Austerlitz 1805

By Frédéric Bey

Austerlitz 1805 constitutes the 7th (south) and 10th (north) games of the Jours de Gloire (Days of Glory) series.  The south part of the battlefield and the first half of the counters were included in Vae Victis n°58. The north part and the remaining counters are included in the current Vae Victis n°64. The two maps can be  combined and the battle simulated in its entirety.  Note : The specific rules and scenarios for Austerlitz South are presented here in new and improved versions.

Bicentennial Trophy

The IX Bicentennial Trophy will take place in January, 2006.  It will have for support Austerlitz 1805 (North) and probably Schöngraben 1805, a game to be published by Canons en Carton in October, 2005. To mark the special significance of the bicentennial of Austerlitz, the points given to the players for the general classification of the Trophy will be increased, as was done last year.  Sign-up for the  IX Trophy  will begin in October, 2005.  Information : fredbey@club-internet.fr and http://perso.club-internet.fr/fredbey/
Specific Rules for Austerlitz 1805 (South and North)

The numbering used hereafter refers to the corresponding sections of the rules for Jours de Gloire Empire.  They are valid for all scenarios.

2.1.1 Ordinary Activation Markers (AM)

Exception : The formations of Buxhowen and Koutousov (artillery reserves) have only one AM each.

2.1.2 Combined Activation Markers (CAM)

Each of the following CAMs can be used once only per scenario in which it is listed as being available (see the Deployment  Table).  Simply put them in the cup secretly during Phase C during the turn in which you wish to use them.  A CAM is permanently removed from the game at the end of that turn, even if it is still in the cup and unused due to being the last AM (see 2.2).  A player may not put more than 2 CAMs in the cup per game-turn.

List of CAMs :

· I Bernadotte
: When this CAM is picked from the cup, the player may activate any 3 units of 


 I Corps again ;
· III Davout 
: The same, with any 4 units of III Corps ;
· IV Soult 

: The same, with any 4 units of IV Corps ;
· V Lannes 
:The same, with any 4 units of V Corps ;
· RC Murat 
: The same, with any 4 units of the Cavalry Reserve ;
· Rapp 

: The same, with any 3 units of Imperial Guard cavalry ;
· Advance-Guard 
:The same, with any 1 unit of the Advance Guard ;
· I Column 
:The same, with any 2 units of I Column ;
· II Column 
:The same, with any 2 units of II Column ;
· III Column 
: The same, with any 1 unit of III Column ;
· IV Column 
: The same, with any 2 units of IV Column ;

· V Column 
:The same, with any 3 units of V Column ;

· Bagration
:The same, with any 4 units of the two formations of Bagration (Bagration 


Infantry and Cavalry) ;

· Garde Russe 
:The same, with any 3 units of the two formations of the Russian Guard 


(Maliutin and Kologrivov).

For all CAMs, the units selected for the extra activation may have already been activated once or twice earlier without any other effect.  They are activated in the state (With orders from HQ or Without orders from HQ) in which they find themselves when the CAM is drawn from the cup.  If one of them is Without orders from HQ, the player may try to get them into With orders from HQ by making use of the initiative rating of the CAM.  In this case, an initiative test must be made for each such unit.

2.2 Utilization of AMs

Utilization of Austro-Russian AMs:

In Austerlitz 1805,  all of the available AMs of the Austro-Russian army are not always put in the cup in Phase C of each game-turn.

This restriction concerns only the formations of the southern part, except where noted in the scenarios.  So only scenarios S1, S2, S3, A1, and A2 are involved.

During Phase C of each turn of these 5 scenarios, the Austro-Russian player selects and puts in the cup :

· 8 AMs taken from among the Advance-Guard (AG), II Column (II), and III Column (III) ;

· 8 AMs taken from among I Column (I), IV Column (IV), and the two artillery reserves (Buxhöwden et Koutousov) ;

· 2 extra AMs taken from any of these formations.

Other restrictions :

· If the Austro-Russian player obtains the initiative, he may put an additional AM of his choice in the cup.  This AM can be the second AM of reserve artillery (the restriction above is lifted) ;

· If the Austro-Russian player obtains the initiative, the AM that he selects to play first must belong to either the Advance-Guard or II Column or III Column.

