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Introduction

I will not describe this game in much detail, as this has already been done quite well by R.Chiavini. Let me just say that it is a Swiss assault versus a French line which has artillery and a fortified hill, a classic shock vs. firepower match. It has very nice graphics, lots of die rolls, asymetrical behaviour and morale rules for the 2 sides. The Swiss win if they kill King Francois 1er, or if they demoralize 5 French corps. The French win if the whole Swiss army is demoralized. The real 2-day battle was a tense and close affair, let's see now how this game compares to reality.

French set-up and plan

The plan is to have a strong firebase on the hill. The artillery is located in hexes 1712, 1613, 1512, 1413, 1313, 1216 and also on 1513, 1713 and 1813 as the rules allow firing over troops on lower levels. The Piemontese warbands are mostly stacked with the artillery (hexes 1712, 1613, 1512, 1413). Together with the artillery, it is hoped that this will provide a withering firepower at close range. The troops under De Bourbon are manning the western field works. The rest of the infantry will rush up to the front to fill the gaps on turn 1, while the cavalry will remain on the wings or as a reserve to hit Swiss breakthroughs.

Swiss plan

By looking at the French stacks on the map, it is obvious that the central hill is well defended. The plan is therefore to split the Swiss army in 2. The 1st corps will head straight down south along the road until it reaches San Giuliano, and will wait there until the other 2 corps are about to circle to the east of the hill, hitting the French right. Then the 1st corps will march south again to attack the French left, or maybe the hill from the west. No thought is given to an approach on the other side of the Grand Canal.

Turn 1, 16:00 Approach and contact

The Swiss army appears on the map. The 1st corps and the arquebusiers go south as planned. The 2 other corps head south east across the countryside. The Milanese cavalry heads down the secondary road to Carpianello (hex 1905).

On the French left, the infantry under D'Alencon fills the gap between the hill and the Grand Canal. On the right, the Duc de Guise moves towards the hill, followed by the cavalry under De Bouillon.

The lone Milanese cavalry is a tempting target, so a charge is led by La Pallice through Carpianello. Both sides have high morale, so all units pass the contact morale check. The French have better morale, a leader and a charge bonus, giving a 2-column shift. The result is a -3 morale check against the Milanese, which passes, thus no effect.

Turn 2, 16:30 First blood

The Swiss 1st corps reasons there is no point in waiting for the 2 other corps to catch up, so its troops rush south along the major road. The lead elements are now 300 m from the French line. Some arquebusiers have become intermingled with pikemen and some units are now out of command. The 2nd and 3rd corps start crossing the Spazzola river, with some disorder. French defensive fire disorders 2 lead pike units (hex 1015). Swiss morale goes down to 38.

On the French right, La Pallice discovers that he will soon be surrounded by Swiss infantry, unless he disengages, and the only way to do so is to kill the Milanese cavalry. Therefore 2 more French cavalry join in the attack. A 3rd unit is disordered while crossing heavily cultivated terrain, so it does not join the attack. The odds are now 4 to 1, and the Milanese cavalry is crushed. Swiss morale is now 36. De Guise and De Bouillon come up slowly from the rear and go through Zivido. This is caused by facing and stacking rules which have to be observed at all times.

On the French left, artillery and musket fire reduces a pike unit (replacement counter) and disorders another, bringing the Swiss morale to 35.

Turn 3, 17:00 First French rout !

On the Swiss left, the 2nd and 3rd corps are now across the Spazzola river, suffering more disorder in the process, and are now poised on the outskirts of Carpianello. La Pallice's cavalry disengages, except one unit which remains in contact. This lone unit is then attacked by Swiss infantry, with no effect for both sides.

On the Swiss right, pikemen engage the French infantry straddling the road and arquebusiers approach the hill palisades. Two French units fail their morale test and French defensive fire only disorders 3 pike units. Swiss melee disorders 1 unit, and routs another in D'Alencon's corps. The Swiss themselves lose 1 arquebusier and a pike unit is reduced (replaced). Swiss morale is now 33 and D'Alencon's is 6.

The routed French infantry flees south, fortunately triggering no further routs. If it does not rally, it will exit the map next turn ! This unit is replaced by another in the front line. The French then have a lucky streak, and roll 3 sixes in a row, with result that French fire on the left wing disorders a Swiss arquebusier and kills the previously reduced pike unit, wounds the 1st corps commander and causes yet another pike unit to flinch under fire. This last unit stays in place unaffected but Swiss morale is now 29. In the ensuing melee, a 3 to 1 attack by the French fails miserably, only disordering a French unit. Another 1 to 1 attack is luckier, disordering 1 unit on each side and a 3rd attack at 1 to 2 yields nothing (whew that was close !). Swiss army morale now stands at 28.
On the French right, nothing much happens. La Pallice's cavalry retreats in a very disorderly fashion as fast as possible in front of the Swiss juggernaut. It will probably take them an hour to regroup effectively. The Duc de Guise is now on top of the hill along with some artillery which has been shifted to defend the right wing. De Bouillon is now ready to charge along the minor road which skirts the hill to the north east.

Turn 4, 17:30 Are the Swiss arquebusiers any good ?

On the Swiss right, a stack of pikemen get into command range again, and these units rush into the fray, stacking with the wounded 1st corps commander. The arquebusiers get closer to the hill and its entrenchments. The 2nd corps has reached the east side of the hill but is not quite in contact yet with the French troops. The 3rd corps is travelling through Carpianello. French defensive fire nails 1 Arquebusier and 1 already reduced pike units in the 1st corps, and a 18-point fire attack kills 2 other reduced pike units in the 2nd corps. Swiss army morale is now 20. The Swiss arquebusiers return fire, to no effect. Now let's see how the pikemen fare in melee. One French unit is disordered, another 2 rout. D'Alencon's morale goes down to 5, De Bourbon's to 7. Not too bad for the pikemen, but it could have been better.

