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14.  Scenarios / Games Descriptions  

Scenario One - The French Advance 

A one map scenario of only 11 turns with a small number of forces on both sides. The Russians, 

commanded by Borozdin, are retreating from the West edge of the Western mapboard towards 

Bewernick. They have a lot of Cossacks; Jaegers; and three excellent large cavalry regiments. 

The Murat's Reserve Cavalry is racing pell-mell to the east. LaSalle's nine various light cavalry 

regiments and Latour-Maubourg's five dragoon regiments and a battery of horse guns are 

expected to take Bewernick. Bagration is rushing from the east with Jaegers, Cossacks and a 

horse battery to assist Borozdin. Russians take advantage of the terrain. As might be expected, 

Murat was too impatient to wait for Soult's infantry, and rashly moved forward without proper 

support. In the playtests, Russians tend to be a little stronger. Can easily be played in one 

sitting.. 

Scenario Two – Uvarov Forward... aka Murat's 

Boot... 

This also a one map (West Map) game as the Russian Cavalry 
attempts to slow the French from approaching the extensive 
Russian defenses just west Heilsberg.  
Both LaSalle and Latour-Maubourg have been bloodied, but the 
French Cavalry will be joined by reinforcements (d'Espagne's 
Cuirassier Division). Also, Soult's large infantry corps is starting 
to arrive on the map and the small and outnumbered Russian 
infantry find it difficult to slow the French. Lurking in the 
Russian rear is the Cavalry, which consists of 14 large regiments 
supported by lots of Cossacks, horse guns, and from south of 
the Alle, the Russian Guard artillery providing blistering 
support. Russian cavalry charges almost capture Murat before 
he is personally rescued by LaSalle. Napoleon sends Savary and 
the Fusilier Guard Brigade to restore Murat's desperate position. Soult becomes fully engaged. 
Now Napoleon finds himself in a battle he neither wants nor is prepared for due to Murat's and 
Soult's lack of restraint. The French have the numbers in the end, but Murat could be captured. 
Due to the cavalry charges, this scenario, which is 10 turns, runs a little longer than Scenario 
One. 
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Scenario Three -The Final Attack 

When, and if La Bat folks think of La Bataille d’Heilsberg, this is what they think of…the 

Russians have heavily fortified and gunned redoubts, surrounded by abbatisis, supported by 

guns of the Russian Guard firing from south of the Alle, and backed up by endless streams of 

Russian and Prussian cavalry, protecting the old Teutonic Knights Castle at Heilsberg. They are 

facing Soult’s large IV Corps and Lannes Reserve Corps. Both Corps have excellent infantry with 

strong leaders. They are backed up by Murat’s battered and worn out cavalry which are 

recuperating from their battles in the first two scenarios…The French 

must approach gingerly but emphatically to try to take out the 

redoubts and the multiple Russian batteries. There will be multiple 

cavalry charges in this scenario if either side hopes to prevail. There 

are 8 daylight turns. Regular Dusk and darkness rules highlight the 

last 10 turns of the game as Lannes attempts a night attack at 22:30. 

Generally, the French infantry and leaders are superior to the 
Russians, while Russian Guns and Russian cavalry will dominate the 
scene. The French and Russian Guards are generally withheld from 
the battle. There is a plethora of superior French Aides that Napoleon 
can commit to provide on the spot superior leadership. 
If the French are persistent, they should prevail, but not for the faint of 
heart. 
 

Scenario Four -Ney’s Attack 

Ney tries to grab the permanent crossing of the Alle and cause the Russians to remove their 

batteries pounding Soult. Benningsen has some of the best troops sitting in Fleches. All the 

action is south of the Alle River.  

Scenario Five - Bennigsen's Defense Tested 

This scenario is the granddaddy of them all.  It combines the very large Scenario Three (the 

actual big battle north of the Alle) with the theoretical Scenario Four 

where Ney wades into the dense swampy woods and tries to turn the 

Russian flank.  Each side of the river is played somewhat independently, 

though the Russians can move back and forth between each side of the 

river.  The French are unable to do so.  This is a large scenario requiring 

three players per side.  The Russians have the advantage as their reserves 

and guard can go back and forth across the Alle. 