Note :  In scenarios A1 and A2, these 18 AMs are added to the Formations Hohenlohe, Von Essen II, Bagration Infantry, Bagration Cavalry, Maliutin and Kologrivov, which are put in the cup according to the usual rules (without special restrictions).

Remark : Rule  11.2 Demoralization of formations is applied.  The single AM of a demoralized formation can usually be one of the AMs placed in the cup.

2.5 – Commanders-in-chief
· Napoléon and Koutousov may give orders to all formations in play ;

·  Davout may give orders only to formations belonging to III and IV Corps ;

· Murat may give orders only to formations belonging to I Corps, V Corps (except OUDINOT) and the Cavalry Reserve ;

· Special Case :  Lannes may replace Murat in certain scenarios (variants of scenarios N1, A1, and A2) and may give orders only to formations belonging to I Corps, V Corps (including OUDINOT) and the Cavalry Reserve ; 
· Buxhöwden may give orders only to formations belonging to the Advance-Guard and to Columns I, II, and III ;

· Bagration may give orders only to Formations Bagration Infantry, Bagration Cavalry, and V Column ;

· Alexander I and François II may not give orders.  They may move at the rate of 7 MP, like commanders-in-chief.  Their counter escort (Cuirassiers Empereur François 1 SP) moves along with these two leaders, or with one of the two if they become separated.  It can never attack another unit (it only defends).
3 – Strategic Initiative

If their counters are on the map, the DRMs of Napoléon and Koutousov are used for strategic initiative.  Otherwise, that of the commander-in-chief with the best DRM for each side who is on the map is used.

 12.2 Low fog : During the game-turn for 9h15->10h30, fog exists only in hexes of level 0.  The effects of fog apply only for units, ZOCs, CTs, and charges that are resolved in hexes at level 0.
Terrain Effects Table

Frozen ponds: 

The hexes of frozen ponds (see legend) are considered like marsh hexes in all respects, with the following additional restrictions :

· Only routed units may enter a frozen pond hex voluntarily ;

· Artillery units may never enter a frozen pond hex (or marsh, either) ;

· For each frozen pond hex a unit enters, the player rolls 1d10.  An infantry unit is eliminated on a result of 0 or 1, a cavalry unit on a result of 0, 1, or 2.  On any other result, the unit may continue moving ; 

· Units required to retreat after combat into a frozen pond hex are immediately routed.  This rout is added to the effects already resulting from the combat (i.e., if the combat result itself produces a rout result, this additional rout due to entry into the frozen pond hex will eliminate the unit—see 10.2) ;

· An attacking unit never advances after combat through a frozen pond hex.

The Deployment Table

It lists for each scenario :

· The deployment hexes for units and leaders ;

· The entry hexes, hours of arrival, and order of entry onto the map for reinforcements ;

· The available CAMs ;

· The AMs available during the first turn of each scenario (the others enter play according to the usual rules for reinforcements, the specific rules for Austerlitz, or special cases of each scenario). 

Variants for scenarios N1, A1 and A2 

Replace the Murat counter with Lannes to simulate the latter’s assumption of leadership of the French Left Wing in place of Murat (see Specific Rules 2.5).  Lannes is then deployed in the hex assigned to Murat in the Deployment Table.

The Map

To assemble the two maps, it is necessary to place the North map over the South map so as not to be hindered by the title printed on the Austerlitz South map.  It is recommended that the maps not be permanently attached to one another, so that the North and South scenarios may be played with the maps separated.

The South map is used for scenarios S1, S2, S3 and S4. The North map is used for scenarios N1 and N2. Both maps together are used for senarios A1 and A2.  Hexes are identified as s0000 for the South map and n0000 for the north map.

Austerlitz 1805 : Scenarios

 S1. The Battle of the lower Goldbach (historical) :
This scenario covers the whole of the Battle of Austerlitz in the south part. Davout must first hold on and face odds of 1 to 3 against the entire left wing of the Coalition while waiting for Soult to seize the Pratzen ! Will the French be able to push the enemy into the frozen ponds ?

Duration 

The scenario begins on December 2, during the night turn 6h45 -> 8h00, and lasts 9 turns (through turn  16h45 -> 18hh00). 

