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Battle of Marengo, 16 June 1800  

 

 
 

Attacker 650 points 

Defender 800 points 

 

Terrain 

Hills are gentle. 

The river is treated as rough terrain (so slows and disorders units crossing it) and is an obstacle only 

for combat.  No CMT is required to cross it.  

Vineyards are difficult and block line of sight. Troops within can only be seen from 6MU. 

Artillery must cross the river limbered. 

(Note for set-up – gap between Marengo buildings must be two bases wide) 

 

Deployment  

 Dice for initiative as usual.   

 Deploy as per normal deployment rules with the following restrictions: 

 The Defender starts with up to half his units on table, from complete divisions as far as possible.  

These must be deployed within 10MU east of the river, except one unit which can be further 

east.  The CinC is off table.  Divisional generals are on table if any of their troops are on table. 

 The Defender is not subject to the normal movement restrictions in turns 1 and 2. 

 The Attacker starts with all Divisions deployed anywhere up to 6MU west of the river, except 

one division which marches on in column at point (a) during his first movement phase.  If they 

don’t all fit in one turn, the rest arrive from turn 2. 

  

ATTACKER 
DEFENDER 

N 



Reinforcements 

 The rest of the Defenders forces arrive by unit at points (b) and/or (c).  Begin dicing for off table 

units from turn 1, requiring a 5 or 6 on either of 2 dice.  Start with any remaining units of on 

table divisions, and then follow your order of march.   Troops arrive in the following turn after a 

successful dice roll.  A maximum of 3 units can arrive each turn (so stop dicing when 3 units have 

arrived or all units have been diced for). 

 The CinC arrives with the first units of the first off table division. 

 Unreformed infantry can move as reformed for the first two turns after they arrive. 

 

Victory Conditions 

 The attacker needs to occupy two of buildings with a steady or disordered unit at the end of the 

game. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

 Any other result is a victory for the defender. 

 

Historical Marengo 

Bonaparte, First Consul of France, fought the Austrians under General Melas.  Bonaparte had split 

his forces and was surprised by the Austrian attack.  The fighting went badly for the French to the 

point that the Austrian General Ott handed over command to his second in command to finish things 

off, as he had suffered a light wound.  However, the timely arrival of General Desaix, who had force 

marched the whole day, swung the battle for the French and routed the Austrian army.  This pivotal 

battle effectively ended the war, leaving Italy in French hands and Bonaparte firmly in control of 

France. 

  



Battle of Durnstein, 11 November 1805 

 
Attacker 800 points 

Defender 800 points 

 

Terrain 

Hills are steep 

Vineyards are difficult & block LOS and fire.  Troops in a vineyard can only be seen within 6 MU. 

 

Deployment  

 Dice for initiative as usual.   

 The battle is fought lengthways across the table. 

 Deploy as per normal with the following differences: 

 The Attacker deploys facing east, in the middle third of the table, no closer than 30 inches from 

Defender’s baseline.  One division must be left off table. 

 The Defender deploys facing west up to 18MUs in from his baseline, in the eastern third of the 

table. One division must be left off table. 

 Therefore, the armies will start no closer than 12 inches apart. 

 There are no movement restrictions for the Defender in turns 1 and 2. 

 

Reinforcements 

 The Defender rolls for reinforcements from turn 1, needing a 10 on 2 dice for them to arrive, 

increasing the number of dice each turn until they arrive.  They arrive in the movement phase of 

the following turn, between points a&b.    

ATTACKER DEFENDER 

Durnstein 

a b 

c 



 The Attacker’s reinforcements will arrive the turn after the Defender’s reinforcements arrive, 

between points C&D. 

 Unreformed infantry can move as reformed for the first two turns after they arrive. 

 

Victory Conditions 

 Vineyards A, B and C are the objectives.  The side with a steady or disordered unit occupying the 

most objectives at the end of the game is the winner.  If both sides are on an objective with a 

steady or disordered unit, then it is shared. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

 

Historical Durnstein 

Following the surrender of the Austrians at Ulm in October 1805, the  Russian army under Kutuzov 

was forced to beat a hasty retreat east.  Kutuzov successfully evaded the pursuit, and on crossing to 

the north bank of the Danube with his entire army, caught the isolated corps of the newly promoted 

Marshal Mortier.  Mortier believing he was facing only the Russian rearguard, attacked.  Kutuzov 

sent a column around Mortier’s flank and this arrived as Mortier was attacking.  Fortunately for the 

French, General Dupont’s Division arrived shortly afterwards and evened the odds.  Fierce fighting 

on both sides and the narrow terrain, led to a bloody draw, and Mortier was able to extricate his 

troops south across the Danube.  However, his Corps was so badly mauled that it played no further 

part in the campaign.  