15. Game / Scenario Map Configurations 

a. Redoubt and Fleche Layouts are shown in the 

scenarios 
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16.  Premier Rules (Updated July 14, 2021) see Marshal Enterprises website 

 

 

 

 

17. A brief History of Marshal Soult 
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Bennigsen Seeks Offensive 

 
The Strategic Situation In Poland and East Prussia 1807 
 
Even though the victories seemed dramatic enough, the results of Napoleon’s war 
against Prussia at the end of 1806 were confusing.  Poland was about to be restored.  
The French army seemed triumphant, but there was doubt and apprehension in the air. 
 
Despite having blown through Saxony and Brandenburg in October and November of 1806 and 
destroying the major part of the Prussian and Saxon armies; Napoleon had found that the 
months of December; January and February in late 1806 and early 1807  in Pomerania; Poland 
and East Prussia had been far less hospitable to La Grand Armée. 
 

As soon as the French crossed the Oder River in force, then the pace of their advance slowed 
down.  French logistical problems became magnified and their inability to effectively use a much 
worse road net became apparent.  The concern was heightened by the increasingly wintery 
weather; bad roads and an army foraging in a relatively bare landscape, which was already 
stripped bare by Russian soldiers trying to feed themselves hundreds of miles from Russia.     
 
This misery was compounded by a series of inconclusive battles which reached its nadir when 
the two-day battle at Eylau (February 7 & 8) left the French barely masters of the field.  Despite 
some moments of glory, Eylau was an empty vessel symbolic of Napoleon’s bitter fruit of 
strategic emptiness.  Napoleon went into Winter Quarters for a second time in 1807 with his 
army flung throughout Poland and Prussia with certain key cities still in Coalition control.   The 
French had one stroke of good fortune after Eylau.  General Savary, who was temporarily 
commanding Lannes corps, sharply defeated the Russian Essen at Ostrolenka and gave the 
French some optimism as both armies settled into their snowy respite. 
 

Like A Dagger In The French Strategic Flank 
 
The most strategic of these key Coalition cities was Danzig.  Danzig, the old Hanseatic port on 
the Baltic at the mouth of the Vistula River, was like a dagger in the French strategic flank, and it 
needed to be neutralized if Napoleon’s corps could move freely throughout Poland and Prussia.  
Shortly after Eylau, Napoleon summoned Marshal Joseph Lefebvre and instructed him to take 
Danzig.   
 
Lefebvre, aided by some of the best artillery and engineering specialists as well as a 
cosmopolitan group of troops (French; Saxons; Italians; Badeners and Poles), began his siege of 
Danzig on March 19, 1807.  After much activity against Prussians; Russians; Swedes; and even 
British ships; Lefebvre was able to take Danzig on May 24.  Napoleon made him the Duke of 
Danzig for his efforts.  Now Napoleon would be ready to commence his Spring campaign. 
 
The Emperor had used his interlude between Eylau and the fall of Danzig wisely.  In addition to 
successfully besieging Danzig, Napoleon had overhauled his supply system; gotten new Prussian 
mounts for his cavalry and artillery; and was able to beef up his army bringing in new troops 
from Italy; drawing upon an enthusiastic Polish populace for recruits; and using a whole new 
class of recruits.  In Poland and East Prussia alone, Napoleon’s army totaled over 200,000 by 
the time the Danzig had fallen to Levebvre. 
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August von Bennigsen by George Dawe 

 
Bennigsen saw the growing French army. He became worried that he must strike Napoleon 
before he finished gathering his new forces.  Bennigsen decided he must go on the offensive by 
the beginning of June to forestall an impending French blow.  Unfortunately, Bennigsen had 
tendency to develop extremely complicated offensive plans which would require everything to 
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follow a strict and exact plan.  Bennigsen wanted to destroy Marshal Ney’s command about 15 
miles west of Heilsberg. 
 
Bennigsen designed a six-pronged attack to start on June 4, 1807, which would attempt to 
isolate and dismantle Ney’s corps by keeping other French commands away from Ney.  
However, the plan fell apart quickly.  The Prussian general L’Estocq was assigned to keep 
Marshal Bernadotte’s corps away from Ney.  However, the Prussians did not get all the up-to-
date instructions, and the Prussians started their attack a day early on June 4 at Spanden.  The 
French repulsed the Prussian attack.  Bernadotte suffered a head wound and was replaced as I 
Corps commander by General Victor.  On June 5, Soult’s IV corps, from a heavily fortified 
position, blunted General Docktorov’s large assault at Lomitten.  The key regiment in the battle 
was the “Fighting” 57eme which led the French to at least a draw in an eight-hour battle. 

