

Historical summary


The campaign of 1805 is perhaps the most glorious of all the campaigns the French Army has waged for the last 2000 years. Beyond icons such as the morning sun and the broken ice, the battle at the climax of this campaign was a legend in itself and any summary can only be an oversimplification. Yet, let us try to summarize the preceding events.


 During 1805, the Third Coalition has launched four converging attacks against the brand new French Empire. 40 000 Russians, Swedes and Englishmen will attack Hanover, 30 000 Anglo-Austrians will attack from Naples, 180 000 Austrians and Russians will follow the Danube River and 140 000 Austrians will invade Northern Italy. Opposing them, the Grand Army whose main component is still in Boulogne, desperately hoping that the French Fleet will achieve control of the English Channel. The most pressing attack being the attack into Bavaria, Napoleon decides at last to face this attack and, within a month, sends 200 000 troops to the Rhine. This redeployment was a masterpiece of planning and organization. The movement of the army around the Austrian army's flank pocketed Mack's troops in Ulm. After a few memorable battles, most notably Elchingen, Mack's surrender relieved the French from the threat of the Austrian army which was scheduled to thrust toward Paris from the Rhine. During the following weeks, the second army, a Russian one led by the old and able Kutusov, constantly pulled back and avoided battle, yet with a few bloody fights like Durenstein and Hollabrunn. Disregarding the Emperor of Austria's requests, Vienna was abandoned, to over-extend the French Army lines of communication and to buy time for Archduke Charles' reinforcements from Italy to join the Russian army. Despite the French attempts to prevent it, Kutusov succeeded in joining his reinforcements near Brünn. 





At the end of November, the French strategic situation is not a reassuring one. Napoleon and 100 000 troops are around Vienna, three other army corps are spread from there to Bavaria. The main Austrian army reels back from Italy, followed by Massena, in Bohemia, Archduke Ferdinand regroups the troops that could escape from the Ulm pocket, 80 000 Russians led by Alexander and the Emperor of Austria are in Moravia, North-East of Vienna and more importantly, after the Postdam treaty, Prussia threatens to join the Coalition, endangering the French lines of communications through the Northern German states. To force the decision, Napoleon lures the Russian army into a trap or, as Claude Manceron called it, a "countertrap in Moravia", the trick consisting in advancing with a weak right wing, so the Russians would try to flank this wing and threaten the road to Vienna, but this flanking maneuver would be their downfall. The preliminary moves are a testimony to the master's genius: a forward move, followed by a rearward move simulating a panic, a thorough study of the terrain, a position on this terrain chosen so the enemy seems to be advantaged, all ingredients to make the young officers in the Czar's staff believe the battle is already won. In addition, an Austrian chief of staff is so obnoxious that he disregards any idea of a French offensive stance, feuds between the two "allied" armies, Snafus in the transmission of orders, everything points to an Austro-Russian defeat. 


On the morning of December 2nd, the position is as follows. Napoleon has arrayed 6 infantry divisions out of 10 on the frontline: two on the left under Lannes, two in the center and one on the right under Soult and in the rear, Davout and the Friant division, who must reach the battlefield as soon as possible. In the reserve, Oudinot's grenadiers, Bernadotte's two divisions and the Guard, that is, 25 000 troops ready to reinforce a wing if anything turns wrong, or to sustain the attack in the center if everything is right. In addition, Murat and 6 000 cavalrymen, ready to charge everything that moves on hooves. Facing them, about 80 000 Austro-Russian troops (the precise number is still in dispute) are arrayed in the opposite fashion. On the left, the marching wing, led by the inept Buxhoeden (completely drunk as soon as 8 o'clock in the morning), consists of four columns with half the effective of the army. This column's orders are to walk to the extreme right of the French army to flank it and repulse them into Bohemia. In the center, under Kutusov's direction, are Miloradovich's and Kollowrath's columns. On the left troops will deploy under the excellent leadership of Bagration, who led the Russian retreat out of Bavaria with a skill on par with Ney's a few years later when he would lead the retreat from Russia. In addition, there are about 9 000 troops from the Russian Guard, near the Castle of Austerlitz. 