  



Saving the Emperor’s Undies – or Eylau, the night before 7 February 1807 

 

 
Attacker 800 points  

Defender 800 points 

 

Terrain 

Hills are gentle.  Woods are open.  The village of Eylau consists of 2 separate terrain pieces, A and B. 

The road is 40mm wide so units can only move between the two villages in column. 

 

Deployment 

 Dice for initiative as per normal. 

 Deploy as per normal deployment rules with the following restrictions: 

o The Attacker cannot deploy with 10 inches of the centre line or the buildings of Eylau.  

The Defender cannot start within 6 inches of Eylau or the centre line. 

o Deploy 2 units at a time. Players only start with one division on table, choosing any 

division from your list. 

o There are no movement restrictions for the Defender in turns 1 and 2, and unreformed 

infantry can move as reformed for their first 2 turns on table. 

 

Arrival of Reinforcements 

 Divide the number of off-table units into thirds, as evenly as possible.  So an army of 14 units, 

with 4 on table at deployment, will have 10 off table, divided by 3 is divided into 3, 3, 4.  From 

turn 1, dice for each of these thirds to arrive, smallest ones first. 

 Dice for one third at a time, in sequence of the order of march, needing a 7 or higher on two dice 

for each third to arrive, arriving in the next turn.  Add one to the dice if the CinC is a Level 2 

commander, add 2 if he is a Level 3 commander. 

A

          

B 

B 

Defender 

Attacker 



 Units that fail to arrive, are diced for in the following turn, in addition to the units of the next 

third.  Units that have still not arrived by turn 6, come on during movement in turn 6. 

 An entire division must be brought on, before starting on a new one. 

 Divisional generals arrive with the first unit of their Division.  The CinC arrives with the first unit 

of the 3rd Division during the movement phase, moving independently as LC. 

 Dividing the baselines into equal thirds, off table divisions must arrive in different thirds. 

 Unreformed infantry can move as reformed for the first two turns after they arrive. 

 

Victory Conditions 

 The two Eylau buildings are the objectives.  The side with a steady or disordered unit occupying 

the most objectives at the end of the game is the winner.  If the objectives are shared then it is a 

draw. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

 

Eylau the Magnet 

Neither commander wanted this fight to happen, but the troops were drawn in, in part by the lure of 

the Emperor’s baggage, in part by the warmth offered by the buildings of Eylau. 

 In the assault phase, any infantry unit of the active player’s army within charge range of any part 

of the buildings, must either occupy (not defend) or assault enemy in the buildings, unless any of 

the following are valid: 

o The unit has enemy within 2MU 

o The unit is wavering or routing 

o The unit passes a CMT not to enter or assault 

o The building is already occupied or defended by friends 

o The unit would need to interpenetrate a friendly unit to reach the building 

 

Historical Background 

The evening before the actual battle of Eylau, a major fight broke out when a unit of Russian soldiers 

attacked Napoleon’s entourage who were busy establishing his quarters for the night in the town.  

This fight gradually drew in thousands of men and became as much a fight over the Emperor’s 

baggage, as it was a fight for the shelter that the buildings would provide against the -30 degree 

Polish winter.  Eight hours of fighting and several thousand casualties later, the battle died down.  

This scenario represents this “pre-battle”. 



The Battle of Friedland, 14 June 1807 

 

 
Defender 800 points 

Attacker 650 points 

 

Terrain 

Woods are open & hills are gentle. 

The river is only crossable at the bridges.  No infantry fire at medium range fire is permitted across 

the river, other than from artillery attachments. 

Bridges do not obstruct line of sight or line of fire 

 

Deployment 

 Dice for initiative as usual. 

 Deploy as per normal deployment rules with the following restrictions: 

 The Defender starts with up to half his units on table, with one unit defending each of towns D & 

E.  These units must be from separate divisions.  Defender can deploy up to 6 MU from the 

centre line. 

 Before deployment, defender must write down which of roads 1 and 2 the rest of his troops will 

arrive.  At least one division must come down each road.  All troops from a division must arrive 

down the same road, with at least one unit arriving from off table down each road. 

