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Battle of la Souffel

28 June 1815

Please see the author's article in
Wargames lllustrated Number 331 for the
historical background to this scenaio.

Scale - this is a reduced scale
scenario! Each stand averages 240 infantry, 120
horse or 4 to 6 cannon (sections or batteries). Ground
scale is 80 yards per inch, while each turn is 20
minutes real time. Because of the way the data break
points lie, the original AOE Quick Reference Sheet with
all tables may be used without modification.

Players. This game is small enough for two players.
Otherwise assign a player to each of the three Allied
nationalities represented, and one to each French
division.

Terrain and Weather. The gaming table is 8 feet wide
and 6 feet deep, laid out as given. Weather is warm
and clear all day. All streams are fordable, as is the
River la Souffel, and afford a defender a +1 melee
DRM if attacked entirely across stream. However, any
unit that moves or charges across the River Souffel
(except on bridges) is automatically Disordered
Forests, villages and slopes are rough terrain for
movement. Slopes afford the defender a +1 melee
DRM if attacked entirely uphill. Forests and villages
convey a -1/+1 DRM and +3/-3 DRM advantage
respectively to the defender for fire and melee
respectively. Cavalry is automatically Disordered
attacking into forests, up slope or into villages. Road
movement may be used on all major roads depicted.
Secondary roads will not support the Road Movement
rate, but will negate the movement terrain effects
where the roads lie.

Playing Time. The game begins at 3:00 pm and ends
after 16 game turns.

Deployment. Units set up per following map in Line,
Supported Line or Masse. Leaders deploy within 12
inches of any unit they command. Gun stands may be
deployed limbered or unlimbered within 12 inches of a
leader in their chain of command.

Allied forces enter the game board on turn 1,
automatically activated and in any formation within 6
inches of Points A (Austrian), B (Hessian-Darmstadt)
or C (Wurttembourg). Forces that cannot enter the
board due to space may enter the next turn, same

location and also activated for

movement.

automatically

Leaders. Rapp is the only Charismatic leader in the
game and has a +2 Initiative Rating. The Initiative
rating for Eugene, Prince of Wurttembourg is — 1.

Infantry. All Allied infantry is Columnar while all French
Infantry is designated Impulse. Wurttembourg,
Hessian-Darmstadt and French infantry are all
Skirmish capable. Austrian infantry is not. The 10"
Legere (3 stands) is entrenched in Lampertheim.

Cavalry. Cavalry may neither mount nor dismount in
this scenario.

Artillery. All batteries have two functions. Neither side
may form Grand Batteries.

Reinforcements. As an Optional Rule and for the cost
of 5 Victory Points, the French player may bring on
Berkheim’s National Guard Division at Point D on turn
8 or later, automatically activated for movement.

Special Rules. Each small village will support 6 stands
of occupying infantry and/or artillery. Mondolsheim and
Souffelweyersheim will both support 9 stands.

Optional Rule AOE 2d Edition Rules (to be
published July 2015). As follows:

e Facing to the Flank
formation change.
Units using Reserve Movement may ignore all
movement penalties (less prohibited terrain)
for any terrain that lies within the current
Reserve Zone.

Infantry may charge cavalry that occupies
rough terrain. Cavalry may not countercharge
the infantry.

Artillery shooting at Masse from any direction
now automatically doubles its Fire Points.

The turn after when either side has lost 25% of
its cavalry, infantry or artillery stands, all units
suffer an additional -2 DRM when rolling on the
March Table for the rest of the game.

is now a permitted

Victory Conditions. Determine victory using the
Casualty Point Chart (Figure 6) on page 17 of AOE.
The Allies also gain 5 Victory points for each foot or
mounted unit that exits off board via the Road to
Strassbourg.

