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La Bataille de Berlin 1813 - Campagne
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i By playing the the scenarios in sequence, the entire campaign can be completed.
| Depending on the level of victory for both sides, determine the appropriate points,
| then add up the scenario's points to determine the victor of the campaign.
|
!' Game Scenario Name Results / Points
E [FD [ F'S [ FM | D | cM | CS | cD |
i Blankefelde 5 3 1 0 -1 -3 -5
i Neu Beeren 5 3 1 0o -1 -3 -5
/ Hagelberg NP 2 1 0 -1 -2 NP

Berlin 5 3 1 0] -1 -3 -5

Ney 5 3 1 0 -1 -3 -5

|
!
!
!
i [ 20 14 5 0 -5 -14  -20]
|
Qverall ___ _ _ _ 20101514106 5to1 O s5tol 14to620fo1s -
Blankenfelde / Neu Beeren 10 Points French win campaign and capture Berlin.
Blankenfelde / Neu Beeren -10 Points Coalition wins campaign. Napoleon looks for other opportunities
Hagelberg (F. victory) 2 Points Girard joins Reynier's Army at Neu Beeren - Combine with Franquemont

(Col. victory) -2 Points Hirschfeldt joins v. Bulow and starts at Rohrbeck

Girard or Hirschfeldt would return one increment for every three lost to use in the Dennewitz game
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La Bataille de Hagelberg Proves Prussian Landwehr Can
More Than Match The French On The Battlefield

To save the revolution and defend the French homeland from foreign invasion,
the French initiated the Levée en masse in 1793. This allowed a mass national
conscription and put huge, enthusiastic armies into the field to defend the
Frontiers of France.

The resultant sprawling armies took the French republic and subsequent empire,
over the course of the next two decades, from Egypt to Moscow; and firmly
ensconced French power throughout Europe. But what did the enemies of the
revolution do to address the large armies put in the field by the French, and how
would those moves affect the history of the period.

Von Hirschfeld, Hero Of Hagelberg

What happened at the Battle of Hagelberg was a demonstration of how the
Prussians turned the tables on the French and then, in their own way,
dominated the European scene militarily for the next 130 years. It had to
do with the German Response To Levée en Masse: The development of the
Landwehr.
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The Austrians, under the leadership of Archduke Charles, and developed in the
various Austrian realms by Archduke John, were able to raise national militias
based upon the different Hapsburg territories in 1808 and 1809. The Archduke
Charles was able to increase substantially the size of the Hapsburg armies, which
were able to challenge Napoleon in the War of the Fifth Coalition till the Austrian
debacle at Wagram.

The Prussians noted the partial Austrian success, and as part of a general social
and military overhaul following the Jena-Auerstadt disasters of 1806, the
Prussian military reforms by Generals Yorck and Scharnhorst included the
development of a multi-tiered militia, called the landwehr, which dramatically
and secretly increased the size of the Prussian army.

By the time, General Yorck switched sides in late 1812, the Prussian army had
become the largest functional army in Central Europe. Frederick William III
formally instituted the Landwehr by decree on March 17, 1813 but in reality, the
Landwehr had started flowing to the Prussian field armies, and Prussian armies
continued to grow and spread throughout Germany during the 1813 spring
campaign and especially during the armistice between early June and late
August.

When the armistice ended, Napoleon had wanted his northern army, under the
command of Marshal Oudinot, to take Berlin. The Prussians were growing in
size, in large part due to the major expansion of the Landwehr throughout
Prussia. The French had hoped that the Magdeburg garrison, commanded by
General Jean-Baptiste Gerard, could join Oudinot’s army. Gerard’s command
was made up primarily of third battalions. On paper, it looked more impressive
than it was , as the forces in the command were recent conscripts and he had only
five squadrons of poor cavalry.

Landwehr From Kurmark

The Prussians, on the other hand, were comprised of landwehr from Kurmark in
Brandenburg. These highly motivated soldiers from the heartland of Prussia near
Berlin fought tenaciously. There was also the premier reserve formation, the 15t
Reserve regiment, as part of the overall command of General Karl Friedrich von
Hirschfeld. In addition, the Russian Cossack General Alexandr Chernyshev
provided five cavalry regiments and several guns.

On August 27, von Hirschfeld ordered the Prussians and Russians to stop the
Girard’s French from uniting with Oudinot’s larger force. At 1 am, he ordered the
Prussian cavalry; Cossacks; and guns to bypass Lubnitz and attack Hagelberg.
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The small French cavalry force could not keep all the Prussian and Russian and
horses away from the main French force that was now outside Hagelberg on a hill
with a windmill. Prussian infantry had now come out of the woods north of
Hagelberg and were able to capture the town. Cossack attacks further disrupted
the overextended French lines. Individual French battalions were forced to
surrender. The French were pushed back to Klein Glien and then forced to
retreat the field, losing more than half their force.