 The Attacker starts with all his forces on table, with at least 1 complete division on either side of 

the river, and up to 10MU from the centre. 

 There are no movement restrictions for the Defender in turns 1 and 2. 

 

  

ATTACKER 

DEFENDER 



Reinforcements 

 The defender dices for arrival of reinforcements from turn 1, in line with the sequence on your 

order of march. 

 These arrive on roads 1 and 2.  Dice once per turn for each unit until all reinforcements have 

arrived, but with the restriction that only 2 units can arrive per turn (stop dicing that turn once 

two units have succeeded in coming on). 

 Units arrive the following turn on the roll of a 5 or 6 on one of two dice. 

 Units arrive in column or tactical. 

 Reserves move as reformed for the first 2 turns they are on table. 

 

Victory Conditions 

 The Defender wins if at the end of any Recovery phase he has a steady or disordered unit 

occupying either of towns A or B. 

 The Attacker wins if at the end of any Recovery phase he has a steady or disordered unit 

occupying either of towns D or E. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

 Any other result is a draw. 

 

Historical Friedland 

The Russian General Bennigsen was tempted to attack the isolated corps of Marshal Lannes with the 

entire Russian army.  This involved the Russian fighting with a river to their back and their forces 

split by a river.  Napoleon rushed reinforcements to the battlefield, who arrived gradually through 

the day.  The badly positioned Russians were gradually forced back and onto the unfordable river, 

with only a few bridges to escape back across.  Thousands of Russian soldiers were drowned.  The 

decisive French victory ended the war. 

 

  



Aspern Essling 21/22 May 1809 

 

 
800 points Attacker 

650 points Defender 

 

Terrain 

 Hills are gentle.  Woods are open.   Marsh is difficult.  

 River is uncrossable except at the bridge. No infantry fire at medium range fire is permitted 

across the river, other than from artillery attachments. 

 The towns offered good protection so all firing at any range requires 6’s to hit. 

 The stretch of road between Aspern & Essling was slightly raised so is an obstacle and counts as 

cover for troops south of it, unless being fired at by troops on the road.  

 

Deployment 

 Dice for initiative as usual. 

 Deploy as per normal deployment rules with the following restrictions: 

 The attacker deploys up all troops less one division. 

 The defender deploys all troops less one division anywhere up to the Aspern-Essling road, 

including in the towns. 

 

Arrival of Reinforcements 

 Both the attacker and defender’s reinforcements begin arriving in march column in their 

movement phase of turn 2 along the respective roads on their baselines, needing to roll a 1-4 on 

one dice.  Troops who fail to arrive or can’t fit, come on in turn 3.The Divisional General arrives 

with the first brigade. 

Defender 

Attacker 

 



 Unreformed infantry can move as reformed for the first two turns after they arrive. 

Victory Conditions 

 The Attacker needs to occupy both buildings with a steady or disordered unit at the end of the 

game. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

 Any other result is a victory for the defender. 

 

Historical Aspern Essling 

Napoleon attempted to cross the Danube in the face of the Archduke Charles’ Austrian army.  After 

2 days of heavy fighting in which one of Napoleon’s favourites, Marshal Lannes was killed, the 

French Emperor was finally forced to withdraw from the river.  This was Napoleon’s first major 

defeat. 

 

  



 

Battle of Salamanca, 22 July, 1812 

 

 
Attacker 650 points 

Defender 800 points 

 

Terrain 

Hills are gentle. 

Scrub is rough going. 

 

Deployment  

 Dice for initiative as usual.   

 Deploy as per normal deployment rules with the following restrictions: 

 The Defender starts with all units placed  

o between 6 and 18 inches from his baseline,   

o in a single march column per division, facing his left  

o with at least one division in each sector (deploy in two columns if necessary to fit into a 

sector) 

o there are no movement restrictions for the Defender in turns 1 and 2. 

 Troops allowed to skirmish, can change from march column to skirmish with one formation 

change. 

 The Attacker has one Division on a flank march on his right and the rest of the army deployed 

normally on table at the start, but with no more than a single division in a sector.   

 

 

ATTACKER 

DEFENDER 

1 

2 

A 



Reinforcements 

 Dice for arrival of the flank march from turn one with 2 dice, needing a 10 or more.  Increase the 

number of dice by 1 each turn until the flank march arrives. 

 Unreformed infantry can move as reformed for the first two turns after they arrive. 