Victory Conditions 

Automatic Victory : If Napoléon is eliminated, the game ends and the Austro-Russian player is declared the winner.

Victory at the end of the game :  Victory is awarded to the side having at least 7 points more than its adversary.  If there is a difference of 6 or less victory points between the two sides, the game is a draw.  Victory points are awarded as follows :

French and Austro-Russian :

· 2 VP per enemy infantry, cavalry, or artillery unit eliminated ;

· 1 VP per routed enemy unit that is still on the map ;

· Hex control :  points awarded each turn to the side that was the last to occupy the hex (Use the flag markers) :  1 VP each for hexes s1107, s1009, s1109, s0912, s1012, s1812. Note :  At the beginning of the scenario, these objectives are controlled by the French except for s1812, which is controlled by the Austro-Russians.

Austro-Russians only :

· Imperial Guard : 1 VP  each time one of the three infantry units of the French Imperial Guard participates in shock combat (1 VP per unit).  5 VP, awarded only once, if one of the three units of the French Imperial Guard infantry is routed or destroyed. 

· Exiting the map, points awarded once only :  1 VP per Austro-Russian counter in good order  leaving the map through hexes s0519, s3203, s3204 or s3020 during turn 16h45->18h00.

Initiative

The French player automatically has the strategic initiative on the first turn.

Directions of retreat

Austro-Russians : east or south edge of the map (at the player’s discretion).

French :  west edge of the map. 

Initial Deployment

See the Deployment Table.  The French player deploys and faces his counters first. 

Reinforcements

Reinforcements enter by stacks, and strictly in the order indicated by the Deployment Table for each formation.

S2. The combats for Telnitz and Sokolnitz (historical) :

This scenario covers the combats of the morning for control of the key villages of Telnitz and Sokolnitz.  The regiments of the brigades of Merle and Féry (Legrand’s division) must sustain the assault of four Austro-Russian columns alone.  The word impossible is not in the French language !

Duration 

The scenario begins on December 2 with the night turn 6h45 -> 8h00, and lasts 5 turns (through the 11h45 -> 13h00 turn). 

Victory Conditions

Victory at the end of the game : Victory is awarded to the side having at least 7 more points than its adversary.  If there is a difference of 6 or less victory points between the two sides, the game is a draw.  Victory points are awarded as follows :

French and Austro-Russian:

· 2 VP per enemy infantry, cavalry, or artillery unit eliminated ;

· 1 VP per routed enemy unit that is still on the map ;

· Hex Control :  points awarded at the end of the scenario to the side which was the last to occupy the hex (Use the flag markers) : 1 VP each for hexes s1107, s1009, s1109, s0912, s1012.   Note : At the beginning of the scenario, these 5 objectives are controlled by the French.

Initiative

The French player automatically has the strategic initiative on the first turn.

Directions of retreat

Austro-Russians : east or south edge of the map (at the player’s discretion).

French : west edge of the map.

Initial Deployment

See the Deployment Table.  The French player deploys and faces his counters first. 

Reinforcements

Reinforcements enter by stacks, and strictly in the order indicated by the Deployment Table for each formation. 

S3.  Crushing the allied left wing (historical) :

This scenario covers the combats of the afternoon, after the conquest of the Pratzen plateau by the French and the rout of IV Column and Kamenski’s brigade.  Will Langeron arrive in time to save his men from the dangers into which the erratic orders of Buxhöwden have precipitated them ?

Duration 

The scenario begins on December 2 with the night turn 14h15->15h30 and lasts 3 turns (through the 16h45-> 18h00 turn). 

Victory Conditions

Automatic Victory : If Napoléon is eliminated, the game ends and the Austro-Russian player is declared the winner.

Victory at the end of the game : Victory is awarded to the side having at least 7 more points than its adversary.  If there is a difference of 6 or less victory points between the two sides, the game is a draw.  Victory points are awarded as follows :

French and Austro-Russians :

· 2 VP per enemy infantry, cavalry, or artillery unit eliminated ;

· 1 VP per routed enemy unit that is still on the map ;

· Hex Control :  points awarded at the end of the scenario to the side which was the last to occupy the hex (Use the flag markers) : 1 VP each for hexes s1107, s1009, s1109, s0912, s1012, s1812. Note : At the beginning of the scenario, these objectives are controlled by the Austro-Russians, except for s1812, which is controlled by the French.