Sources. See the author’s article noted above.
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Battle of la Souffel

Order of Battle Labels and Order of Appearance

FRENCH
Starting Forces
France Rapp Rapp Rottmbrg Rottmbrg Rottmbrg Rottmbrg Rottmbrg

Rapp + 2 St Cyr Rottmbrg | 40" Ligne | 39" Ligne X Pouart R R
R 8/6/4 Sk R 8/6/4 Sk R12/9/6Sk

XXX XX

Abert Abert Abert Abert Pouart-52d, 104™ Ligne
Nempe-36", 103d Ligne
Grouval-2d, 7" Chasseurs

Rambourg -13" Chasseurs,
11" Dragoons, 2d Hussars

10" Legere | 10" Legere | 32d Ligne | 18" Ligne | 57" Ligne R R
E 8/5/3 Sk R6/5/3Sk | R8/6/4Sk | R8/6/4Sk | Foot Arty | Foot Arty

Gd Jean Gd Jean Merlin Merlin Merlin

X Nempe | 17" Ligne | 58" Ligne i Grouval Ramburg
R 12/9/6Sk R 8/6/4 Sk R 8/6/4 Sk R 6/5/3 Lt R 9/

Optional Reinforcements

Rapp Berkheim | Berkheim LABELS: Use Avery® White Shipping Labels # 5265.

Berkheim 15 Bde 2d Bde ABBREVIATIONS: XXX+-Armeekorps, XXX-Corps, XX-
Nationl Gd | C 8/7/5 Sk | C 8/7/5 Sk Division, X-Brigade/Regt, C-Conscript, R-Regular, E-Elite,
Lt-Light, Hvy-Heavy, Sk-Skirmish, (C)-Charismatic, IR-
Infantry Regiment.

MISCELLANEOUS: All infantry is 3 rank, all French
ALLIED Foot/Hvy arty stands have 4 guns, all others 6 guns.

XX

Starting Forces

Allied Eugene Frangmnt Frangmnt Adam Adam Adam Adam

Jett-2d, 4™ Mtd

Eugene -1 Frangmnt R Adam Jett Moltke R R Jaegers
Wurttmbg Hvy Arty Cavalry R 8/6/4Lt | R8/6/4Lt | Horse Arty | Horse Arty Moltke-5" Mtd
Jaegers, 3d
XX XX Dragoons

Frangmnt Koch Koch Koch Frangmnt i i Doring

Koch Kirchberg Misani Lalance R Doring Stokmyr Hugel R
* Infantry | C18/15/11Sk | C12/10/7Sk | C 6/5/4 Sk 25th C6/5/4Sk | R12/9/6 Sk | Foot Arty

XX S
><]
Kirchberg-2d, 4™ 5" IRs Misani-3d, 7" IRs  Lalance-8" IR Stockmeyer- 6™ IR Hugel—gth Jaegers, 10" Light, 11" Sharpshooter

Palomblnl Kinsky Luxum Zollich
Austrian E 12/8/5 Lt R 12/9/6 R 12/9/6 Foot Arty Foot Arty Foot Arty Hvy Arty

Palombini Prz Emil Prz Emil Prz Emil Prz Emil Prz Emil Kinsky- Crown Prince of Wurttemburg Hussars
- : Luxum-18", 47" IRs
Prz Emil Folnius Sall R R R Zollich-49", 63d IRs
Hessian C12/10 C 8/7/5 Sk Foot Arty Foot Arty Foot Arty Folenius-Leib Gd, ,Gd Fusilier,

Erbgrossherzog IRs
Sall-Prinz Emil, Leib IRs
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March Table

EFFECTS
Good Order

Play Sequence

Initiative Inter-Phase

Playvers roll-off modified die to determine who Reserve Movement

Disorder

has the option of proceeding first, Automatic if
enemy army commander attached, or to the
French if both commanders attached.

Elan. Brigade rallies and
eoves noemally.

A la Bayonelte,
Brigade moves
normially.

Suceess, Units move
normally. Mon-lreegulae
units rally.

1st Player Turn

March (1st) Phase

a. Replace, attach & detach leaders.

b. Reserve movement,

c. Tactical movement

d. Move detached leaders.

Volley & Cannonade (2nd) Phase

a. Fesolve all enemy unit fire.

b. Resolve all friendly unit fire,

Bayonet & Sabre (3rd) Phase
Baoth sides simultaneously resalve all changes,
countercharges and breakthroughs, applyving
results immediatehy.

