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Introduction

The Campaign of 1814 in France remains one of those periods of history often skipped 
over. Historians and wargamers will play Leipzig and Waterloo but rarely will they 
consider Montmirial, Craonne and Paris. To be blunt the campaign is just not popular.

During the development of this computer simulation I grew to enjoy learning more about 
a campaign that I must admit that like many I had neglected. I now have the chronology 
of the battles forever embedded in memory.

It our goal through this project that more wargamers will grow to enjoy and appreciate 
this campaign. We believe that it was a worthwhile project despite the fact that interest 
on the campaigns of 1813 and 1815 usually take priority.

If you are reading these Notes and have not yet purchased the game you will greatly 
benefit from its rich depth of detail and historical importance. This is the first computer 
simulation to my knowledge on the topic apart from those computer simulations that use 
a much larger scale.

I took on the project with some trepidation in that information for the French army could 
be very difficult to obtain. Our good friends up on the Napoleon Series forum and 
various authors and friends aided me greatly with the research. I will list them here so 
that their contribution is duly noted:

David Guegan provided valuable information on the Paris map and the battle. The 
scenarios could not have been done at all without his help.

George Nafziger provided some information from his 1814 book (yet to be published). 
These were order of battle files which were not in his collection.

Warren Bajan corrected me on several points concerning the order of battle files. He 
was most helpful with the St. Dizier deployment. And as usual remained on call for 
historical information.

Dominique Timmermans, Oscar Lopez, Digby Smith, Steven Smith all contributed 
information for me on the Napoleon Series forum. I especially appreciate Dominique 
and Oscar for their information. Digby's Data Book helped fill in missing information in 
the order of battle files or give me some idea of what forces were at specific actions.



Paco Palomo gave me the idea to add in the Battle of La Souffel. This is one of the little 
gems that the players will enjoy in the game. It was the last battle of the Napoleonic 
Wars in France.

A special thanks to the folks at Geoportail - http://www.geoportail.fr - their topographical 
maps are fabulous. Along with period maps we were able to put together a collection of 
maps that we feel are a good representation of the terrain and features for 1814.



The Planning

 In May of 2011 I decided to start work on this project. I was deep into design work on 
Campaign Leipzig as well as other game projects. One of my concerns (and rightfully 
so) was the order of battle information. Much of the data on the French army is missing 
forever. One can only conjecture at strengths, composition of force, even leaders for this 
campaign.

 I was pleasantly surprised to find Andrew Uffindel's work (see Bibliography below) on 
the campaign. His approach is not terribly detailed for the battles but his Appendix on 
the French army is worth the price of the book. In it he showed how the organization of 
the French army changed over the course of the campaign. Truly an incredible piece of 
work.

 Along with this I was referred to the French topographical map website Geoportail by 
several people. That helped get me on the right path.

Works on the campaign are terribly lacking in detail. Order of battle information is by 
division. The account of the battles is more a narration than what I was used to reading 
in other fine works. Older accounts used this style but even "scholarly" contemporary 
works used this format at all. Uffinedell's work has nice battle maps. Most books lack 
these with the exception of Hourtoulle. Leggiere's work had some maps in it but his only 
volume on the campaign only deals with the events leading up to Brienne.

In the end I had to dig and dig for what I needed. I literally would use something like 
twelve sources for one battle often having to (confusingly) flip back and forth through a 
book, an online article, a document in my 1814 folder and so on. I remember one online 
source in particular being in direct contradiction with another good source I was using. 
Quel dommage! It was truly one of the harder projects to work on.

 I had already done most of the research on the army troop types during the work on 
Campaign Leipzig. However, the Wurttemberg army underwent changes with their 
cavalry. Warren Bajan helped me out quite a bit. I put together a small chart showing the 
uniform differences of the regiments. Thanks again Warren! The icons are in the 
Campaign Leipzig set in case anyone wants to use them for later 1813 scenarios.