Austro-Russians only :

· Imperial Guard : 1 VP  each time one of the three infantry units of the French Imperial Guard participates in shock combat (1 VP per unit).  5 VP, awarded once only, if one of the three units of the French Imperial Guard infantry is routed. 

· Exiting the map, points awarded once only :  1 VP per Austro-Russian unit in good order or disorganized leaving the map through hexes s0519, s3203, s3204 or s3020 during turn 16h45->18h00.

Initiative 

The French player automatically has the strategic initiative on the first turn.

Directions of retreat

Austro-Russians : east or south edge of the map (at the player’s discretion).

French : west edge of the map. 

Initial Deployment

See the Deployment Table.  The Austro-Russian player deploys and faces his counters first.  

Reinforcements

Reinforcements enter by stacks, and strictly in the order indicated by the Deployment Table for each formation.

S4. Telnitz and Sokolnitz change hands! (historical, adapted for the competition)

Will the southern sector of the battlefield remain in French hands long enough to ensure the victory at Austerlitz ?  This scenario was used for the finale of the VIII Bicentennial Trophy won by Thierry Dretzen.

Specific rules for the scenario

· 2.2 Utilization of AMs.  During Phase C of each turn, the Austro-Russian player selects and secretly places in the cup the 2 AMs for OLSOUFIEV plus 6 other AMs of his choice from among those available.  The Austro-Russian player may add up to 3 additional AMs per turn (in addition to the 8 free AMs), at the cost of 1 VP per AM (see victory conditions).  If the Russian reinforcements enter play, a free 9th AM is allowed beginning with their turn of entry.

· French Rally :  The French player may automatically rally one routed unit that is stacked with Davout (a maximum of 1 time per game-turn) at the cost of 1 VP.  This rally must take place during the activation of the formation the unit belongs to.

· Detached units :  Detached units of a formation are considered to be part of a new separate formation for the remainder of the scenario.  Example :  11th Székler may stack with 3rd O’Reilly or 4th Hessen-Hombourg and is activated with the AMs for STUTTERHEIM.

List of detached units :

FRIANT : 1st Dragoons (detached from the Formation BOURCIER)

STUTTERHEIM : 11th Székler (detached from the Formation LIECHTENSTEIN) and 4th Hessen-Hombourg (detached from the Formation NOSTITZ-RIENECK)
Duration 

The scenario begins on December 2 with the turn 9h15 -> 10h30 and lasts 5 turns (through the 14h15 -> 15h30 turn).   All the turns are day turns (rule 12.2 Low fog is ignored).

Victory Conditions

Victory at the end of the game : Victory is awarded to the side having at least 7 more points than its adversary.  If there is a difference of 6 or less victory points between the two sides, the game is a draw.  Victory points are awarded as follows :

French and Austro-Russians :

· 2 VP per enemy infantry, cavalry, or artillery unit eliminated ;

· 1 VP per routed enemy unit that is still on the map ;

· Hex Control :  points awarded at the end of the scenario to the side which was the last to occupy the hex.  (Use the flag markers) : 1 VP each for hexes s0912, s1012, s1009, s1109, and s1107. 
Note : these 5 hexes are controlled by the French player at the beginning of the game (place French Flag markers on them). 
· The VP cost of reinforcements bought by the adversary.

French only :

· 4 VP if the Austro-Russian player voluntarily moves (1) one or more units of the Formation LÜDERS during the first 3 turns of the game, and 2 VP if this occurs during the last 2 turns (2) ;

· 1 VP per additional AM (beyond the 8 or 9 free AMs) put in the cup by the Austro-Russian player.

Austro-Russians only :

· 5 VP if the French player voluntarily moves (1) one or more units of the brigade Levasseur (18th and 75th  Line and Legrand’s artillery) during the first 3 turns of the game, 2 VP if this occurs during the 4th turn, and 1 VP if it occurs during the last turn (2) ;

· 1 VP per French unit automatically rallied by Davout.