Of course, the Russians had guessed wrong and Napoleon had guessed right. Yet, the fighting is hard, it is no piece of cake for the troops involved. The battlefield was a square 10 kilometer wide, so the battle is actually a series of separate fights, each fight having a variable influence on the next one. The action begins with a Russian move on the French right wing. The Russian columns engage in penny packets because of many reasons including the wing commander's dependence on alcohol, the fog, the lack of knowledge of the terrain and set-up errors. For example, the Austrian cavalry has to cross the whole battlefield, impeding the Russian columns' movements. The 40 000 troops on this wing will first prevail, then stall and lastly be repulsed by Legrand and Davout leading 12 000 troops. This is where the famous actions at Telnitz and Sokolnitz take place. The second act involves the depleted Russian center. There, the Vandame and Saint-Hilaire divisions from Soult's corps ram the surprised Russian center and the surprise is the key element of the success for this attack. A Russian and Austrian counterattack fails. Bernadotte supports this move, which allows Soult to execute a killer 90-degree turn, the famous movement which reaches the rear of the marching wing, pushing it into the marshes. Still in the center, Bernadotte is the target of a desperate charge by the Russian Guard including the famous ***Chevaliers-Gardes***. Although desperate and colorful, this event is of little significance, the dice being already cast when the charge began. Meanwhile, on the French left wing, Lannes with Murat's support halts, then repulses Bagration and Liechtenstein's cavalry. This fight may seem secondary, but it is worth analyzing for the historians relishing "what-if's". This fight, independent of the rest of the battle, is at first an indecisive clash of 20 000 troops on each side. The French eventually prevail thanks to Murat's energy, but he does not pursue the fleeing soldiers, lacking precise orders from the overall commander. A few days earlier, Murat had been reprimanded for acting without orders, so he does not want to jeopardize the French victory by pursuing stragglers, lest his cavalry be needed in some other part of the battle. Remember the large size of the battlefield and the slowness of the orders. This failure to pursue would irk other French generals, especially Lannes, but there is some logic. Yet, it has bad consequences, because Bagration can retreat without problems and his corps will be the point of rally for the rest of the coalized army, which will be able to go back into Russia. This missed opportunity, called the "Olmutz abortion", was probably the reason why Alexander refused to sign peace, and why the murderous 1806-1807 campaign was fought. Leaving this speculation aside, what is remembered is the Russian army complete defeat, the crushed center and the left wing repulsed into the marshes. This last element is often represented as the death of thousands and thousands of Russian soldiers, but actually it was in no way the annihilation of the Russian army. The following days, about 200 corpses were recovered from the marshes. In fact, when writing his bulletin, Napoleon had written a few more zeroes to the number of drowned casualties. 


After this day, the situation is no longer the same. The Emperor of Austria is fed up with this war which takes place on his land and which wastes his treasury, so he sues for peace. Prussia withdraws from the diplomatic scene for some months and Russia considers going back home and healing her wounds. The Treaty of Presburg is signed a few days later and for the first time in History, a great catholic monarchy bows before the new French empire. This was the first time, but hardly the last, and similar events would occur several times for the next decade, on the expense of the armies and the local population, but to the benefit of the historical simulation buffs that we are... 

Didier ROUY 

SCENARIOS


The battle of Austerlitz is made of three rather separated fights. This is why we propose eight distinct scenarios, of which six involve only a small part of the battlefield; three in the south, two in the center, and one in the north. Four out of six need only one map. The two last involve the whole battle; one with an historical set up, the other a little more "free". 

Note on the set-ups: When it is stated "at half distance of X and Y", draw a line between these two points, spot the hex located in the middle, and use a two hex range area around this hex as a set up zone. 

Note on the Allied army: Even though the Allied army is made of two different countries (Russia and Austria), their units behave as if they belong to a singe country, for stacking, melee, command or whatever purpose.

1- Battle for Telnitz.

Length: 6 turns.

The Allied players set up first.

The French player starts first all the turns.

Setup: 

- The Legrand division (units 34 to 38 and 41) and the Davout counter (representing general Legrand), is spread between Telnitz, Sokolnitz and the castle, at least one unit per village and in the castle.

- The cavalry of the IVth Corps (39 and 40) are in Kobelnitz.

- The division Kienmayer is set at half distance of Telnitz and Augezd.