Ind Mayer Turm
Resolve in same order as in first player tumn,

Success, Units move
normally. Mon-Irregular
units rafly.

| En Avant, Brigade
moves rormally,

Rally. Brigade rallies,
and mowves hall, but
cannot change formation. |

Partial Failure,
Mo movement but MNon-
Irregular units rally.

Shaken, Brigade rallies
but cannot move or
charge formation.

Cantious, Brigade may
move halt but cannot
change formation.

Hold Growund, Brigade
cannot move or |.]1£|r'Lgr_‘
formation.

Watering. Brigade
remains disordered and
cannot move or I.'I'I iLI"li{;-i"
formalion.

Broken. Brigade retreats
a full move disprdered
and foses 1 stand.

Failure. No change in
it status,

=

Retire. Brigade retreats
beyond enemy
rntskelry range.

Fall Back, Brigade
retreats a full move
| disordercd.

Failure. Mo change in
unit status,

Failure. Mo change in

Raouts, Entire brigade
unit status,

removed from play

TACTICAL MOVEMENT MODIFIERS

+1/+2 Each Detached Division to Army
Leader within Command Radius
{Charismatic Leader. Max 4 pts

+2/+3 Each Attached Leader/Charismatic
Leader. Max 4 pts

+1  Unitin March Column or Square

RESERVE MOVEMENT MODIFIERS

Mapeleon with Berthier Commanding
Mapeleon, Davout or Wellington
Archduke Charles, Suvorev, Lannes, elc,
Mo Effect if Kutusov, Barclay, etc.

Movement Rates Chart

Lnit
Columnar Infantry

Basic Road Rough Fording

If any General other than above or below
Archduke John, Cuesta, the Czar etc,
Commanding, or Army Commander
committed elsewhere or dead
If ome of Napoleon's ADCs or any Army
Commander Attached to Brigade or
Superseding Command

#4 Firat Turn of Game

# Succeseful Reserve Movement Previous Tumn

+1/+2%3 Reserve Movement Failure Previous Tum/

TwiyThree or More Frevious Turns

-1 Unit Disardered each Army Cohesion level

Linear Infantry e e
+1  Unit is Columnar or
|rt'|'Fl1I|‘=j|‘ Inl’:lntr].-'
+2/2 Unit is Fresh/Spent
21 Unsecured Flanks
-2 Unit Disengaging (moving into
Reserve Sone)
-3 Unit is Disordered Cavalry
maoving inte Charge Combat

Impulse Infantry
Cavalry
Foot Artillery

Horse Artillery
Leaders and Staff ol B

e Minus 3 inches per unit penetrated for Passage of Lines.

e Minus full move to deploy into Line or Supported Line.

e Minus full move to deploy into or out of Tirailleur.

e Minus half move to deploy into Masse or March Column,
or to Face to the Flank.

e Minus half move to deploy out of Square, Town, etc.

-1 Each Army Cohesion level

Use first six Reserve Movement Modifiers for initiative die oll.

Age of Eagles, Version 2.0, published 31 October 2015.
Original Fire & Fury game mechanics and text, copyright 1990, used in Age of Eagles are republished with
permission from Richard W. Hasenauer. All rights reserved.
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French Uld Guard R
or Russian Artillery 1047
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Volley & Cannonade

French LineYoung Guard g
wr British/KGL Actillery

Dather Artilhery K5 Bld 302

FIRE P'OIMN

2-Rank Linear/Tmpulse Infantry i 1 .'ik}" Heavy / Light

}Rank Linear/fmpulzse Infantry 1 Sk}‘ Sk - Skirmishers

"
15k

Crolumnar Infantry
o Sepuare) Ticail lewr

Cavalry s 3

FIRE POINT MODIFIERS
x2 Firing in Enfilade, Artillery at Masse, etc

L=
ihan 1

xlfy  Firer disordensd, damaged batbery or

t i 11 or muore
firmg at skirmishers (2.1 47

9 orless |10 or more

x lj.l-l Firing in Girand Battery

S orless | M or more -
[ME RCHLL MODIFIERS Borless | 9ormore -
+1 Target limbered, changed formation