(1) : By moving voluntarily is meant a movement during the Activation Phase for the formation concerned.  Testing the initiative of 1 formation or tactical group, even if the test fails and no unit moves, counts as « moving voluntarily ».  Firing, recoiling, or retreating does not count as moving voluntarily.  An enemy attack permanently lifts the restriction without a VP penalty.
(2) : Valid only once, solely during the first voluntary movment of one of the units concerned.

Initiative 

The Austro-Russian player automatically has the strategic initiative on the first turn. 

Directions of retreat

Austro-Russians : east edge of the map.

French : west edge of the map.  

Initial Deployment

See the Deployment Table.  The Austro-Russian player deploys and faces his counters first.   

Reinforcements

Reinforcements do not enter play unless the player decides to bring them on (optional) in conformity with rule 5.2.  Beginning with Phase E of the 3rd turn, the two players secretly write down on paper whether they will bring on reinforcements during the next turn. Note : Rule 5.2.3 is applied for the 3 hexes listed below.

French Reinforcements  :

Brigade Beaumont (3rd division of dragoons) : 5th/8th dragoons, 12th/16th dragoons, 9th/21st dragoons and artillery in s1401 -> Possible from 13h00, cost 2 VP at 13h00, 1 VP at 14h15.
Division Saint-Hilaire (1st division of IV Corps) : Brigade Morand, 10th Léger - Brigade Thiébault, 14th  Line, 36th Line - Brigade Schiner, 43rd Line, 55th Line and artillery in s1905 (consider the hex as the entry hex onto the map) -> Possible from 13h00, cost 1 VP per unit (the player may decide the total number of units that will enter the map, but he is required to enter all units of a brigade if he enters any unit of that brigade.  The artillery may enter independently).

Austro-Russian Reinforcements :

Brigade Kamenski (2nd brigade of II Column) : Fanagorie, Ryazan and Isayev in s1908 (consider the hex as the entry hex onto the map) -> Possible from 13h00, cost 3 VP at 13h00 and 2 VP at 14h15. 

______________________________________________________________________________________

N1. Bagration facing Murat and Lannes (historical and variant) :

This scenario covers all the fighting in the north part of the battlefield.  Murat did not dream that Bagration would be concealed behind the valleys of the Kirchberg.  Would he be able to repulse him and turn to face south in time to participate in the encirclement of Koutousov ?

Duration 

The scenario begins on December 2 with the low fog turn 9h15 -> 10h30 and lasts 6 turns (through the 15h30-> 16h45 turn). 

Victory Conditions 

Automatic Victory : If Napoléon is eliminated, the game ends and the Austro-Russian player is declared the winner.

Victory at the end of the game :  Victory is awarded to the side having at least 7 points more than its adversary.  If there is a difference of 6 or less victory points between the two sides, the game is a draw.  Victory points are awarded as follows :

French and Austro-Russian : 

· 2 VP per enemy infantry, cavalry, or artillery unit eliminated ;

· 1 VP per routed enemy unit that is still on the map ;

· Hex control :  points awarded at the end of the scenario to the side that was the last to occupy the hex (Use the flag markers) :  1 VP each for hexes n2204, n2709, n2909, n2910, n3009, n3010, n2413, n2512 and n2513. Note :  At the beginning of the scenario, these objectives are controlled by the Austro-Russians, except for n2204, which is controlled by the French.

 French only :

· 3 VP if one of the two Formations MALIUTIN and KOLOGRIVOV is demoralized at any time during the scenario and 7 VP if they are both demoralized at any time during the scenario.  These points are awarded only once (maximum total = 7 VP).

Austro-Russians only :

· Imperial Guard and Grenadiers of the reserve : 1VP each time one of the three infantry units of the French Imperial Guard participates in a shock combat (1 VP per unit).  5 VP, points awarded once only, if one of the three infantry units of the French Imperial Guard is routed or destroyed.  3VP once only if one unit of the Formation OUDINOT participates in a shock combat.  

· Control of the hexes of the Santon and of the Staré Vinhorady at the end of the scenario (Use flag markers) : n1706 (7 VP), n2317 (5 VP) and n2417 (5 VP).
· Exiting the map, points awarded once only : 1 VP per Austro-Russian unit in good order or disorganized exiting the map via hexes n3209 or n3207 during the 15h30->16h45 turn.