- The division Doctorov is set at Augezd and the hexes surrounding the village. 

- The division Langeron is set at half distance between the castle and Hostieradek.

- The division Prebyschevski is set at half distance between Pratzen and the castle.


Each allied commander is set with one of his units, as well as Buxhoeden. Legrand is setup where he wants.

Victory:


The Allied player wins if there is no French unit in Telnitz, Sokolnitz and the castle at the end of turn 6. Any other situation is a French victory.

Special rule: night and fog.


This scenario starts at 6 am in a very famous fog. The following rules apply for all its length.

- The French player can deploy 6 decoys ("leurres") at start. The decoys are removed when the unit under it moves or when an enemy unit fires on or enters an adjacent hex.

 - The artillery range is limited to 2 hexes. 

- A cavalry charge can be performed only if it starts two hexes or less from the target.

- In order to melee, an infantry unit must start its movement phase adjacent to the target unit and not move during this movement phase.

- Every unit of an Allied division must be in a three-hex range of their commander at any time. If they are not, no movement is allowed. Otherwise it behaves normally.

- Kienmayer and Doctorov must first take Telnitz before going to Sokolnitz. The opposite is true for Langeron and Prebyschevski.

Note: It is recommended to play this scenario with a level 2 leadership rule, with the following modification: each leader is its own commander and can freely move. 

2- Counterattack at Sokolnitz.

Length: 7 turns.

The Allied players set up first.

The French player starts first all the turns.

Setup: 

- The Legrand division (units 34 to 38 and 41) and the cavalry of the IVth corps have one step loss in each unit. They are set between the west edge of the map and a line parallel to the Goldbach, three hexes away from the stream, as well as in the castle.

- Davout, the Third Corps, and the Dragoon units #72 and 73 are set in the same area. 

- The division Kienmayer, with one step loss per unit, is set in Telnitz and the hexes surrounding the town.

 - The division Doctorov, with one step loss per unit (the artillery is full), is set in Telnitz, the hexes surrounding the town and the Goldbach between Telnitz and Sokolnitz (all the hexes along the stream). 

- The division Langeron, with one step loss per unit, is set in Sokolnitz and the hexes surrounding the town

- The division Prebyschevski, with three units having a one-step loss, is set east of the Goldbach, from three hexes north of the castle to three hexes south of the castle.

Victory:


The Allied player wins if there is no French unit in Telnitz, Sokolnitz and the castle at the end of turn 7. Any other situation is a French victory.

Special rule: Buxhoeden is drunk. The four leaders of the Allied divisions ("columns") can move only by rolling under their initiative. Buxhoeden does NOT command anybody. 

3- The hurricane of Pratzen.

Length: 7 turns.

The Allied players set up first.

The French player starts first all the turns.

Setup: 

- The division Jurczik is set on the plateau, east of the Pratzen village, in any hex not adjacent to the village or to the Staré Vinobrady. Its artillery is limbered.

 - The division Miloradovitch is set on the plateau, east of the Staré Vinobrady, in any hex not adjacent to this hill. Its artillery is limbered.

- The division Saint-Hilaire (units 24 to 28, artillery 42) is set in Puntowitz and the hexes surrounding this village.

- The division Vandamme (units 29 to 33, artillery 43) is set in Girzikowitz and the hexes surrounding this village.

- Soult and Kollowrath are set wherever they want. 

Victory:


The French player wins if he holds the Pratzen village and the Staré Vinobrady at the end of the scenario and has inflicted 20 losses on the enemy. Any other situation is an Allied victory.

Special rule: The Allied units can not move, fire, change formation, or do anything else before their third turn, except if one of his units is attacked by fire or melee, or if a French unit enters an hex adjacent to one Allied unit. Thereafter they are free to move and fight.

4- The Chevaliers-Guards.

Length: 7 turns.

The French players set up first.

The Allied player starts first all the turns.

Setup: 

- The complete French First corps is set between the Pratzen village and the Staré Vinobrady, including those hexes and the hexes surrounding them. 

- The complete Russian Guard enters on turn 1 by the east map edge. Charges are allowed on the first turn.

- French reinforcements: Bessières, the Guard cavalry and the Guard artillery enter on turn 2 on the six hexes adjacent to Puntowitz.