Along with this the French had Spanish Gendarme units at the Battle of Arcis-sur-Aube 
that cropped up during the design of the order of battle for that action. Add in other units 
for Bavaria, Wurttemberg, Northern Italy and Baden and I had to get the Graphics Team 
to add in a few new icons as well. Thanks Mark Adams and Joe Amoral! I truly thought 
we had all of the artwork we needed for the 1813-14 games but there were a few units 
that I missed. Thanks especially to John Tiller for forbearing with me on the budget of 
the 1813-14 project artwork. My full list had something like twenty additional icons for 
the entire period but we had to draw the line somewhere. Altogether we have over 295 
icons for this period and of a future project on the Peninsular Campaign will add in at 
least another one hundred and fifty icons.



The selection of battles was my next task. How much of the campaign in France should 
I add to the game? The battles in southwest France will be in a future Peninsular title. 
What about Holland and Belgium? Should I add in those of the Army of Lyon?

In the end I realized that time was not my ally. I had to bear down and put into the game 
only those actions that I felt were the most important at telling the story of the incredible 
struggle for France. This includes those actions that occurred in and around the Brie 
Plateau area as well as to the immediate south on the Seine and Aube rivers as well as 
to the north at Laon and Craonne.

 I have a soft spot for the Italian campaign so the Battle of the Mincio is included. And as 
I mentioned earlier the Battle of La Souffel is in the game as well. I also added in a large 
action featuring the Prussian army of 1815 fighting against an army of France on the 
large East Brie Plateau map.

My goal is to add in many more battles for this game. This will include new maps for 
campaigns I plan on developing over the years. The actions in Holland, Belgium, 
Northern Italy and the area to the south and east of the main campaign area will be 
covered, time permitting.

An initial list of campaigns was drawn up. To try and do a campaign file that included the 
entire campaign with a huge amount of options was out of the question. Just far too 
many choices would develop and some of them I felt would be unhistorical. I chose to 
go with a group of campaigns that covers important periods of time in the campaign. I 
also have linked some of these together.

 The players love the campaigns and these should satisfy the need for these in our 
products. In particular is the "Napoleon's First Lunge to the North - Solo" which has AI 
scripts and is a "do or die" situation. Lose a battle and the campaign is over (for the 
most part).

The head to head campaigns were based on command control of the armies. Napoleon 
has a small force to work with (around 50,000 men) while the Allies could amass 
something like 120,000 men easily. The Allied movements will be deliberate and 
inflexible. Those of Napoleon's will produce almost ambush-like situations. He is usually 
going to be hitting the Allies where they least expect it with a larger force (initially).



Battles covered in the game include (in chronological order):

Bar-sur-Aube/Colombey - January 23-24
Brienne - January 31
La Rothière - February 1
Mincio - 8 February
Champaubert - 10 February
Montmirail - 11 February
Château Theirry- 12 February
Vauchamps - 14 February
Mormant -Montereau - 17-18 February
Bar-sur-Aube - 27 February
Craonne - 7 March
Laon - 9 March
Reims - 13 March
Arcis-sur-Aube 20-21 March
Fere Champenoise - 25 March
St. Dizier - 26 March
Paris - 30 March
La Souffel - 1 July 1815

Each of these has a Historical as well as several Alternate situations. The historical 
battles are often rather one sided (but the victory conditions balance that out) so I added 
in two to four Alternate situations so that the players could explore different possibilities.



Campaigns covered in the game are (listed in chronological order):

Napoleon's First Lunge South

This campaign covers the period of time from 26 January to 2 February. The battles of 
Brienne and La Rothière are covered in this time period. A small action at St. Dizier also 
occurred at this time. Napoleon starts at Châlons-sur-Marne and the campaign ends 
further to the south.

Napoleon's First Lunge North

This campaign covers the period of time when Napoleon trailed Blucher to the Brie 
Plateau area when the latter was making his first move on Paris. The French army over 
the period from 10-14 February won four engagements and drove Blucher away from 
Paris. While Napoleon's overall goals of destroying the army were not achieved he was 
able to decimate several of the Allied corps. Olsufiev's for instance would be a shell of 
its former self for the duration of the campaign. Yorck's 1st Corps suffered enormous 
losses as did the other Allied formations. It was truly the main event of the game to 
model and a must to have in the game.

Napoleon's Second Lunge South

This campaign covers the period of time from February 17 to 21. After Napoleon had 
dispatched Blucher he used the better roads to move south and try and catch 
Schwarzenberg's formations before they could escape. He dealt Wittgentstein and 
Wurrtemberg a severe blow on the 17th and 18th and almost caught the 3rd 
Armeekorps of Gylui as well. Schwarzenberg backed away to the southeast avoiding 
battle at Troyes but that action is included to allow the players to explore the "what-if" of 
the situation.