Initiative 

The Austro-Russian player automatically has the strategic initiative on the first turn.  

Directions of retreat

Austro-Russians : east edge of the map.

French : west edge of the map. 

Initial Deployment

See the Deployment Table.  The Austro-Russian player deploys and faces his counters first.    

Reinforcements

Reinforcements enter by stacks, and strictly in the order indicated by the Deployment Table for each formation. 

N2.  The combat of the two guards (historical) :

This scenario covers the direct confrontation between the French and Russian imperial guards over the slopes of the Staré Vinhorady. The « Grand Charge » is the symbolic culmination of the battle of Austerlitz !

· Specific Rules for the scenario
· Command : Though he possesses no commander-in-chief, the Austro-Russian player has two orders available each turn.

· Immobile Units : The French units 28th, 43rd, 46th, 55th and 57th Line and Vandamme’s artillery cannot move until shock attacked or until the units 24th Leger and 4th Line are both routed or eliminated. The artillery may fire without restriction. The French player may choose to lift this restriction at the beginning of each turn at a cost of 3 VP (see victory conditions).

· Detached Units : The detached units of a formation are considered as belonging entirely to their new formation for the duration of the scenario. 

List of detached units :

VANDAMME :  43rd and 55th Line (detached from the Formation SAINT-HILLAIRE)

· The Formation DROUET has only one AM for this scenario.

Duration 

The scenario begins on December 2 with the turn 11h45 -> 13h00  and lasts 3 turns (through the 14h15 -> 16h30 turn).  

Victory Conditions

Automatic Victory : If Napoléon is eliminated, the game ends and the Austro-Russian player is declared the winner.

Victory at the end of the game : Victory is awarded to the side having at least 7 more points than its adversary.  If there is a difference of 6 or less victory points between the two sides, the game is a draw.  Victory points are awarded as follows :

French and Austro-Russians :

· 2 VP per enemy infantry, cavalry, or artillery unit eliminated ;

· 1 VP per routed enemy unit that is still on the map ;

· Hex Control :  points awarded at the end of the scenario to the side which was the last to occupy the hex (Use the flag markers) : 1 VP each for hexes n2317, n2417 and n2818. Note :  At the beginning of the scenario, these objectives are controlled by the French. 
French only ::
· 5 VP if the three cavalry units Hussards, Chevaliers Gardes, and Gardes du corps of  Formation KOLOGRIVOV are routed or eliminated at the end of the scenario.
Austro-Russians only :

· Imperial Guard : 1 VP  each time one of the three infantry units of the French Imperial Guard participates in a shock combat (1 VP per unit).  5 VP, points awarded once only, if one of the three infantry units of the French Imperial Guard is routed or eliminated. 

· 3 VP, once only, if the French player decides to lift the restriction on his immobile units (see Specific Rules for the scenario) at the beginning of any turn.

· 5 VP if all 3 cavalry units of the French Imperial Guard are routed at the end of the scenario.

Initiative

The Austro-Russian player automatically has the strategic initiative on the first turn. 

Directions of retreat

Austro-Russians : east edge of the map.

French : west edge of the map.   

Initial Deployment
See the Deployment Table.  The Austro-Russian player deploys and faces his counters first.   

Reinforcements

No reinforcements.

A1. The Battle of Austerlitz (historical) :

This scenario covers the entirety of the Battle of the Three Emperors.  The victory conditions reflect the historical plans of  Napoléon and Weyrother. Will you do as well as the Petit-Caporal?  

Specific Rules for the scenario
· Francis II and Alexander I :  These two leaders, though unable to give orders, may still have an influence on the course of the battle.  Every unit which makes a rally attempt while stacked with or adjacent to Francis II or Alexander I benefits from a DRM of -1 on the CT.  This DRM is only available to Austrian units for Francis II and to Russian units for Alexander I.  

       However, every commander-in-chief (Buxhöwden, Bagration and Koutousov) which is within a  
radius of 7 MP of Alexander I has his order capacity reduced by 1. Note : This distance is checked 
by using the MP cost for Generals on the Terrain Table.  If Alexander is able to reach and stack 
with the general in question by expending 7 MP or less, the restriction applies.

