Medellín 1809
Historical Introduction.

The Opposing Plans.

In early 1809, the Emperor decided that the French Armies in the peninsula would launch a new invasion of Portugal. The plan was to enter Portugal through three different routes. Marshall Soult’ Corps would advance from the North, from Galicia; the Corps led my Marshall Victor would cross the border at Badajoz, and the forces under Gen. Lapisse would do the same at Ciudad Rodrigo. 

Following that scheme, after their victory at Uclés Marshall Victor advanced on to Extremadura in mid-February, whilst Gen. Sebastiani’s forces kept an eye on the remains of the Spanish “Army of the Center” at La Mancha.

Meanwhile, the Gen. Don Gregorio de la Cuesta, that was at Extremadura since December, was trying to raise a new army in that region. When the Spanish commander decided that he had enough troops, he ordered his army to occupy the left bank of the Tajo, blocking the bridge at Almaraz to prevent the French from crossing there. 

Victor considered that the forces available were too few for the task assigned. But, being under pressure from King Joseph, he crossed the Tajo the 5 March at Talavera and Puente del Arzobispo, outflanking Cuesta’s Army. 

The Spanish forces were forced to retreat after the action at Mesas de Ibor. Always retreating, after some skirmishing Cuesta reached La Serena, where the 27 March he was joined by a detachment of some 6000 troops under the Duke of Alburquerque. 

The Battle.

At dawn of the 28 Cuesta deployed his forces in front of Don Benito, between the Guadiana river and the Hortiga creek, forming a line of nearly 6 km. Then, the Spanish commander ordered a general advance, keeping in reserve only a battalion of Granaderos Provinciales (Provincial Grenadiers) and two Hussar regiments. 

Taken by surprise, Victor ordered their cavalry and Leval’s German division (the latter was somewhat weakened after leaving behind a few detachments before reaching Medellín) to delay as much as possible the Spaniards. The French Marshal was trying to gain time to deploy their other two divisions. 

Towards noon the battle began. For two hours the French retreated slowly, launching some charge attempts that were firmly fended off by the Spanish troops, that even managed to capture some guns. Around 15:30 p.m., the Almansa, Infante and Imperial Toledo cavalry regiments were ordered to charge to try to surround the French right wing. But, instead or executing the orders, the regiments turned tail and routed completely, overrunning Gen. Cuesta himself in the process. The Spanish left was “in the open” and the French took immediate advantage of this, despite of the remarkable efforts made by Don José de Zayas’ Provincial Grenadiers. Lacking depth and reserves, the Spanish line quickly crumbled, being the troops of the Duke of Alburquerque the last to flee. A sudden rain storm stopped the French pursuit. 

Aftermath. 

Spanish losses were some 10.000, the French lost around 2000. After the battle, Cuesta was reduced to take refuge in the foothills of the Sierra Morena mountains, but Victor contented himself with occupying the Guadiana valley. His losses were light, but gave him an excuse for asking for more reinforcements. He did not received more, and therefore refused to advance on to Lisbon as planned. Victor’s lethargy, coupled with the firm defense of Gen. Wilson’s small army against the French forces led by Lapisse were the main causes of the abject failure of the second invasion of Portugal.

Medellín 1809

Exclusive rules

1. Duration. 

The scenario lasts 16 turns, and begins with the Spanish phase of Turn I.

2. Game Components.

There are no Shock troops in this scenario.

All Spanish cavalry is treated as light cavalry.

3. Orders.

Initial orders are: 


Spanish: all have attack orders






French: 1C and 2C, defense. All other units: No Orders.

Spanish cavalry acts independently. Does not need orders to operate. Exception: the three cavalry Units on the left flank, that receive orders from the nearest Spanish leader. 

If  French general Leval has no orders, the Nassau counters follow the orders from L. Maubourg, and the Baden and Voltigeurs units from Lasalle. 

General Cuesta may only attempt to change orders once per turn. 

Victor may attempt change orders up to two times per turn. Exceptions: on turn II he may not change orders, and on turn III he can change orders only once.

4. Game scale.

Each hex represents approximately 250 meters across, and each turn represents 30 minutes of time.

5. Terrain.

The Guadiana river is considered impassable, it  can be crossed only through fords and bridges. The smaller rivers (Ortiga and Ruecas) can be crossed paying the MP costs shown on the Terrain Effects Chart.

14. Organization & Morale.

Spaniards: the recovery base is any hex in Don Benito. The cavalry can be rallied by any leader.

French: Any road hex north of the Guadiana river.

16. Leaders


Command radius:

Spanish: 3 hexes

French: 4 hexes, 6 hexes for Lasalle & L. Maubourg.

Changing orders:

Spanish orders divider number is 2. 

French orders divider number is 3. 

17. Demoralization 

Consult table 7,  below.

18. Victory conditions 

As per the regular rules.

19. Set up
The leaders of each formation deploy in any of the hexes assigned to their units.

Spanish.

X14: Imperial Toledo, Infante, Almansa Cavalry Regiments.

X16, X17, X19, W18: All units of the 1st Division.

W20, W21, W22, W23, V24: All units of the 2nd Division.

V25, V27, U26, U28, U29: All units of the 3rd  Division.

T30, T31, S32, S33: All units of the 4th Division.

R33, Q34, Q33, P36, P37, O37, N37: All units of the 5th Division.

X25, Cavalry: H. Extrem., V31, H. V. Esp.

Reinforcements:

Mov. Phase, Turn 1, hex X22: Granaderos Provinciales.

Mov. Phase, Turn 1, hex L37: Carabineros Reales, Rey, Reina, C. Llerena Cavalry units.

Artillery:

Place artillery units in hexes U27, W19, V23, S31, P35. 

C-in-C: Cuesta, in hex X18.

The Commanders are placed in the map hexes that correspond to their division number. For example, Carrera sets up in the hex marked V (hex LX) because he commands the V Division. Units are then placed within 3 hexes of their commander. The artillery may set up within command range of any leader. 

French:

T14, T15, T16, S17, R18, R19, Q20, Q21, 2nd Cavalry Corps.

O29, N30, M30, M31, L32, K32, 1st Cavalry Corps.

S12, O22: Nassau Infantry.

O24 German Voltigeurs.

O27, I32, Baden Infantry.

I11, I12, I13, H11, H12, H13, G12: All units of the 2nd Infantry Corps, except one (French player’s choice) that must be deployed at C5. 

G5, G6, G7, F8, Medellín Hexes: All units of the 1st Infantry Corps.

D6: Heavy Artillery.

G6, G7, H10, I13: Medium Artillery.

P19, R16, M29: Light Artillery.
5, G

C-in-C: Victor, in hex F7.


S12, 

Terrain key (on map):

Edificios = Buildings




Camino = Road

Desnivel moderado = Moderate slope


Bosque = Trees

Desnivel impracticable = Impassable slope (mountain top)


Marcador de Turnos = Turn record track