 
Disappointing Encounters With The French 

 
Finally, on June 5, the 63,000 main body of Russians, led by Bagration and his Advance Guard, 
would start to attack Ney at Guttstadt-Deppen.  The first day, the Russians were mainly stifled 
by French skirmishers.  The second day saw Ney make a masterfully withdrawal from the whole 
of the Russian command aided by Russian General Gorchakov’s decision to withdraw his 
command from the battle for several hours. Ney withdrew his command across a bridge at 
Deppen.  By the end of the second day, the Russian offensive had petered out.  On the evening 
June 7, Bennigsen ordered his army to withdraw his army back to the Heilsberg defenses after 
completing a series of what could only be called disappointing encounters with the French.  
Napoleon was already thinking of a counter offensive.   
 
Napoleon had wanted to pursue what he thought was the Russian rear guard just west of 
Heilsberg.  On the morning of June 10, Napoleon had given instructions to both Marshal Soult 
and to Marshal Murat not to engage in a major engagement.  Murat marched with two Reserve 
Cavalry Corps to seize the town of Bewerick, just a half-dozen miles west of Heilsberg.   
 
Unbeknownst to both Murat and Marshal Soult, whose corps was marching closely behind him, 
they were about to clash with the Russians in one of the largest chance engagements of the 
Napoleonic wars…it was the battle that Napoleon never wanted.  
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TERRAIN EFFECTS     MOVEMENT      
 
Clear             1     
 
Hamlet /Village / Town*          3 
Bischof Schloss*                                      4    
Pine Forest*                             2 Inf / 5 Cav / 3 Cossacks / Artillery Prohibited  
Garten*                                          2 Inf / 2 Cav / 4 Art   
Slope                                Inf +2/ Cav +3/ Art +4 
Swamp ***                                                 4 Light Inf (sk)/ Inf. /Artillery and Cav. Prohibited.  
Road                               1/2 
Fixed Bridge (Heilsberg / Alle) **                 1 
Alle Fluβ                                       Prohibited to cross without bridge or pontoon - see special rules 
Stream                               Inf +3 / Cav +5 / Art +4 
Pontoon Bridge**                2 Inf /4 Cav  
Redoubt Front Hexside                         All movement Prohibited (see rules) 
Fleches Hexside                                      5 Inf, 12 Cav / Art prohibited (see rules) 
Abatis   Hex                                              4 Inf, Cav and Art prohibited (see rules) 
 
 
*Infantry / Cavalry forms general order in this terrain.   
  Units with a Skirmish Ability may Skirmish in these hexes if they so elect. 
*Road March through a Hamlet, Village or Town is 2 mp per hex 
**Combat Formations must be in road order to cross a bridge 
***Only Infantry in Skirmish Order may enter a Swamp Hex Type 
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STACKING 
 
Clear     1 Infantry Regiment or 

18 Infantry Increments or 
1 Cavalry Regiment or 
18 Cavalry Increments or 
6 Artillery Increments or 
12 Infantry & 1 Battery 

                  
Hamlet /Village / Town       1 Infantry Battalion or 
                                           1 Cavalry Regiment or 

1 Battery or 
1 Infantry Battalion & 1 Battery 
 

Bischof Schloss   (exception)               1 Battalion per hex and/or 1 Artillery Battery,  
                                                                     Cavalry Road March Only       

2 Battalions of Rus. Jaeger, Prus. Fusilier and/or                        
Militia Marksmen per hex                                                                      

 
Pine Forest    1 Infantry Battalion or 

1 Cavalry Regiment 
 

Road / Bridge / Bridge  4 Increments in Road March 
 
Redoubt                                                     2 Inf. battalions or 1 Art Battery and 1 Infantry Battalion 
                                                                     0r 1 Licorne Battery 
                                                                     No cavalry 
 
Fleche                                                          1 inf. Battalion and 1 Artillery Battery  
                                                                      Or six increments of Cavalry 
 
 
Abatis                                                          1 infantry battalion,  
                                                                      Cavalry and Artillery Prohibited 
 
Swamp                                                        1 Battalion Light Infantry – Skirmish only 
 
In Clear terrain no more than 3 Infantry Battalions may be stacked together regardless of total 
In Clear terrain no more than 3 Cavalry Regiments may be stacked together regardless of total 
   (This means you may stack 3 x 6 increment Cavalry Regiments in a clear hex but not 4 x 4 
increment Regiments) 
 
 
 
 No combat formation may cross a hexside of the Alle Fluss unless there is a bridge or pontoon 
in place.   
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INFANTRY UNIT FIRE VALUES  