Victory:


The Allied player wins if it occupies at the end of the scenario one hex of the Pratzen village or the Staré Vinobrady. Otherwise, the French player wins.

5- The Santon.

Length: 10 turns.

The Allied players set up first.

The French player starts first all the turns.

Setup: 

- The division Bagration is set in a space limited by Kruch, Holubitz, the "maison de poste" and the crossroad.

- The division Hohenlohe is set at Blaziowitz and the surrounding hexes.

- The complete Fifth Corps of Lannes is set at Bosenitz, the surrounding hexes and the Santon.

- Murat and his cavalry (except the units 70 to 73) are set in a triangle Schlapanitz-Girzikowitz-Kritzchen. 

Victory:


The Allied player wins by holding the Santon at the end of the scenario. The French player wins by holding the two road exits of the east map edge and the Santon. Any other result is a draw.

6- The legend of the ponds.

Length: 5 turns.

The Allied players set up first.

The French player starts first all the turns.

Setup: 

- The four Allied divisions Doctorov, Langeron, Prebyschevski and Kienmayer are set as follows. Kienmayer and Doctorov are between 3 and 6 hexes of Telnitz, east of this town, north of the ponds. Langeron is between 3 and 6 hexes of Sokolnitz, east of that town. Prebyschevski is between 3 and 6 hexes of the castle, east of it. Half of each division (4 for Prebyschevski, Langeron and Kienmayer, and 5 from Doctorov), are disorganized at random, and none can be rallied during this scenario. All the infantry units have two losses; each cavalry unit has one loss. The infantry with only two steps is therefore absent. 

- The division Legrand (units 34 to 38 with two step losses each, artillery 41 with one loss) the Dragoons (#72 and 73 with one loss each) and Davout are set on a line Caste-Sokolnitz-Telnitz, these hexes included, west of the stream. Every town or castle hex must hold at least one unit. 

- The Saint-Hilaire division (units 24 to 28 with one loss per unit, artillery 42 with no loss), and the Beaumont Dragoons (units 70 and 71) are set at half distance between Kobelnitz and Pratzen.

- The Vandamme division, (units 29 to 33 with one loss per unit, artillery 43 with no loss), are in Pratzen and the surrounding hexes. 

- Oudinot and the IVth corps cavalry (with one loss per unit for the cavalry) are at Kobelnitz and the surrounding hexes. 

- Soult is set wherever he wants.

Victory:


At the end of the scenario, the French player sums the losses he took from the Allied units. The Allied player sums the steps, in good order or disorganized, he could exit by the east and south map edges. The highest number wins the scenario. In this particular scenario the disorganized units leaving the map are not counted as eliminated. 

Special rule: 


The Allied line of communication is both eastern and southern map edges, for this scenario only.

7- Grand scenario: the battle of the three Emperors.

Length: 20 turns.

The Allied players set up first.

The French player starts first all the turns.

French setup: 

- The Legrand division (units 34 to 38 and 41) and the Davout counter (representing Général Legrand), is spread between Telnitz, Sokolnitz and the castle; at least one unit per village and in the castle.

- The division Saint-Hilaire (units 24 to 28, artillery 42) is set in Puntowitz and the hexes surrounding this village.

- The division Vandamme (units 29 to 33, artillery 43) is set in Girzikowitz and the hexes surrounding this village.

- The cavalry of the IVth corps (39 and 40) are in Kobelnitz.

- The complete Fifth Corps of Lannes is set at Bosenitz, the surrounding hexes and the Santon.

- Murat and his cavalry (except the units 72 and 73) are set in a triangle Schlapanitz-Girzikowitz-Kritzchen. 

- First Corps: between Schlapanitz and Krischen.

- Imperial Guard: at Schlapanitz and the hexes surrounding this village.

- Oudinot: Between Schlapanitz and Kristchen

- Davout Third Corps: arrives as reinforcements on turn 7 by the western map edge, south of an horizontal line going from the castle to the map edge, as well as Dragoons 72 and 73. If all these hexes are occupied by enemy units, they arrive by the closest map edge hexes.

- The Corps commanders are set with any unit they command. Napoleon is set with the Guard.