The Tiger of France

This links the first three campaigns together. Napoleon's apogee was reached at 
Montereau. After that he would always be terribly outnumbered and generally the 
course of the campaign would be one of misery. He would enjoy victories but they would 
be empty. The campaign has some "what-if" appeal to it and allows the players to take a 
slightly deviant course of action.

Napoleon's Second Lunge North

This campaign covers the actions of Laon, Craonne, Reims and Soissons. The period 
during the long march up to the north is covered in narrative. Blucher's second attempt 
to move on Paris was foiled but at great loss.

Napoleon's Last Gamble

This campaign covers the final battles of the campaign. It has little deviation from the 
historical choices with the exception that the French player can choose to not make the 
flank march that left Napoleon far to the east while Paris was in peril.

The Last Dance

This campaign links the preceding two campaigns together to allow the players to fight 
out the twilight battles of the campaign. Everything from Craonne to Paris.

La Patrie en Danger

This is entire campaign. All of the campaigns were linked together to create this 
campaign file. It is rather linear but for those that want to fight the entire campaign here 
it is. In the future provided I get some time I plan on adding in more options which will 
allow the players to explore more avenues that were available to the commanders of 
each side.



Notes on Scenario Optional Rules

The Playtesters were asked to use the following options for their games:

The scenarios were balanced based on these options. The Victory Points for Leader 
Casualties is the only option I would say could be left off to ensure a consistent degree 
of balance. Otherwise the other options do reflect the particular historical flavor of the 
campaign with one or two exceptions and of course the players are welcome to use 
their own version of the rules. Just know that this is what we used and if you decide to 
go with something different you may end up with a certain degree of imbalance as a 
result.



Notes on the Battles

In my last title I wrote quite a bit on each of the battles. I prefer to just let the players 
read the Scenario Descriptions for each of the actions. I would just be filling up space if I 
were to copy them here.

Each of the battles had their own unique challenge. Here are some comments on 
several of the battles so that the players understand why the design features fixed units, 
reinforcements, etc.

Brienne - my first design had 20 minute turns. The weather effects were a concern to 
me. I felt that 10 minute turns might be a problem. The layout of the Allied forces was 
not as much of a problem as the arrival point of the French forces. Several texts helped 
me in this regard. I reverted to a 10 minute move format after it was found that 20 
minute turns would not work.

La Rothière - again I was thinking of using 20 minute turns. In the end I just dropped 
back to a 10 minute format. I was not happy with using 15 minute turns (Waterloo 
format) and even my own 15 format I used later did not seem to fit. The movement was 
slow and deliberate. I wanted the players to experience the same difficulties that the 
men did at the battle.

Mincio - the book by Liberati and Acerbie listed in the Bibliography really helped me with 
this battle. My other text on the Italian campaign was also helpful. The fixing of the Allies 
gives the French a fighting chance. It also portrays the slow Austrian command 
response.

Champaubert - my first design of this was terrible. The Playtesters helped me make 
corrections. Still it is very lopsided. The 9th Corps doesn't have a chance. I like to play 
the Allies anyway. It's a true challenge. Of particular note was the initial placement of the 
Allies. Also the order of reinforcements. Some may not agree with the French order of 
battle. I deliberately left some out. The balance issue was already so bad that to add in 
more French units would have just made the scenario a total wipeout.

Montmirial - at the end of the work on the project I obtained the fine text "Hanau and 
Montmirail" (see Bibliography). This helped me with any last minute corrections on the 
scenario. Initial attempts left much to be desired. I had to fix the Allies lest they wipe the 
French off the map early on.

Château-Theirry - We playtested this one quite a bit. It is a running engagement. Very 
hard to balance these situations and I am still not sure that I "got it right." It always 
depends on who is playing which side. The terrain favors the Allies. The French will find 
themselves chopping their way through the orchards if they continue due north but to 
detour around the orchards usually means that the Allies slip away. A mixture of both 
seemed to be the best strategy. The jury is still out on my design and any comments by 
players is truly appreciated.