 
French 
     Oudinot 
Ligne  Légère   Gren/Volt Guard (FC/FG)  

 
Column   Printed     Printed  Printed Printed        
Line   X 3      X 3  X 3  X4   
Carre       X 3      X 4  X 4  X5   
General Order  Printed     Printed   Printed Printed       
Skirmish       X 3  X 3  X 4 
Disordered formations fire at half strength 
Corse and Po are treated as Légère 
 
 

Sassen                                  Prussian 
      
Infantry          Grenadier        Fusilier                  

 
Column   Printed     Printed         
Line   X 3      X 3            X3 
Carre       X 3      X 3            X3              
General Order  Printed     Printed        
Skirmish                                                                             X3 
Disordered formations fire at half strength 
 
 

Russian 
     
Musketeer Grenadier Gd Jäger Guard  

 
Column   Printed     Printed Printed Printed 
Line   X 3      X 3  X 3  X 4  
Carre       X 3      X 3  X 3  X 4  
General Order  Printed     Printed        Printed Printed  
Skirmish         X4     
Disordered formations fire at half strength 
 

Militia Mark.  Jaeger 
 
Column   Printed     Printed         
Line   X 3      X 3   
Carre       X 2      X 2   
General Order  Printed     Printed         
Skirmish  X3                     
Two Hexes                X 2       
Disordered formations fire at half strength 
 



         La Bataille d’Heilsberg 1807 
 

Marshal Enterprises  Page 5 of 11 
 

 
 
TERRAIN FIRE DEFENCE VALUES 
 
   Column    Line     Carre     General    Skirmish    Disorder/Rout   Artillery
  
Clear         6             9            4         12     14        6/8* 
Pine Forest                 10               14     16              N/A 
Hamlet                 10     12                  16             6/8* 
Village                  10     12      16        7/9*  
Town                                           12     14     16        8/10*    
Bischof Schloss                14     16     16             9/12* 
Pontoon Bridge                 6                                                                                           12              
Redoubt                              8             11                                                                                            8/11                                                                                          
Fleche                                  7             10                                                                                            7/10                                                                                           
Abatis                                  6              9                                                 12     14    
Swamp                                                                                                    14 
 
*Artillery Fire Defenses are Limbered / Unlimbered 
If a hex has infantry and artillery present, the Fire Defense is 2 less than for infantry alone 
unless the infantry formation is in Carre 
Formations fired upon thru the flank have a fire defense of 6 
Formations add 1 to the Fire Attack die roll for every increment in a target hex, over 9. 
Formations in Road March have a fire defense of 4. 
Formations fired upon thru a rear are normal 
Any unit on any type of bridge has a fire defense of 4 
 
FIRE ATTACK MORALE CHECKS 
 
French 
      Ligne Infantrie will check with every even numbered increment loss 
      Légère Infantrie will check with every even numbered increment loss 
      Oudinot’s Grenadier / Voltiguer Infantrie will check with every even increment loss 
      Guard Infantry will check with every even numbered increment loss 
      Cavalrie Formations will check with every increment loss 
      Artillerie Formations will check with every increment loss 
 
French Confederation 
      Sassen Allies will check with every odd increment loss 
       
Russian 
      Musketeers will check with every loss beginning with the 2nd suffered 
      Jaegers will check with every even increment lost. 
      Grenadiers check morale with every even increment loss 
      Guard Infantry check morale with every odd loss beginning with the 3rd suffered 
      Cavalry Formations will check morale with every increment loss 
      Artillery Formations will check morale with every increment loss 
 
Prussians   
     Prussian Fusiliers will check with every odd increment loss starting with the 3rd 
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4 Movement Points 11-54 55-63 64-66 
3 Movement Points 11-42 43-55 56-66 
2 Movement Points 11-33 34-51 52-65 
1 Movement Points 11-25 26-44 45-64 

 

When forming from Line 
4 Movement Points 

 
 
11-66 

  

3 Movement Points 11-56 61-64 65-66 
2 Movement Points 11-35 36-56 61-66 
1 Movement Point 11-25 26-54 55-66 

 

 
 

All Cavalrie or Artillerie  will check with every loss 
 
CARRE REALIZATION TABLE 

 

 

French                    CARRE          DISORDER     ROUT 
 
When forming from Column 
4 Movement Points 11-66  

3 Movement Points 11-66 
2 Movement Points 11-43 44-61 62-66 
1 Movement Point 11-31 32-54 55-66 

 