General Jean-Baptiste Girard, French Commander at
Hagelberg

While the overall quality of the Coalition forces was not strong, their persistence
insured the French would be overwhelmed. Girard retreated his remaining forces
into the Magdeburg fortress for the remainder of the war and the fall of Napoleon
in 1814.

The key to the Coalition victory was steadfastness of the landwehr, who remained
disciplined and focused on their task. The landwehr’s performance a Hagelberg was
a preview of how Prussia could use its military. Ironically, its democrat background
was the source of its success. Both Coalition commanders were above average and
would have respected careers after Hagelberg. Girard fought well at Ligny in 1815.
Napoleon created Girard as a Duke, but he passed away from his battle wounds
shortly after Ligny.
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Battle of Hagelberg 1813
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Markers of Play (4)
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Combat Units (6)

Leaders (7)
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e Skirmish
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e Routed

Tactical Organization Special Rules (16)
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Introduction (1)

This document has been provided for the use of all players
who strive to enjoy the multiplayer effort of participating in
the Age of Napoleon. Yet the rules are flexible enough to
facilitate one-on-one play for smaller scenarios and battles—
especially corps versus corps engagements.

The authors of this script believe this drama can best be
played in the recreation of larger battles, like Austerlitz and
Eylau, in which there are a number of commanders for each
side. If you are playing with just one other player; or just
trying to familiarize yourself with the system; or even playing
solitaire, then try your hand with one of the smaller
engagements like Neumarkt, Salle or Halle. As you gain more
confidence with the system, then you may want to escalate to
the larger multi-player games where you will be able to
experience the intrigue and symphonic dynamics inherent to

La Bataille.

This is your script to become a character in a play and the theater is a battlefield in Europe
during the early 19th Century. The emotions of tragedy and comedy; glory and humiliation;
envy and self-sacrifice; and jealousy and compassion; are an important part of the politics and
wars of the period. The authors passionately believe the interaction of human players is the only
way to create this drama.

The Bataille system has existed and thrived for a period of years that has now exceeded the
years that France enjoyed both the First Republic and First Empire. This is not an accident.
Nor is it an accident that there are many souls who have differing opinions regarding the tactics
of the period and the results caused by each. The system continues to flourish because it works.
La Bataille is easy to play, and the players can come to a conclusion in a battle in a very
reasonable period of time. If you find yourself struggling for hours to complete a turn, you are
playing some major aspect of the game incorrectly—like a technician or bureaucrat. We suggest
the player review the information again to discover where the error may lie. Perfection is not in
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achieving a mirror image of what someone perceives as an accurate replay of technical events.
Perfection is achieving resolution on the battlefield.

The summary provided herein is not a legal document; a textbook; or an instruction manual for
the assembly of a technologically advanced piece of equipment. It is merely a script to the
director or dramatist of history who wishes to become a Corps or Army Commander for a day—
competing for la gloire and recognition by his sovereign.

The Chronology of Battle (Le Chronologie de Bataille) (2)

The passage of time and the order of play make up
the chronology of battle. Though the play is not
simultaneous, this chronology will still capture
the color and intensity of the era of Napoleon, and
the ebb and flow of the events on the battlefield.

Although the following sequence may seem rigid,
it is important to note that in every part of the
chronology of battle there will be noteworthy
events, which may result in dynamic changes to
the action portrayed. Thus in a manner, the
defensive fire of a unit may dramatically affect the
momentum of a charge by cavalry and force a
major shift in tactics or strategy. Understanding the chronology of battle involves knowing
when to make plans and when to change them.

The French and their allies, who have decided to join the revolution from the tyranny of the
royal oppressors, will always move first, as was their custom. This relates to the French
normally having the initiative on the battlefield. Occasionally, a special rule for a specific battle
late in the era may provide for the Enemies of Enlightenment to have the initiative and
consequently move first for that specific battle. All in all, do not let these minor facts trouble
you, for after all, c’est la guerre.

COMMAND SEQUENCE

There is a mutual sequence to commence the turn where both sides check their individual
movement duration allocation and identify reinforcements. Morale Levels are checked at the
hour. When all of these actions have concluded, then move to the Imperial Sequence then the
Coalition Sequence.

SEQUENCE FOR THE FRENCH AND FRENCH ALLIES
Charge a’ Cheval
Movement

Defensive Fire by the Opponents of the Rights of Man
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French Offensive Fire

Melee Assault — a force of the people’s will

Morale Recovery

SEQUENCE FOR THE ENEMIES OF THE REVOLUTION
Charge a’ Cheval

Movement

Defensive Fire by the Liberators of the Oppressed

Allied Offensive Fire

Melee Assault

Morale Recovery

For every battle, this sequence is followed for every turn. After each side completes their portion
in order and the time record is advanced. This is a summary of the chronology of battle and it
will continue until the fates have determined the end of the conflagration and a victor is
proclaimed.