Vauchamps - the map is very long. We found that the Allies could hold their ground so I 
had to introduce a variable release time for the remaining French units that historically 
did not fight to induce Blucher (the Allied player) to fall back. It is doubtful that Blucher 
would have been able to survive a second day of action.

Mormant-Montereau - Back to the south - I had to do quite a bit of checking on troop 
locations. The initial dispositions are usually not listed in books. Petrie and Houssaye 
were helpful.

Bar-sur-Aube - my favorite map of the project. I like maps with plenty of contour 
changes. This map got lengthened later on when I added in the Colombey area to allow 
for larger campaign actions. I am glad I took the time to do that. It gives the players a 
better appreciation of the situations at Bar-sur-Aube in January and February.

Craonne - the setup was a bit tricky for the French. I placed them no less than four 
times before I was happy with their setup. The map was fun to make. Again, I like the 
different contour levels.

Laon - another fun map to work on. The city was of particular interest. I tried my best to 
find older maps of the city so that I could place the gates correctly and so on. In 
particular I changed out the woods around the city to orchards as the Line of Sight from 
the city was terrible and I think that Blucher, ill as he was, was able to see from his 
place in the city the battle as it unfolded later in the day.

Reims - I initially spelled it as Rheims. Some may prefer that. I went with the modern 
spelling. The scenario needed some fine tuning. I am not sure that it is balanced but it 
depicts the events of the day. This was more of a fight for the ground to the south of the 
town than for the city itself. Thus it is short and yes, the French have a huge advantage. 
The Alternate situations add in more Allied troops from Blucher's army.

Arcis-sur-Aube - a very confusing battle. First the French cross the Aube to the south 
and then move west to cross the Seine. They capture a bridge train and then they move 
back to the east, cross the Aube and almost get tossed into the river on the 21st. The 
22nd was a true lack of resolve on Schwarzenberg's part. Had he attacked at first light 
there is no doubt that the French would have lost many more men. Note: I added in a 
special rule for this battle. The players should check out the Arcis-sur-Aube.pdf file so 
that they know the rules I added in for the battle. It balances the battle so that the Allies 
do not swarm all over the French on the 21st.

Fère-Champenoise - equally confusing to understand at first but after I got the hang of it 
the placement of the troops followed after I did a march-time study. The French can 
unite in this action to try and fight the Allies in a general battle. Something that they did 
not do historically.



St. Dizier - I chose only to cover the second action here. This was Napoleon's last 
victory in the campaign. He attacked Winzingerode's corps and drove them to the north. 
Warren Bajan helped me with the organization (noting among other things that I had the 
French cavalry commander at two battles at the same time - the other battle being Fère-
Champenoise) and placement of the forces. Also with the terrain of the area near the 
city and to the west where the French crossed the Marne.

Paris - the most challenging of all of my designs other than Leipzig. Where were the 
forces? Period maps show them as they assault the French but where did they start the 
day? Who attacked first? In what order? I was truly aided by several people for this 
battle but mainly David Guegan provided the most help. He meticulously noted on 
drawings where the gates were located, important locations in the city and many other 
items of which I frankly have forgotten. I chose to go with special scenario rules rather 
than the usual victory determination approach. There is a Battle of Paris PDF file in the 
main folder that outlines what the Allied player must do to win. The objective value is 
actually a TIME - if the Allies take the objective before that time then they will receive a 
full VP value. If they take them after that then they receive HALF of the VP value. And of 
course if they never take the location they get nothing for them. A tracking page is 
included that will be used by the players to note the times when each is initially taken.

The Paris garrison may come out to fight in small amounts. The French army may not 
enter Paris before a certain time. The Wings of the French army have designated 
sections to defend and may not cross over past a certain time period. Likewise the Allies 
must keep to their boundaries. It's a new approach and likely to bring some negative 
and positive comments from the customers. It's the best way I felt to portray the battle.

La Souffel - really a lot of fun to make this battle. As mentioned before Paco Palomo 
gave me the idea as he had mentioned that his miniatures group played the battle at a 
convention. I looked all over the internet for information and also noted that the VII 
Corps (Rapp) had been included in the Campaign Waterloo game thanks to the hard 
work of Claes Melbro. Art Hall and I took our sweet time playing it and really enjoyed it 
much. As the Allied player I made a mistake in not attacking all three crossing points 
which allowed him to send an entire division to help out and pretty much stop my attack 
after I got across the river. The map was based on several maps I found which includes 
miniature scenario maps and historical maps. We had the artwork for the units so it was 
a no brainer to include this one in the game.