When forming from Line  

4 Movement Points 11-64 65-66  
3 Movement Points 11-45 46-61 62-66 
2 Movement Points 11-32 33-55 56-66 
1 Movement Point 11-22 23-53 54-66 

 

Russians               CARRE        DISORDER         ROUT 
 
When forming from Column 
4 Movement Points 11-55 56-64 65-66 
3 Movement Points 11-42 43-56 61-66 
2 Movement Points 11-26 31-46 51-66 
1 Movement Point 11-22 23-52 53-66 

 

When forming from Line 
4 Movement Points 

 
 
11-66 

  

3 Movement Points 11-66   
2 Movement Points 11-34 35-55 56-66 
1 Movement Point 11-31 32-46 51-66 

 

Prussians                 CARRE      DISORDER       ROUT 
 
When forming from Column
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Saxons (Sassen) 
      CARRE DISORDER   ROUT 
 
When forming from Column 
4 Movement Points   11-63      64-66   
3 Movement Points   11-56      61-63   64-66 
2 Movement Points   11-33      34-56   61-66 
1 Movement Point   11-24      25-51   52-66 
 
When forming from Line 
4 Movement Points  11-53    54-63    64-66  
3 Movement Points  11-36    41-51    52-66 
2 Movement Points  11-25    26-52    53-66 
1 Movement Point  11-15    16-44    45-66 
 
Modifications to the die roll 
 
Personalities subtract 6 from the die roll if present in the hex 
Jaegers, Légère, Fusiliers and Grenadiers MINUS 3 from the die roll 
Oudinot’s Grenadier & Voltiguer MINUS 3 from the die roll 
Guard / Life Guard Battalions MINUS 6 from the die roll 
French Allies ADD 3 to the die roll 
If Cavalry is Light ADD 3 to the die roll 
If Cavalry is Lance Armed ADD 6 to die roll   
If defender is on morale level ADD to the die roll 3 for each level 
 
CAVALRY RECALL 
 
FRENCH    2-6 successfully recalls 
FRENCH ALLIES   3-6 successfully recalls 
 
RUSSIAN Light Cavalry               3-6 successfully recalls 
RUSSIAN Heavy Cavalry  2-6 successfully recall 
PRUSSIAN                               3-6 successfully recalls 
  
 
 
 
Personalities who have a cavalry modifier add 1 to the die roll 
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CAVALRY CHARGE MORALE MODIFIERS 
 
Condition                                                                                      Defending Infantry/Artillery 
Charged in flank                                       minus 12 to die roll 
Charged in rear                             minus 6 to die roll 
In skirmish order                           minus 12 to die roll  
Defender in Line                                                   plus 3 to die roll  
In disordered state                            minus 6 to die roll   
In routed state                             unit suffers pursuit loss 
In square                                         plus 12 to die roll  
Across a steam hexside     plus 6 to die roll 
If charged by Lancers                minus 6 to die roll 
If charged by Heavy Cavalry                minus 3 to die roll 
Charge into town, woods or swamp    not allowed 
 
 
PRE MELEE MORALE CHECK MODIFIERS 
 
Odds  Attacker            Defender 
1/2  minus   6  plus    6 
1/1  minus   3  plus    3 
2/1  
3/1  plus     3  minus    3 
4/1  plus     6  minus    6 
5/1 & over plus     9  minus    9 
 
 
INFANTRY PRE MELEE MORALE MODIFIERS: 
 
 Condition                                                                                  Modification to the Die Roll: 

Attacker Defender          
Defender is assaulted in flank                              Plus 12   Minus 12 
Defender is assaulted in rear                             Plus 6   Minus 6 
Defender is in Skirmish order                             No check    Minus 6 
Defender is in Line                                                         Minus 3 
Prussians /Sassen Defenders in Line                      Plus 3  
Defender is in Square         Plus 6 
Defender is Disordered        Plus 3   Minus 3 
Defender is Routed         Plus 6   Minus 6 
Attacker is assaulting up a slope       Minus 3   Plus 3 
Attacker is assaulting across a stream      Minus 3   Plus 3 
Attacker lost an increment due to defensive fire     Minus 3 for each 
Elite Infantry inflicts a greater reduction for each loss (see special unit types) 
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INFANTRY MELEE VALUE MODIFIERS: 
 
 Condition                                                                                  Modification to the Value: 

