The Rearguard at Seligenstadt
(Battle of Dettingen, July 27% 1743)

-M. LeMarquis de Sangfroid, 1743

Jt 1S the summer of 1743, during the War of the Austrian Succession. A French

army under the (unfortunate) combination of Marshal Noailles and his nephew the
Duke Grammont, has found itself well placed to annihilate the trapped Army of the
Pragmatic Sanction, under Duke Arenburg of Austria and King George IInd of Great
Britain, the whole being led (nominally!) by the Earl of Stair.

However, the French command has sent in its attacks piecemeal, and far from adding
a resounding victory to the annals of French military history, it instead suffers a
crushing defeat. It is now pouring back over the River Main at the town of
Seligenstadt, situated on the west bank of the river (see map #1).

Even the elite troops of France, les Gardes Francaises, have turned tail and fled to the
river to try to cross the pontoon bridges there. When one of the pontoon bridges gave
way, they threw themselves into the river and tried to swim across. For this they came
to be derisively called “Les Canards du Mein”, or the “The Ducks of the Main”, by the
Allies (and no doubt by other less privileged regiments in the French army), and
would only regain their reputation later under the great Marshal Saxe.

This scenario has been designed use with Koenig Krieg rules for 18t C. warfare in
mind, but any other good set of rules for the period should do just as well. It doesn’t
require masses of troops and should make for a quick game, but hopefully it presents
some challenges for the French and Allied commanders.

Oh, and you won’t find this one in the history books. Historically, the Allies were too

battered and exhausted to mount any kind of effective pursuit. But it makes for an
interesting “what it”.
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Map #1: Contemporary map showing the area around the Battlefield at Dettingen

The Scenario

As commander of the French rearguard, you have been tasked with the
thankless (but potentially career-lifting) role of trying to ensure that as many of
your defeated compatriots find safety behind the river, and to delay or halt the
allied pursuit. Needless to say, you are to try to preserve as much of your command
in the process as possible.

The Allied commander is given the duty of trying to close the trap by making a
foothold on the west side of the river, preventing the fleeing remnants of the French
Army from crossing the Main (so that they can be rounded up at leisure later).

One of the two pontoon bridges has already collapsed a little distance upriver, and the
Gardes Francaises are getting in some practice for the 150-meter crawl. That leaves just
the one pontoon bridge across the Main, leading directly to town of Silegenstadt itself
and on to the French camp a little further upriver.
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Despite their initial sanguine hopes for victory- and as befitting the disciples of the
great Vauban himself- the French did at least had the sense to throw up a redoubt to
guard the crossing, and have garrisoned it with a regiment of reliable Swiss troops of
high morale. (The redoubt counts the defenders as being behind “works” in Koenig
Krieg).

It is late in the day; both nightfall and exhaustion will bring an end to the fighting, and
if the French can hold off the Allied pursuit, they will be able to organize a more
substantial defense the next morning while the army retreats unhindered.

I expect the French are going to find this tough going- they are outnumbered slightly
in infantry, but more significantly in cavalry, by a margin of four-to-one. Not a good
day to be a French dragoon, and even they are not available at the outset. However,
the Marquis does have the benefit of two light guns (the Allies are assumed to be
moving too quickly for their artillery to keep up). Furthermore, the Allies will be
arriving piecemeal over the course of the game; the French will have to keep them at
bay while time runs out for the Allies to meet their victory conditions. The French
commander is buying time with (hopefully Allied) lives, and eventually has to retreat
over the bridge to the safety of Seligenstadt before the bridge is destroyed.

Speed is important, and possession of the redoubt will most likely mean the difference
between victory and defeat for either player. I would expect the Allies to use all means
at their disposal to oust the defenders there- most likely through using their cavalry to
get in through the flanks- and that the French will not let go of it lightly!

Special Rules:

1) Run Awaaay!!!- At the beginning of every move the French player rolls a six-sided
dice and consults the following table to see how many of the fleeing rabble (in the
equivalent in miniatures) have crossed the bridge in safety that turn. These need not
be represented on the table, as they cannot be shot at- the Allies” priority being to first
destroy all organized resistance. They can pass freely around any French units in the
vicinity with no effect. Players need keep track of how many poor wretches escape
over the bridge for the purposes of victory points (see later).

Die Roll (1D6) Results (figures)
1 4
2-3 8
4-5 12
6 16
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2) Nous Sommes Trahis!- Panic is of course infectious. Unless you choose to fight it
out to the last man, use the Army Morale table as set out in the Konig Krieg rules.

The Allies take this roll on the fourth turn as per the rules.

The French have to take this roll every 3nd turn, as clearly things have been going very
badly on the field so far this day and it is unlikely that they are feeling overconfident.

For this small scenario, where the Army Morale Table says “Brigades”, read it as
“Battalions” instead. It could make the game rather short...

Game Length:

The players have a total of two hours to achieve their objectives (eight turns if using in
Koenig Krieg).

Setting up the Battle:

All French units start on table within the west side of the blue start line (see separate
map).

Allied units enter from the east; behind the red start line (see separate map).

Allied Brigade order of Appearance: refer to table in separate Order of Battle (PDF
file.)

The Battlefield:

The map provided is not to any particular scale, and can be readily adapted to any
table size. However, it is recommended that the distance between the French and
Allied setup areas be the equivalent of at least three move lengths (I use 28mm figures
based in a single rank, so I multiply all moving and firing distances in K.K. by two.)

Terrain is generally flat (the battle takes place on a flood plain), with a wooded area to
the left flank of the French line. While protecting the French left flank, the woods can
also allow the Allied player to send a force around to try to outflank the French
position, so this will have to be watched. The woods are considered impenetrable for
formed troops.

There is no need to model the town of Seligenstadt itself, as it lies just further in from
the west bank of the R. Main. However, it would make a nice piece for a gaming table!
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i3~ Victory Conditions

French victory conditions:

A total victory if all the Allied forces are either destroyed or driven back past their
start line by the end of turn 8.

It is absolutely necessary that no Allied units end the game by spending a full turn
on the west bank of the Main River. Should this happen, it is a clear allied victory
and after giving his parole and returning to France, the French brigadier faces exile

to New France. Otherwise:

+30 points- if still in possession of the redoubt at the end of the game and no mélée is
taking place.

+20 points- for every French unit withdrawn safely over the bridge into Seligenstadt
after turn 6 (count only those units having taken less than 40% casualties)

+20 points- for every Allied Unit destroyed or routed
+20 points- for every Allied brigadier having been killed or captured in mélée

+ 5 points- for every craven wretch that managed to successfully cross the R. Main to
safety. (See Special Rule#1)

Allied victory conditions:

At least one unit with less than 25% casualties must have remained for a complete
turn on the west side of the Main River by the end of the game for a total Allied
strategic victory.

If all the Allied forces are driven back past their start line by the end of turn 8, it is

an automatic victory for the French, and the Allied commander is forthwith
appointed Governor of the Fever Islands for such a humiliating defeat. Otherwise:
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+20 points- for every Allied unit ending the game west of the original French start
line.

+20 points- for every French Unit destroyed or routed.

+20 points- for killing or capturing French brigadier in mélée.

Total the victory points and he who comes out with the highest total is the winner!

Optional rule- if an enemy unit is broken in mélée, I have always had a rule where the victor of
the mélée rolls a 1D6. On a roll of 6 the enemy’s standard is captured, with an additional 10
points being added towards victory points.

Hanoverian Infantry march steadfastly forward in an attempt to seize the bridge.
(Front Rank SYW miniatures from Kris Opsetmoen’s collection)

Robert Swan Page 6 2/16/08