The Brie Plateau - this is the area where the battles of Vauchamps, Champaubert and 
others of that time period were fought. In the future I plan on including the western half 
of the Brie Plateau and including the actions that MacDonald fought in this region. 
These will come in future updates. I also want to include some of the minor actions in 
the Lyon region, on the Rhine and in Holland and Belgium. And more from Italy as well.

Truly the best actions were included in the game. If I left out an action that you feel was 
important just send me a note via the John Tiller Support email. I will be glad to add it to 
my list and add it into a future update.



What I have decided to leave out will be the various sieges still ongoing in Germany to 
include Mainz, Hamburg and Danzig. I included an historical action that occurred at 
Danzig in the Campaign Leipzig game. I have considered some other actions that were 
part of the sieges and perhaps given time I will add them in but they have a low priority.

What's in a Name?

During the production of this title I posted a question on the Napoleon Series Forum. 
What name did the French army use during the campaign? Was it still "La Grande 
Armée" or something different? Most agreed that the name had never really been 
dropped but that the French army was anything but "grand" in size.

A similar look at the Allies found that the term "The Grand Army" was used to refer to all 
of the Allied forces.

However, my final decision on the subject was that the French army, when compare to 
the performance of the Allies, still deserved the term "La Grande Armée." Its leader got 
more out of them than the Allied counterparts.



Final Comments

These games are a lot of work for us to build. Getting one of these games "out the door" 
takes quite a bit of work in itself.

Realize that these games are a "project in being" and that we are faithful to update our 
products. The amount of text writing that goes into one of these games "is enough to fill 
a book" according to Rich Hamilton. Undoubtedly there were mistakes made 
somewhere that we missed. If you see something that you think should be corrected 
please contact the John Tiller Software Help Desk and let Rich Hamilton know what you 
think should be fixed. 

I love to build the maps and enjoy finding old maps and exploring them in detail to find 
those little "tags" that I can add to the game map to give it some character. The 
Augsburg map in Campaign Austerlitz was truly my first real "in-depth" map and I 
enjoyed finding detail for Leipzig as well.

But Paris has to be my favorite map that I have built. I am thinking of all of the 
Frenchmen around the world that to them that is THE CITY. I got to put that map into 
one of our games and for me that was a distinct privilege. The only thing that takes it 
place would be some day to do a game that includes (at this scale) one of our great 
cities in the United States.

Enjoy the game folks and get out onto the battlefield and earn your baton!
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Miscellaneous Notes:

The game uses "feet" for measuring the differences in the contours but in fact all of the 
maps I built used meters. So 60 feet is actually 60 meters.

Ranks: I used the same abbreviations in this title as I have since Austerlitz. GB is 
General de Brigade, GM is General-Major, etc. I have not provided a list of ranks as I 
felt that they were pretty simple to figure out. Contact us if you have a question about 
the ranks.

Some unit pictures were used to represent other unit types. I apologize where this 
happens. This set of unit images is exhaustive but not complete and had I had our 
Graphics Team build an image for each unit in the campaign they would have had to 
spend an additional month on the project. We do our best to give you, the customer, a 
full set of images for the units portrayed in the title.

I continue to add to the titles I work on so expect to see more scenarios with each 
update. I plan on finishing off a larger section of the Brie Plateau. The Meaux and Ourcq 
maps came from this unfinished section which is known as "Brie_Plateau_West." Once 
this map section is done the entire Brie Plateau map will be completed and released in 
a future update along with new scenarios. 

Also expect more solitaire materials. I apologize for not including all of the campaigns in 
a solitaire format. I prefer to do quality work rather than shoot for a quantity amount. 
This title required a large amount of research and will continue to receive updates as 
time goes by and better material becomes available. There are three books or booklets 
on the campaign in progress by the following authors: Kevin Zucker, George Nafziger 
and Michael Leggiere. Once these are released I may find areas in the game files that I 
can correct and also new situations that I can build into scenarios.