Attacker Defender          
 
Defender is assaulted in flank                                X 2   
Defender is assaulted in rear                               X 1.5 
Defender is in Skirmish order                                       X .5 
Defender is Disordered                X .5 
Defender is Routed               X .33 
Cavalry Charge 3 hexes straight         X 2 
Heavy Cavalry attacks Light Cavalry         X 2 
Cavalry Attacker is Tired          X .5 
Cavalry Attacker is Exhausted         X .33 
Cavalry Defender is Tired              X .5 
Cavalry Defender is Exhausted              X .33 
Cavalry Attacker vs Carre         X .5 
Cavalry Attacker across a stream hexside       X .66 
Infantry Attackers vs Defender in Carre       X 1.5 
Infantry attacking across a stream hexside       X .66 
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MORALE LEVELS 
 
Consult the Morale Levels contained below. This chart sets a threshold, at the hour, to check 
the condition of the organization based on the number of battalions PGD or eliminated. 
Cavalry and Artillery don’t count against this total and are not affected. Usually those affected 
by morale levels are corps or wing sized organizations 
 
The French are well defined corps and their battalions are listed. 
 
French Imperial Guard  4 Battalions 
  Level 1  1 battalions lost or routed minus 0 to all morale rolls 
  Level 2  3 battalions lost or routed minus 3 to all morale rolls 
 
French IV Corps Soult   32 battalions   
  Level 1  6 battalions lost or routed minus 3 to all morale rolls 
  Level 2  13 battalions lost or routed minus 6 to all morale rolls 
  Level 3  19 battalions lost or routed minus 9 to all morale rolls 
 
French VI Corps Ney   16 battalions   
  Level 1  3 battalions lost or routed minus 3 to all morale rolls 
  Level 2  7 battalions lost or routed minus 6 to all morale rolls 
  Level 3  10 battalions lost or routed minus 9 to all morale rolls 
 
French Reserve Corps Lannes             27 battalions   
  Level 1  5 battalions lost or routed minus 2 to all morale rolls 
  Level 2  11 battalions lost or routed minus 4 to all morale rolls 
  Level 3  16 battalions lost or routed minus 6 to all morale rolls 
 
The Russians divisions are divided up and relocated within command structures. Thus, the 
scenario morale levels are based on the following tables  
 
Scenario Three (Russians)             
  Level 1  16 battalions lost or routed minus 4 to all morale rolls 
  Level 2  31 battalions lost or routed minus 6 to all morale rolls 
  Level 3  47 battalions lost or routed minus 9 to all morale rolls 
 
Scenario Four (Russians)   
  Level 1  10 battalions lost or routed minus 4 to all morale rolls 
  Level 2  20 battalions lost or routed minus 6 to all morale rolls 
  Level 3  30 battalions lost or routed minus 8 to all morale rolls 
 
Scenario Five  
The Russian Guard is not effected by the army morale levels and has its own morale level 
Reserve (Kaminski / Life Guard)  24 battalions 
  Level 1  5 battalions lost or routed minus 2 to all morale rolls 
  Level 2  11 battalions lost or routed minus 4 to all morale rolls 
  Level 3  16 battalions lost or routed minus 6 to all morale rolls 
 
Use Scenario Three and Scenario Four unit counts for troops north or south of the Alle River 
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Dusk and Night Operations 
 
The battle of Heilsberg continued into the night. There was considerable activity by the French 
as the darkness closed in. 
 
Dusk Operations– 20:40 until 22:00 
Artillery medium and long range, is reduced by 2 hexes 
Infantry’s ability to form Carre is reduced to three hexes 
 
Night Operations – 22:20 until 24:00 
Infantry offensive fire odds are reduced by one column, 2 to 1 becomes 1 to 1 
Infantry movement reduced by 2 hexes. 
Artillery only may fire medium and short range. Medium fire odds are reduced by one column 
No cavalry charges or opportunity charges and their movement is reduced by 5 hexes 
 
 
Bishop’s Castle (Schloss) 

 
 
 
In Prussian times, the residence was used for barracks, a hospital and warehouse. 
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Special Unit Types and Formations 
 
Elite Infantry Troops- Well trained and experienced infantry troops were able to refrain from 
firing until it had its most devastating impact. This rule reflects the discipline of elite troops and 
their ability to hold fire to the critical moment of an assault.  
 
Elite infantry troops are defined as those with a printed morale, without modification, of 11 
through 16.   When an elite unit fires defensively against any attacking hex and the attacker 
suffers a loss, the pre-melee morale check of all units participating in that attack, are impacted. 
 