 

Victory Conditions 

 Each of hills 1 and 2 and town A are objectives.  The side with a unit occupying an objective with 

a steady or disordered unit at the end of the game is the winner.  If both sides are on an 

objective with a steady or disordered unit, then it is shared. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

 

Historical Salamanca 

Seeing a column of dust and so believing that Wellington was retreating behind the cover of a 

rearguard, Marshal Marmont launched a flanking manoeuvre to cut off and destroy the Allied 

rearguard.  In performing this movement, the French army became strung out on the march.  The 

Allies were not in fact retreating but as usual were concealed behind hills, and the column of dust 

was the armies’ baggage being moved back.  Seeing the vulnerable position the French were in, 

Wellington launched an aggressive attack that swept onto the French flank and routed them.  

Marshal Marmont and his second in command General Bonet were both wounded early on and so 

the French army was virtually leaderless for much of 

  



Battle of Borodino, 7 September 1812 

 

 
Attacker 800 points 

Defender 650 points 

 

Terrain 

 Woods are difficult & hills are gentle. 

 The river is treated as uncrossable except at the bridge. No infantry fire at medium range fire is 

permitted across the river, other than from artillery attachments. 

 Bridges do not block line of sight or fire, and are considered to be as wide as the river, whatever 

the actual size of the model.  Bridges can be crossed in tactical with a CMT. 

 CMTs are required to exit redoubts.  

 

Deployment  

 Dice for initiative as usual.   

 Deploy as per normal deployment rules with the following restrictions: 

 The Defender starts with all units on table, and can deploy up to the line of the furthest forward 

redoubt, but cannot move ahead of this line for the first two turns. 

 The Attacker starts with all Divisions deployed anywhere up to 10 MU of the centre line, but 

with at least one division on the Borodino side of the river. 

 

Victory Conditions 

 Each of the 3 redoubts is an objective.  A redoubt is considered held if it is occupied by a steady 

or disordered unit at the end of the game. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

  

DEFENDER 

ATTACKER 



 

Historical Borodino 

Deep in Russia and frustrated by weeks of trying to pin down the retreating Russians, Napoleon 

finally gets his chance to win a decisive battle and end the war, when Kutusov turns to make a stand 

before the French reach Moscow. 

To reinforce their lines, the Russians have built a number of redoubts.  With little finesse, Napoleon 

launches a series of frontal attacks frontally on the redoubts, suffering enormous casualties, but 

inflicting them too.  Possession of the redoubts see-saws through the day until finally the Russians 

are pushed back.  Napoleon is too cautious to risk sending in the Guard to deliver the coup de grace, 

and Kutusov is able to extricate his army in the night and continue the retreat with his force still 

intact. 

  



Retreat from Moscow – November 1812 

 

 
Attacker 800 points 

Defender/Rearguard 800 points 

 

Terrain 

Hills are gentle and woods are open 

 

Deployment 

 Dice for initiative as normal  

Sequence of deployment 

 Defender places all his troops anywhere in his own half of the table, excluding one unit (from 

any division).   

 Defender cannot move non-skirmishers across the centre line in the first two turns. 

 Attacker deploys all his troops up to 10 MU from centre. 

 The defender places his two objectives (see below). 

 The attacker places his objective (see below) 

 Defender places his last unit. 

 Generals are placed, defender first. 

 Attacker moves 1st. 

 

  



Objectives 

 The defender places two 40x30mm objectives in its half of the table, at 12MU from own long 

edge, no closer than 10 MU of each other or within 16 MU of the short table edge. 

 The attacker places one 40x30mm objective, at 12MU from the defenders long edge no closer 

than 10 MU of the defender’s objectives or within 16 MU of a short table edge. 

(The objectives limit neither vision nor movement) 

 

Unit & Objective removal 

 Starting in the assault phase of his 3rd turn, the Defender must remove 1 unbroken unit each 

turn.  Units in combat cannot be removed. 

 Starting in the assault phase of his turn 6, the defender removes 1 objective. 

 Starting in the assault phase of his turn 7, the defender removes a 2nd objective. 

 

Game Length 

Maximum 8 turns. 

 

Victory Conditions 

 Attacker wins if at the end of the recovery phase, he is touching any of the objectives with a unit 

that is neither broken nor wavering nor in contact with an enemy unit, and the defender does 

not also have a non-broken or non-wavering unit in contact with the objective. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

 Removed units do not count as lost. 

 The defender wins in all other situations. 