T or less 5,0 10 11 or maore
oF maversent mosde

-2 Target i Tirailleur krmations 7ar less 89 10 or muove
-1,-2, -3 Targel in cover (peT soendari) & oor less 7 B9 10 or mare =
5 orless 678 9 gr more .
4 or less 56,7 B 9, 10 11 or more
F":'IHEI:'I. LEHI.'IEI" Tﬂ'.'.'flt! 3 orless 4.5 & .89 10 or more .
2 or less 3.4, 5 6,7 5 or more .
L 1 or less 23,4 560 76,9 10 or more
6ar more | Leader Survives 0 or less 1,23 4,56 7.8 9 or muare
Leader disabled and replaced -1 ot less 1,2 34,5 & 7 Hor more
after one full i '] 1 or less 0,1 2,34 R 7 Or more
DHE ROLL MODIFIER Y A -1 or less a1 23 4.5 B or mare
23 Charsmatic Leader . : . =1 or less 0,1,2 34 5 or mare

DIE RESULT

5 or lieks

EFFECTS
Shattered!
DEFEMDER: Retreat a tull move Disordered Silenced. Two troop stand s
Bu Onet & Sa b re - rout and one leader and battery are captured if 51:1-:;;'“1. One additional
troop = andd or one battery is o .*.pllln\i for cach dic result point differenoe
o 100,

DIE ROLL MODIFIERS ATTACKER: Breakthrough charge a hall move towards closest enemy,

£ Reiet lsciey Diviven Back!
#2_Charlsisatic Leader Allsched DEFEMDER: Retreat Disordered/Silenced bevond enemy musketry,
+]1 Dumumber ememy 32 skirmish range or one-half move (whichever is greater). One troop stand
+2 1 roits anad one h..'li‘mr_'.-' is d.:magnd if present
3 %0 ATTACKER: Oocupy ememy position or breakthrough charge a half move
+H 41 or greater towards closest enemy

i)

+2 E.-.n.-..l.rl_vl f|:|<1;-;_r,-|'|gu4r"f_.1|;|||:_.-:.1- i:: L:p-:‘n amd fual in Withdrawal!
N T NTTENATE DEFEMDER: Troops retreat disordered 27 from the enemy. Batteries are
-3 o from 57 or greater distance silenced and retreat beyond enemy musketry/skirmish range or
ane-hall move [whichevier is greater)
ATTATCEER Docupy erwmy position
Locked in Combat!
ATTACKER & DEFENDER: Both side= ane Disordered Sbenced, and each
lose ome troop stand ar one batbery wrecked.

+]1 Lancers cha rgim.'; Intantry in Open
1 Tleavy Ca '.'.'.Ir_u
+2  Armored II|-.'|'-.!. E'.ln'.1|r:-

DIFFERENCE

T

+1  Beeakihrough Imr;.;v AT} ".'\-uj."}klliud Formation
2

Dhsordered Bragade, Son-Counberchoneing
Cavalry, Triatlleur Brigade, or Unattached and .
Silenced Battery (either or) - above not cumulative : Wlthdrawal!

ATTACKER: Eereat disordered uniil 2-inches from the BTy

UL

| Each Stand bost during Current Fire Phase
#1 b =3 I’:In,-l'n,-ndinF i or behdnd Cover
-: Cheferdier 'l."l.llll.l;:.lt l.w.ll-ior. attacked in l.Qealr.— Dviven Back!
- DERAOCT BN Y e aivd ARtk By ATTACKER: Retreat Disordered bevond enemy misketryfskirmish range

I |'_ ¥ "I"-; s or one-half move (whichover is greater), One troop stand routs,

F attacke v Infantry g . "
AR DEFENDER: Hold position, Infantry In open form square if viclorious

+2 Units are Fresh against cavalry.
- 2 Units are Spent Shattered!

+1 Un%ts are Rggular ATTACKER: REetreat a full move Disordered/Silenoed and two troop
+2 Units are Elite standz rout and ome leader is captured if present. One additional froop
stand is u.:phln*-d foor each Jdie result point differenoe over [

Revised 5 November 2015 DEFENDER: Hold position. Infantry in open form square if victorious
If any chart differs from any specific text in apmipst eavalry.
the rules book, the book has precedence.

DEFEMDER: Hold position. Infantry iy open form square if victorious
against cavalry