The effect is that all the attacking units in this case suffer a minus to the pre-melee morale 
check. The exact minus is determined based on the morale of the defending unit. A 15 or 16 
morale is minus 6, a 13 or 14 minus 9,  a 11 or 12 is a minus 12.  These minus values are applied 
as modifiers to the attacker’s morale for each increment the attacker lost due to the Defensive 
Fire Attack. 
 
When an elite unit attacks, the opposite is true. If the attacker inflicts a loss the pre-melee 
morale check of the defender all the defending units are impacted utilizing the relationship 
identified above. 
 
When an elite unit is the attacker against an elite unit, this rule does not apply.     In the event of 
an elite vs an elite, the attacker has the standard modifier of minus 3 for each fire increment 
loss.  
 
Cavalry Recovery of Readiness 
 
Cavalry may not recover a level of readiness if it is in an enemy zone of influence or is under fire 
as a target of an offensive or defensive attack (feu). 
 
Russian Dragoon’s Ability- the Russian Dragoons had a demonstrated ability to fight as 
more than a mounted wave of assault troops. The Russian Dragoons have a “Sk” on the top of 
the specific side of their counter.   This value permits them to adopt an infantry type skirmish 
mode in 2 hexes.   When they are sitting on a hex side with their specific side facing up, a 
Dragoon regiment of 6 increments or less will assume to have 2 increments in each of the two 
hexes.  A Dragoon regiment of 7 increments or larger will assume to have 3 increments in each 
of the two hexes.   The Dragoon has a fire value equal to 2 factors per increment.  Combine all 
factors which are firing on a single target hex. 
 
This is not a “cavalry skirmisher” formation as defined in the Cavalry Tirailleurs (20). 
 
For all fire aspects the unit is assumed to be infantry in skirmish order.   The dragoon unit may 
not charge, reaction charge, opportunity charge, or melee in any fashion.   If an enemy cavalry 
unit charges the dragoon, or attempts to melee the dragoon, the Russian checks his morale, at 
the moment of contact.  If successful, the Russian Dragoon then may retreat up to his movement 
value away from the enemy, and at the end of this movement assumes a column formation.   If 
unsuccessful the Russian Dragoon will rout it full movement away from the enemy. 
 
This special ability may only be used when the Dragoon is in either clear or pine forest terrain. 
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Russian Jaegers- deployed into the buildings unlike their infantry counterparts.  Therefore 
Russian Jaegers in a village hex must be in Skirmish Order, never General Order. The entire unit 
deploys into the number of built-up hexes detailed by the phasing player. They have no rear or 
flank hexsides while in the village or town. The Jaegers however do count for stacking if a unit 
stops in the hex. Units that move through the town or village will not be over stacked as a result 
of the Jaegers.  
 
Russian Cossaques- the Russian Cossaque Regiments present in the game are irregular 
cavalry.    Based upon that premise, please apply the following series of adjustments to their use 
and interaction with other units within the structure of the game. 
 
The Cossaques will check morale whenever an infantry formation which is not disordered, or an 
artillery unit, fires at the Cossaque.   It does not require the result of a casualty to force the 
morale check.  In addition, if the Cossaque suffers a casualty due to the fire it automatically 
routs. 
 
The Cossaque in the woods would have to receive a casualty in order to check for morale. This is 
because the woods are much denser in this area. 
 
Cossaques have a different movement rate in the Forest than other Cavalry types. 
 
Cossaques may not charge infantry that is in good order from any orientation, or unlimbered 
artillery into a front hexside of the enemy.   They may charge other cavalry  
 
French Grenadiers / Voltiguers (combined elite companies) - The French combined 
elite companies which form the 1st Grenadier Division of the Reserve Corps, have been 
assembled by combining 4 elite companies from different regiments into ad hoc battalions for 
the campaign.  General of Division Oudinot leads these battalions.  Many of the battalions have 
the ability to skirmish and many are elite infantry.   
 
Foreign Confederation in French Service 
  
Sassen Infantry  
The Allied state of Saxony (Sassen) have embraced the cause of liberty, joining with the French 
Army to secure their sovereignty against their aggressive neighbors.  
 
These troops have been trained and have fought under the Prussian system 
for several generations.  Their Officers and NCO know of no other way. It 
was only last year they were fighting in the Prussian Army.  They are most 
comfortable in line formation and as such their printed morale values are 
improved by 3 in all regards for morale checks when they are in line.   
 