 

Background 

This is a fictitious representation of what would have occurred on the French retreat out of Russia – 

a corps trying to break off and fall back, leaving an ever diminishing rearguard to cover the retreat. 

 

  



The Battle of Hanau 31 October 1813 

 
 

Defender - 650 points 

Attacker – 800 points 

 

Terrain 

 Woods are open (cover to troops wholly inside) 

 The river is uncrossable. No infantry fire at medium range fire is permitted across the river, other 

than from artillery attachments. 

 All roads are a base width wide 

 

Deployment 

 Dice for initiative and deploy as per normal, qualified as follows: 

 The defender starts with all units on table as far forward as the village of Neuhoff. 

 Attacker starts with max half units on table (complete divisions where possible) up to a line over 

6 inches back from Neuhoff.  The CinC starts on table. 

 

Reinforcements 

 Before deployment, record which of roads 2, 3 or 4 the rest of his Divisions will arrive from.  At 

least one Division must arrive on each of roads 3 and 4.  

 An entire Division must arrive down the same road. 

 Dice per unit for the arrival of Attackers reinforcements from Turn 1, needing a 5 or 6 on either 

of two dice, with a max of two units arriving each turn. Units are diced for in order of march.  

 Divisional generals arrive with the first unit to arrive. 

DEFENDER 

ATTACKER 



 

 

Victory Conditions 

 Attacker wins as soon as he gets at least 2 steady or disordered units within 6 inches of road  

point 1 with no intervening steady or disordered enemy units. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

 Any other result is a win for the defender. 

 

Historical Hanau 

After Napoleon’s defeat at Leipzig, the French army retreated towards France.  Count Wrede, 

erstwhile ally of Napoleon, attempted to halt the French retreat at Hanau, not realising he was 

facing Napoleon and the entire French army.  The Bavarians were brushed aside easily, suffering 

heavy losses in the process, and prompting Napoleon’s famous quote, “I have made Wrede a Count, 

but it was beyond my power to make him a General.”   

  



Waterloo, 18 June 1815 

 

 
Defender 800 points 

Attacker 800 points 

 

Terrain 

 Hills are gentle.  Woods are open.   

 The gully is difficult going.  Troops completely inside can only be seen if they fire out, or from the 

edge.  They can only be fired at by infantry. 

 The orchard around Objective 2 counts as cover for both sides, including troops in the buildings 

(so attackers and defenders are always only hit on a 6, even at close range) 

 

Deployment 

 Dice for initiative as usual. 

 The Defender must start with at least one and no more than two divisions off table.   

 The Defender must deploy an infantry unit in each of objectives 2 and 3, and must keep at least 

2 units on either side of the road until at least turn 6. 

 The Attacker starts with all troops on table and moves first. 

 Troops are deployed as per the normal rules, 3 units at a time, except that excluding the units in 

Objectives 2 & 3, the Defender only deploys troops not visible to the Attacker AFTER all the 

Attacker’s units have been deployed. 

 

Reinforcements 

 The Defender’s off table Division/s are diced for from turn 1, needing an 11 or higher on two 

dice to arrive, reducing this by one each turn.  If more than one Division is off table, they will 

X 

Defender 

Attacker 



arrive in successive turns from the turn after they successfully dice to arrive.  If they have failed 

to arrive by turn 7, all off table divisions will arrive together in turn 7.  They arrive on Road X. 

 Unreformed infantry can move as reformed for the first two turns after they arrive. 

 

 

Victory Conditions 

 Building 1, 2 and 3 are each worth 1 point.  The winner is the person who occupies the most 

objectives with a steady or disordered unit at the end of the game, except that if the Defender 

occupies objective 1, the game is over and the Defender is the winner. 

 Alternatively, if victory is attained by either side, as per the FOG N rules, then the game is over 

and that side is the winner. 

 

Historical Waterloo 

Napoleon fought the combined Anglo-Dutch army under the Duke of Wellington.  Repeated attacks 

up the slopes of Mont St Jean took a heavy toll on the Allied army, but failed to force a 

breakthrough.   Late in the day, the Prussians began arriving on Napoleon’s right flank, “fresh” from 

their defeat two days earlier at Ligny.  This forced the Emperor to split his forces.  A final attempt by 

the French Guard to punch a hole in Wellington’s centre was repelled, and an Allied counter-attack 

broke the French army, and put an end to the last major battle of the Napoleonic  Wars. 

 