The routed (in turn 3) French infantry rallies to disordered status, and the other 2 which were just routed by the Swiss head south at full tilt, fortunately dragging no one else along into retreat. D'Alencon's morale goes up to 6. D'Alencon and De Bourbon shuffle some troops, bringing some from the rear to replace the routed ones. On the right flank, La Pallice's cavalry, still scattered to the winds, heads to the rear. Again the fire from the Swiss arquebusiers is ineffective. The French now retaliate. On the left wing, their fire is completely wasted, but 2 arquebusiers wich ventured too close to the French entrenchments are crushed in melee. Two French units guarding the flank against the Grand Canal are eliminated and a 3rd routs, all in D'Alencon's corps, which is now 1 point away from demoralization. On the right, a pike unit is killed by artillery fire in the 2nd corps. Swiss morale is now 14.

Turn 5, 18:00 The French suffer but win !

The last units still in the rear of the 1st corps are brought forward and engage the French left, while the 2nd corps assaults the hill. No less than 7 French units fail their engagement test, but fortunately the artillery stands fast. Will the guns save the day ? Against the 2nd corps, 2 attacks with 20 point firepower reduce and disorder 4 Swiss units. Swiss morale goes down to 10. The 2nd corps commander personnally leads a 9-1 attack against De Guise, who loses 2 units. Another French unit routs and De Guise is now demoralized. Elsewhere along the line, 3 Swiss pikemen, already reduced and disordered, fail their morale test and bring the army morale to 7. 

On the French left, artillery fire is ineffective. In the following melee, the last Swiss arquebusiers disappear. Two Swiss pike get reduced and disordered and another gets disordered. French infantry starts to suffer: 2 units are killed and one disordered. D'Alencon is now well and truly demoralized, and gaping holes appear in the French line. However the Swiss army morale is now 2 only !

The French must attack vigorously if they want to stem the Swiss tide. On the right flank, 6 cavalry units from La Pallice and De Bouillon head towards the 2nd corps commander, who forms his stack into a hedgehog. On the left Trivulce's corps takes postion to backstop D'Alencon's crumbling line. Artillery kills one more pike unit and forces 2 others to do a -3 morale test, which they fail. Swiss morale is now -2. Game over, with an early French victory.

Aftermath

I must say I did not expect the game to be that over that quickly, especially for a first try. I wonder if the game can extend into the 2nd day as in reality. The Swiss morale is more brittle than it seems, although this may be due to the errors described below. The Swiss commanders might have wished to pause and regroup when morale became low, but there is no game reason to do so, i.e no morale bonus for stopping. This seems to channel the Swiss into a relentless attack which will either break the French or fail utterly, as in reality. The French infantry is sure brittle too, especially when it fails its contact check. During the course of the game, some questions arose (see below), which may have an impact on the game. I checked for errata in following issues but could not find any. Overall I found this to be a good game, although I am disturbed by the fact it went so quick compared to reality.

Q 1: Routing units are said to trigger other routs when they go through other units, but I could not find the procedure. I assumed a failed morale test from the "routed-through" units would cause disorder, and a 2nd failure would cause a rout.

Q 2: Regarding French units protected behind field works. Would they have to conduct melee during their turn, or can this be voluntary ? I assumed it first to be a voluntary action as in other games (units just stay behind the palisades until the enemy closes in), then re-read the rules and found that ZOCs are not limited by terrain, so melee is mandatory. This should make French infantry weaker as they will be forced to attack at unfavourable odds.

Q 3: When a fire result calls for both eliminations and morale tests, if a full strength Swiss pike unit is replaced by its 2nd counter, does this replacement counter test morale too ? I assumed yes.

Q 4: If the Swiss army (or one of its corps) decides to retreat, is the -2 morale penalty incurred for each corps or just once for the whole army ? 

Q 5: French artillery/muskets were allowed to concentrate fire at will (LOS permitting), which is maybe not very realistic. When adjacent to Swiss units about to melee, the fire should only be directed at these units.

Swiss errors

Splitting the army: It took quite a while for the 2nd and 3rd corps to travel to the French line, not getting to contact until turn 5, leaving the French ample time to get organized on their right flank . It is just as well that the 1st corps attacked when ready. A better plan would have been for all the army to rush down the main road, attacking the French as soon as possible. This would provide a concentrated point of attack against which the French would possibly have more difficulty in withstanding. Again the historical course of action seems the best, i.e no tactical finesse, brute force only.

Arquebusiers: Their firepower is not really enough to inflict French casualties, and they are equally outclassed in melee. Stacking rules prevent their concentration. So what is their best use ? Maybe they can gang up on weakened French units and mop them up. Alternatively if the Swiss army attacks in one place (as described above), the French will be tempted to attack from the hill into the Swiss flank and rear. They arquebusiers can then act as a picket line to protect the Swiss flank around the villages of San Giuliano and Carpianello. The same applies to the Milanese cavalry which had a decidedly short career in this game. Losing these fragile units (as well as some pikemlen without replacement counters) early in the game costs a lot in morale points.

Moving to contact: On both flanks, the Swiss army ended its moves close to the French line, but not in contact (turn 2 on the right, turn 4 on the left). This made it a good target for the French artillery. If necessary, the Swiss should pause at the limit of the artillery range and rush the last few hundred meters in one single move.