Italian Infantry – Po and Corse 
 
The Italian troops are fighting to maintain their independence from the 
Pope. For purposes of the game, these units are all considered as in the 
French Service. 
 
Confederation Cavalry 
Cavalry regiments are available from Bavaria, Württemberg, and Sassen. 
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Special Terrain 
 
Russian Redoubt Batteries  
The Russian redoubts were constructed with local volunteer labor and were placed on elevated 
hills. Additionally 10 feet of earth was added to the natural elevation to provide a clear, 
unobstructed view of the approaches. The special static batteries in place have the flexibility to 
be used for either direct or indirect fire. 

 Position Batteries – Position batteries are not screened at long range by units or terrain 
except forests One unit may not screen another (line of sight) from being a target of a fire 
attack, 

 20 Pound Licorne Howitzers - The batteries with zero movement, fixed in the redoubts 
are not screened at long or medium range by units or terrain except forests. Licorne 
artillery start the game unlimbered and may not shift their orientation or limber 

 Artillery in the redoubt may not target an enemy unit that is in the zd’f of a friendly unit 
unless the unit is adjacent to the artillery. Their accuracy is not that great.  
 

 
 
Redoubts may not be assaulted from the front hexsides. They may be assaulted from the 
rear by: 

 Attacking French Infantry that receives a DD Result may occupy the hex containing the 
artillery.  The Russians must recapture the hex (enter) as a result of combat a’ la melee or 
the Russian artillery is eliminated. French units would suffer the usual combat table 
result definitions. The Russians have one turn to do so. 

 Cavalry may assault the rear of the redoubt hexside but may not enter the hex. Cavalry 
would be at 25% strength theoretically representing a squadron or smaller unit. Cavalry 
may not charge into the rear hexside of a redoubt. The defending units would suffer DD, 
DR, DS results but cavalry would not occupy the defending hex. DR and DS results 
would eliminate the artillerie. 

 Artillery in redoubts may not combine fire with artillery outside of the redoubt 
 

 
Russian Fleche 
Not as carefully prepared as a redoubt, this improved position provides additional cover for 
artillery, cavalry and infantry. 

 One infantry battalion and one artillery unit may be stacked together in this hex. 
 Or one cavalry unit may be in the hex if it does not exceed 6 increments 
 Consult the Fire Defense and Movement Charts 
 Regular Line of sight and combat rules apply 
 Cavalry may assault the rear of this hex and occupy the hex. Only six increments would 

count for combat 
 Cavalry may not charge a Fleche 
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Russian Abatis 
This is a hastily constructed barrier for impairing movement for all arms but not providing any 
fire defensive advantage.  
¶ Built by the division assigned to a redoubt ï see scenarios 
¶ Cavalry and artillery may not  enter this hex 
¶ Infantry may enter an abatis hex expending 4 movement points. 
¶ Infantry attacking into an abatis hex is minus 3 from the pre-melee morale roll. The 
defender has no advantage. 

 

 
 
Pontoon Bridges 
The Russians placed pontoon bridges over the Alle Fluȁ to facilitate the transfer of troops across 
the river. These bridges may only be used by infantry, cavalry or personalities. The movement 
costs are on the movement chart. Artillery must use the Heilsberg bridges to cross the river. 
 
If a combat unit is on a pontoon bridge and is the target of a fire attack, a step loss by the 
Infantry will also result in an increment of damage on the pontoon bridge.   When the bridge 
takes 3 increments of damage it is removed from play.  If a unit is on the bridge when it is 
removed from play, the unit is considered to be eliminated as well. 
 
Pontoon bridges may be destroyed by either side if they are adjacent to them.  During a playerôs 
movement phase, simply make the statement ñI am eliminating this bridgeò and pick it up off 
the map. 
 
When playing the scenario with combine the battles north and south of the Alle, these crossing 
could be of great importance. 
 
Fixed bridges are constructed of stone and may not be destroyed 
 
Towns, Villages and Hamlets 
The following is designated as a town: Heilsberg. All other hexes which contain buildings are 
considered Villages.  A single hex by itself is considered a Hamlet.  
 
Assaulting and Occupying the Bischof Schloss (Bishopôs Castle) 
All hexes of Heilsbergôs Bischof Schloss have the following modification of the basic rules.  The 
Prussian Fusiliers are garrisoned there and know all of the passage ways of this medieval castle. 
¶ When the Prussian Fusilier is defending, it does not make a pre melee morale check if 
attacked.   


