: These initial TCs simu-
late Prussia's great preparednessfor the war.) In
addition, the supply rules were toughened: Sup-
ply is checkednow before you move your pieces,
and you cannot conquer fortr esseswith a face-
down general. Theseare real thumbscrews! Due
to the intr oduction of force marches campaigns
like the one in 1743/1744 are now possible in
the game. But, you cannot abuse a force march
to attack with lightning speed and you cannot
eliminate supply trains by coming from out of
nowhere. All in all, a force march corresponds
to interior line movement, and – asa side-effect –
fortr essesnow have an important blocking func-
tion. (By the way: Do not underestimate the 4
elector fortr esseson the Flanders map, sincethey
are an important �ank protection for Bavaria!) —
With all thesechanges,M A RIA plays very dif fer-
ently than FRIEDRICH . Play has a nervous qual-
ity, the situation can turn on even small events,
and rarely are any mistakes forgiven.

I also wanted to integrate:
a) Hussars (which could have been named Pan-
durs, Grenzer, or Bohemian peasants as well).
Hussars existed since the �rst prototype, but for
a very long time they rarely appeared physically
on the board. Many playtesters found fault with
that, and they were right. With the current rules,
hussarsare now just perfect: Annoying plagues,
which make a campaign in Austria very expen-
sive. I am sure that players will soon love or hate
the hussars – depending on whether or not they
are playing Austria!
b) Imperial election: A gameabout the War of the
Austrian Succession,where Bavaria cannot steal
the imperial crown from the Hapsburgs? Un-
thinkable!
c) Political shifts in the form of disloyal allies, the
annexation of Silesia, negotiations, Saxony's de-
fection, and Prussia's exit and re-entry into the
war, etc. Theseall were big parts of the con�ict,
and needed to be possible in the game.

Initially intended as a 4 player game, M A RIA

quickly became a 3-player game, in which one
player controlled Austria and the Pragmatic
Army . However, there were some severe prob-
lems with that: a) The two powers played too
much like a single power; they did not have the
tension between them that they did historically .
b) The Prussian player was not at all interested
in the action on the Flanders map. c) Prussia
would never make peace. Doing so meant that
the player was reduced to watching the game for
one hour. Even if it led to victory Prussia would
not do it. – If I remember correctly, it was Sven
Grünwitzky who came up with the idea of the
schizophrenic player after the �rst playtest. And
this idea works perfect! It solves all the afore-
mentioned problems at one sweep, and from a
historical point of view it is even justi�able, since
Prussia and Great Britain – although nominally
enemies– were not at war, except in 1745,when
they were pro-forma at war for a few months.
And regarding Austria, both powers tried to
push Maria Theresa to the same decision: Let
Prussia walk away with Silesia,and �ght France
and only France.

Up to this point, 4 months of design had passed
by, and the game was shaping up quite well.
However, there was one basic question which I
had not answered, and to �nd the answer to this
basicquestion I needed4 moreyears,and I found
it only by a circuitous route. This basic question
was: How doesa power win the game?

As mentioned before, it should be possible that
every power goes on the strategic defensive.
Of course, a power should still be able to win
the game while on defense. I had developed
ten to �fteen dif ferent setsof victory conditions.
I tested them all, and I had to reject them all.
There were rules for war-fatigue, for aborting an
offensive, for collapse, There were separate vic-
tory marker pools for both maps, victory points
for provinces, linked requirements, and on and
on. Either a set of victory conditions did not
work at all, or it worked technically but resulted
in a synthetic and soullessconstruct of rules, or it
worked wonderfully in that it produced the de-
sired actions, but also a game that was boring
to death, or it had some other fatal defect. —
This processof testing and rejecting took many
years, and was interr upted by times when I just
stuffed M A RIA in a broom closet, as well as by
other projectsthat just needed my time.

Sometimes it is amazing what happens to prob-
lems if you donot think about them. For M A RIA ,
it was the fermenting of a dim feeling that – al-
though the game rules were already quite com-
plex – it was simply lacking the third side. That
is, it needed the political system in order to inte-
grate Italy and the important role of Russia. For
many months I shied away from doing this since
I did not want to load the boat with even more
rules. But, once I intr oduced the political sys-
tem (into which I was able to integrate Saxony's
defection, which previously had its own clumsy
special caserules), I was stunned! Suddenly all
problems with the victory conditions were gone!
But why? Due to the simple reason that Prus-
sia now has to play very dif ferently than in the
game without the political system. Of course,
Prussia still can try to play without ever mak-
ing peace with Austria. But, if Saxony defects,
and Silesiais not Prussian home country, and the
2nd supply train is missing, and even the Old
Dessauer is not available, then: Goodnight, my
dear Brandenburg house of cards. Only now did
M A RIA make the invasion of Silesia what it was
for Prussia: A high-risk tightr ope walk, which
could have ended very dif ferently. Another as-
pect of the political system is that negotiations
are now very common, and even subsidy con-
tracts arecommon in the game(before, they were
almost never made), and the game now became
much more exciting and unpr edictable.

Although it was never planned, the rules for
M A RIA are now very dif ferent from the rules for
FRIEDRICH . Unfortunately they are also more
complex. Both facts are due to the very dif fer-
ent character of the War of the Austrian Succes-
sion. What worked for FRIEDRICH , did not work
for M A RIA (and vice-versa). To help beginners
learn the game, the intr oductory game was de-
veloped, which is a sort-of FRIEDRICH -light with
clear roles of attacker/defender . But it is the ad-
vanced game where M A RIA really shines, with
all its entanglements of politics, negotiations and
strategic campaigns. I hope that players will
agree with me, and that M A RIA will give them
many hours of tense gaming full of Macchiavel-
lian �avour .

RichardSivél,Juli 2009
tranlatedby BowenSimmons