Allied setup: 

- The division Kienmayer is set at half distance of Telnitz and Augezd.

- The division Doctorov is set at Augezd and the hexes surrounding the village. 

- The division Langeron is set at half distance between the castle and Hostieradek.

- The division Prebyschevski is set at half distance between Pratzen and the castle.

- The division Jurczik is set on the plateau, east of the Pratzen village, in any hex not adjacent to the village or to the Staré Vinobrady. Its artillery is limbered.

 - The division Miloradovitch is set on the plateau, east of the Staré Vinobrady, in any hex not adjacent to this hill. Its artillery is limbered.

- The division Bagration is set in a space limited by Kruch, Holubitz, the "maison de poste" and the crossroad

- The division Hohenlohe is set at Blaziowitz and the surrounding hexes.

- The Russian Guard enters on the map on turn 10 on the eastern map edge at the level of the Pratzen plateau. 

- The commanders are set with a unit they command. The wing commanders (Buxhoeden, Kollowrath, and Lichenschtein), as well as Koutousov, the Tsar, and the Kaiser are set wherever they want. 

Special rules:

- The Davout counter is present at the beginning of the scenario with the Legrand division. Its command values are 1 and 1 (which simulates the presence of General Legrand). At the beginning of turn 7, this counter is moved (even if surrounded) with Davout's units and now holds its normal values. If the Davout counter is eliminated between turns 1 and 6, it was in fact Legrand who died, and the Davout counter arrives as planned with the reinforcements. 

- The rules related to night and fog are played between turns 1 and 6 inclusive, on the whole battlefield. Only Legrand has a 6-hex command range, all the other commanders have 3. 

Victory:


The victory is based on the ownership of six strategic locations: Telnitz, Sokolnitz, the caslte, Pratzen, the Staré Vinobrady, the "maison de poste". At the end of 20 turns each player evaluates the number of locations he has a unit in. For a village to be held all its hexes must be occupied. The player with the highest number of held locations wins the game. The level of victory is determined by the difference: 

- 3 locations each: draw

- 4 locations to 2 (or difference of one if one location does not count due to shared ownership): tight victory

- 5 locations to 1 (or difference of 2 if two locations do not count due to shared ownership): substantial victory

- 6 points to 0 (or difference of three if some locations do not count due to shared ownership): Great victory.

8- Historical scenario: the battle of the three Emperors


The only real restriction in the preceding scenario is the presence of night and fog for the six first turns. It is already a little difficult to move during that time. However, it is really difficult for the players not to rush toward the enemy on turn one, which is fun, but really not historical. 


To simulate the many unknowns of this battle (in the commander's mind), the following rules can be applied: 

- Turn 1 to 6: The fog and night rule applies for the southern part (Boxhowden wing, Legrand). All the other units cannot move or fire.

- Starting with turn 7, everybody can freely move and fight except the Jurzic and Miloradovitch divisions.

- Starting with turn 10, everybody can move and fight. 


In any case, a unit or division can move and fight if one of its units is fired on, or if an enemy unit enters an adjacent hex. 

9- Alternate scenario


The victory conditions of the two grand scenarios push the players to attack as both armies hold at the beginning three of the strategic locations. If one wants to take into account the losses, the following victory conditions can be used.


Each player sums the following points: 

- 20 points per strategic location held.

- 1 point per enemy eliminated step lost, except the Guards.

- 2 points per Guard step lost.

- 10 points per enemy eliminated leader.  

The player having the higher score wins.


SPECIAL RULES FOR ALL THE SCENARIOS

1-Lines of communication:


The French line of communication is the western map edge.


The Allied line of communication is the eastern map edge.

2-The Goldbach and the other streams


In December in central Europe, the streams were frozen, and represented more of a target for troop placement than a real obstacle. However, their marshy and sometimes steep banks could impair the movements, especially of artillery. The normal penalties therefore apply. 

Artillery movement potential and stream crossing: an artillery unit must pay +3MPs for the crossing. If its allowance is only 3 MPs, it can cross by spending all its allowance that turn. After the crossing it makes a morale check. If it passes, nothing happens; otherwise it is disorganized but stays where it is. No retreat move is required. Later, during a rally phase, if the rally check is missed it will make a normal retreat move (which does not "cost" any MP). 