The non-phasing player has options such as opportunity and reaction charges as well as
opportunity fire.

Game Scale (3)

Each complete turn represents approximately 20 minutes of real time.
Each hex is approximately 100 meters across.

Each Infantry Increment is equal to 100 men

Each Cavalry Increment is equal to 50 men and their associated mounts.
Each Artillery Increment is equal to 4 cannon.

Markers of Play (4)

There are numerous counters associated with the game and used for many purposes during play.
For the most part, there are three types, Combat Units, Leaders and Informational Markers.

The Combat units represent individual Regiments, Battalions, Companies, Squadrons and
Batteries.

The Leaders are individual personalities; their associated Aides des Camp; and selected staff
which leads the troops on the field.
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Informational Markers (5)

Informational Markers are just that, markers that identify specific facts about a unit or units in a
hex. Those markers include, but are not limited to, information about the unit’s state of morale;
combat effectiveness; formation status; cavalry readiness; and whether a cavalry unit might be
selected for a charge.

Increments Loss counters are the white counters with a number on each side. When a combat
unit takes a loss, place an increment counter under the formation to reflect the loss suffered. If

a 14 step regiment suffers two losses due to fire combat, place a “2” counter under the regiment
to represent the new value as “12.”

Other informational markers indicate specific formations such as infantry Carre, Masse or Road
March order; and there are specific counters that denote morale status when a combat
formation is disordered (DD) or routed (PGD). Further, cavalry that charges and melees will
have a counter added to reflect the combat formations’ state of readiness.

Combat Units (6)
Combat Units are counters, which represent Infantry, Cavalry and Artillery.

Combat Units are printed on both sides of the counter. The front side contains visual
information regarding how the unit was uninformed, the higher organization to which the unit
belonged, the unit type, and its size. It further contains specifics about how many men are in the
unit and the movement points at its disposal for a turn. This face of the combat unit counter is
the unit’s general side.

The reverse of the counter is the unit’s specific side. The information contained therein is again
the organizational information related to the unit and the command to which it belongs. The
specific combat values for the unit related to fire, melee and morale are shown here as well. In
some cases, there is additional information on the specific side of the counter regarding range of
fire or special abilities of the individual combat formation.

The general side of the counter provides the player with information of a bureaucratic view of
the unit. The specific side provides a more detailed historical view of the combat ability of the
unit. As a basic concept of the game opponents do not view the specific side of the combat units
of the other side.

Infantry

Infantry units may be on the map either as a regiment; a series of battalions or in some cases,
companies. If the regiment is on the map the associated battalions are held off the map on the
organizational display. When and if a battalion deploys as companies, the battalion counter is
placed upon the organizational display and is then replaced on the map with the companies that
represent it.
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During the set-up of the game, review the order of battle carefully. In some cases regiments
were not present on the field because of decisions made within that specific army. Occasionally
a regiment did not have all of its battalions present, or the battalions were brigaded together in
an organization, which was not based on the parent regiment.

A player may deploy his formations in any manner he wishes as long as it is consistent with the
terrain restrictions, and losses to the unit, (a regiment which has suffered 50% losses or the
value of a single battalion must break into battalions)

Cavalry

There are two types of cavalry: light and heavy. Heavy Cavalry has a movement rate of 12 or
less. Light cavalry has a movement rate of 13 or more. There are no exceptions to this rule.

Cavalry never breaks down into a smaller formation. There are some individual combat
formations, which are squadrons, but they do not assemble into regiments, and a regiment does
not breakdown into its squadron equivalent.

If a light cavalry unit has a fire value in parentheses that specific regiment may skirmish. More
information regarding the tirailleur a’ cheval is located in that section of the rules. Some light
cavalry has a second number and a plus sign next to their melee value of the specific side of the
counter. This is a lance bonus. Additional Lancer rules are found under the specific cavalry
rules.

Artillery

There are two types of artillery; foot and horse that are identified in the OB. When the general
side of the counter is up, the battery is limbered. When the specific side of the counter is up, the
battery is unlimbered. The specialized artillery rules follow under their own section.

Leaders and Aides des Camp (7)

These counters represent the injection of an important personality into
the battle, at a specific point. The numbers found on the specific side of
the counter are the modifiers to the die rolls made when using the
leader to effect fire of artillery, melee of an enemy formation or improve
the morale of friendly troops. Leaders may suffer casualties as a result
of their use. Also, be aware some leaders have negative values. In these
cases, the leader actually injures the effort, but it is only historical.

The leader artillery bonus never improves infantry fire unless the firing
formation is conducting fire combat in conjunction with artillery. The
leader, however, must be stacked with the artillery piece.

Leader casualties- A leader may be affected by the outcome of a combat result. During offensive
or defensive fire, or during melee, there is a possibility of a leader casualty. During the fire
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