If an artillery unit has only 2 MPs, see paragraph 5 below. 

Caution: every village and the castle adjacent to a stream have a bridge on it. Their crossing does not cost anything. 

3-The castle of Sokolnitz.


This very strong feature is similar to a village but with the following additional penalties: firing into a castle is a –4 to the fire value, melee against a castle applies a –2 to the melee value (not strength) with a final maximum of 1 (for example a grenadier regiment in column should have a 2 value, reduced here to 1). 2 MPs are required to enter a castle.

4- Special leadership rules:

-The division Legrand (3rd division of IVth corps) is lead by Davout for all the battle, as well as the cavalry units 39 and 40 of the IVth corps and the Bourcier Dragoons (units 72 and 73). During the turns 1 to 6, the Davout counter, representing Legrand with values of 1 and 1, has a command radius of 6 hexes. Starting with the turn 7, the counter represents Davout and has an exceptional radius of 10 hexes. 

-All the corps leaders, as well as Oudinot, directly report to Napoleon. 

-The Allied army is organized in wings. Each division leader reports to his wing commander (Buxhoeden, Kollowrath and Lichenstein), except Constantin. The wing commanders and Constantin report to Koutousov. Alexandre and François d'Autriche do not command anyone, Koutousov is the army leader. The wing commanders, the Tsar and the Kaiser can not directly command units, only Koutousov can (as well as Napoleon, of course). 

5- The three-step Russian artilleries.


Three Russian artillery units have three loss steps. They represent the artillery reserves, powerful but slow. As they have only 2 MPs, they can cross streams only at villages. As compared to other artillery units, they behave as follows: 


- First step loss: their value is now 6 as fire value, 1 for melee, and 2 steps (as a normal unit)


- Second step loss: as a normal unit with one loss: fire value 3, melee value 1.


All the other issues are identical to other artillery units.

6- Army morale.


For this battle, the armies are not demoralized as a whole but by corps or by columns (Allied divisions). In fact, several corps arrive on the battlefield at later times. It would therefore be a little weird to make them demoralized at the same time. By the way, the troop quality was variable, as the Guards are more experienced and therefore less prone to be demoralized. The demoralization level takes this "quality" into account. Finally, the large size of the battlefield and the lack of communication between the various parts of the armies explain that one corps may be demoralized without any effect on the others corps or divisions.


Consequently, at the beginning of each turn, the players check if the total losses taken by each corps and Allied division reach their demoralization threshold. If this is the case, the demoralization rules apply for this corps or division only. The other parts are not affected until they reach their own demoralization level. These levels are: 

-French player :


Ist corps (Bernadotte): 30 steps lost.


IIIrd corps (Davout + Legrand + Bourcier): 33 steps lost.


IVth corps (Soult, divisions 1 et 2 only): 37 steps lost.


Vth corps (Lannes): 37 steps lost.


Cavalry (Murat): 30 steps lost.


Guard, Oudinot: no possible demoralization.

-Allied player :


Guard (Constantin): 30 steps lost.


Kienmayer: 16 steps lost.


Doctorov: 33 steps lost.


Langeron: 29 steps lost.


Prebyschevsky: 22 steps lost.


Miloradovitch: 16 steps lost.


Jurczic: 24 steps lost.


Bagration: 35 steps lost.


Hohenlohe: 14 steps lost.

7- The Cossacks.


The Cossacks, except the Guard cavalry Cossacks, must check morale before each charge (and also before each countercharge). If it misses the morale check it cannot move during its movement phase. 

8- The ponds.

8-1 : The pond north of Sokolnitz


It was totally frozen that day. A unit entering the pond pays the cost for a stream, then it can freely move on it and leave it with no additional cost.

8-2 : The Satchan pond.


When a unit enters this pond, which costs 3 MPs, it rolls a dice: 

- If this is an infantry, the ice breaks on a 1 to 3 roll.

 - If this is a cavalry unit, the ice breaks on a 1 to 4 roll. - If this is an artillery unit, the ice breaks on a 1 to 5 roll.


If the ice breaks, no further movement is allowed on this hex for the reminder of the game. The unit which was there at that time can not move for one turn, is disorganized (if it was not already). It will be allowed to move again on the next turn. 


Ice can be broken by artillery fire. Any "hit" on the ice means it breaks. Spot this hex by whatever marker. 


No melee is allowed against a unit on ice or "in" ice. Fire combat is however allowed. 

9- Options table: 


The French player should not take the historical result for granted; victory is not easy and he should try to "forget" the historical battle. On the other hand, the Allied player should not be scared by the French army. He has more guns than the French, and more troops. The players can slightly modify the battle conditions by applying rule XXIII and the following tables. 

French table:

1- Davout enters on turn 4 (2 points)

2- Davout enters on turn 2 (3 points) 

3-The Russian Guard enters on turn 12 (2 points)

4-The Russian Guard enters on turn 14 (3 points)

5- The French leaders (except Napoleon) have a radius of 8 (2 points)

6- Napoléon can send as many orders he wants per turn (1 point)

7- All the initiative values of the French leaders are 5 (2 points)

8- The French demoralization levels are increased by 5 (1 point)

9- The French player draws two free event chits at the beginning of the game (1 point)

10- The Allied player can draw only one even chit every two turns (1 point)

Allied table:

1- The First Corps of Bernadotte enters on the battlefield on turn 6 by the Brünn road (2 points)

2- Davout enters on turn 9 (3 points)

3-The Russian Guard enters en turn 6 (2 points)

4-The Russian Guard enters en turn 3 (3 points)

5- All the initiative values of the French leaders are decreased by one (2 points)

6- Davout is sick. His command radius is 6; his other values are 1 and 1 (1 point)

7- The Allied demoralization levels are increased by 5 (1 point)

8- The Allied wing leaders have their initiative value increased by one (1 point) 

9- Koutousov has a movement allowance of 12 and can deliver two orders per turn (2 points).

10- The Tsar and The Kaiser can send an order each per turn (2 points).

10- Events table.


As explained in the rules, each player draws a chit from his pool every turn and is free to play it any time. In Austerlitz some chits are not available, others are present twice. Every result is explained in the rules. 

11- Strategic deployment (Advanced rule XVIII).


If the players wish to use this optional rule as explained in the advanced rules, they proceed as follows.

- The French player holds the leader counters except Napoleon (Davout represents Legrand), the Allied player holds all the division leaders. 

- The French player sets one counter on one of the four squares located on the western map edge.

 - The Allied player does the same on a square from the eastern map edge. 

- The players then alternate their set up on the squares of both edges, then they advance them as explained in the rules. 

- For the corps arriving as reinforcements (the Russian Guard and Davout), they are set to indicate in which square they will arrive. The troops will enter on the turn they normally arrive. 

12- Game timing and penalties (advanced rule XIX).


If this rule is used, each player has three minutes to play a French corps or an Allied division. 

13- Initiative and leader obedience (advanced rule XVII).


If this rule is used, all the French leaders acknowledge the orders on a die roll of 1 to 5. The Allied leaders have a value of 3, except Buxhoeden (2) and Bagration (4).

14- Erratas

- The counter representing the "Grenadiers de Moscou" from Doctorov's division have a 12 on their line face. In fact, their number is 13, as indicated on its column face.

- The counter  79 (cuirassiers of the Russian Guard) has an A on its B counter. It should not.

 - The French 10° Légère (counter 24) must have 7 MPs on its column face, and not 6.

- The Russian "cuirassiers de l'Impératrice" are called Cuir. Imperatov on their counter. It's just a mistake…

- As a purely historical point of view, some identifications are not correct. The French unit 14 is in fact made of the 2nd Hussards, and the units 74 and 75 were in fact Chasseurs à Cheval and should be numbered 16th and 22nd Chasseurs. 

15- Note on the organization of the Vth corps.


At the beginning of the campaign, the 5th corps of Lannes was made of the Oudinot and Gazan divisions. During the campaign the Gazan division joined the 8th corps of Mortier, and the Oudinit grenadiers were attached to the Guard. The Suchet division from the 4th corps and the Bisson division from the 3rd corps were attached to the 5th corps. The last division was commanded by Caffarelli on the morning of the battle. At this time this was very frequent, the divisions were mainly tools, the interests of the Empire were more important than the susceptibility of the Marshals… 
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