· Immobile Units : All units already on the map, but whose AMs are not available before a specified turn, obviously cannot be activated until their AMs enter play (see the Deployment Table). Example : Formations SUCHET or Von ESSEN II at 9h15.)

Duration 

The scenario begins on December 2 with the night turn 6h45 -> 8h00  and lasts 9 turns (through the 16h45 -> 18h00 turn).   

Victory Conditions 

Automatic Victory : If Napoléon is eliminated, the game ends and the Austro-Russian player is declared the winner.

If Francis II or Alexander I is eliminated, the game ends and the French player is declared the winner.

Victory at the end of the game :  Victory is awarded to the side having at least 7 points more than its adversary.  If there is a difference of 6 or less victory points between the two sides, the game is a draw.  Victory points are awarded as follows :

French and Austro-Russian : 

· 2 VP per enemy infantry, cavalry, or artillery unit eliminated ;

· 1 VP per routed enemy unit that is still on the map ;
· Hex control :  points awarded each turn to the side that was the last to occupy the hex (Use the flag markers) :  1 VP each for hexes s1107, s1009, s1109, s0912, s1012, s1812. Note : At the beginning of the scenario, these objectives are controlled by the Austro-russians, except for s1812, controlled by the French.
French only :
· 5 VP if the three cavalry units Hussards, Chevaliers Gardes, and Gardes du corps of the Formation KOLOGRIVOV are routed or eliminated at the end of the scenario.
Austro-Russians only :

· Imperial Guard : 1 VP  each time one of the three infantry units of the French Imperial Guard participates in a shock combat (1 VP per unit).  5 VP, points awarded once only, if one of the three infantry units of the French Imperial Guard is routed ;  

· Grenadiers of the reserve : 5  VP, points awarded once only, if one of the units of the Formation OUDINOT participates in a shock combat before the 14h15-15h30 turn.  3 VP, points awarded  once only, if one of the units of the Formation OUDINOT participates in a shock combat during or after the 14h15-15h30 turn. These two conditions are not cumulative (Total maximum = 5) ;

· Exiting the map, points awarded once only: 1 VP per Austro-Russian unit in good order or disorganized exiting the map via hexes s0519, s3203, s3204 s3020, n3209 or n3207 during the 16h45->18h00 turn.

Initiative

The French player automatically has the strategic initiative on the first turn. 

Directions of retreat

Austro-Russians : east or south edge of the map (at the player’s discretion).

French :  west edge of the map.  

Initial Deployment
See the Deployment Table.  The Austro-Russian player deploys and faces his counters first.    

Reinforcements

Reinforcements enter by stacks, and strictly in the order indicated by the Deployment Table for each formation.  

A2. Surprise at Austerlitz ? (hypothetical) :

This scenario covers the entirety of the battle of December 2, 1805, but with victory conditions and hours of availability of formations which do not follow the restrictions of the historical plans.  What would have happened if Weyrother had not gained the ear of the Tsar ?

Specific Rules for the scenario
· Francis II and Alexander I :  These two leaders, though unable to give orders, may still have an influence on the course of the battle.  Every unit which makes a rally attempt while stacked with or adjacent to Francis II or Alexander I benefits from a DRM of -1 on the CT.  This DRM is only available to Austrian units for Francis II and to Russian units for Alexander I.  


Furthermore, every commander-in-chief (Buxhöwden, Bagration and Koutousov) which is within a  
radius of 7 MP of Alexander I has his order capacity reduced by 1. Note : This distance is checked 
by using the MP cost for Generals on the Terrain Table.  If Alexander is able to reach and stack 
with the general in question by expending 7 MP or less, the restriction applies. 

· Immobile Units : All units already on the map, but whose AMs are not available before a specified turn, obviously cannot be activated until their AMs enter play (see the Deployment Table). Example : Formations SUCHET or Von ESSEN II at 8h00.)

Duration 

The scenario begins on December 2 with the night turn 6h45 -> 8h00  and lasts 9 turns (through the 16h45 -> 18h00 turn).    

Victory Conditions 

Automatic Victory : If Napoléon is eliminated, the game ends and the Austro-Russian player is declared the winner.

If Francis II or Alexander I is eliminated, the game ends and the French player is declared the winner.

Victory at the end of the game :  Victory is awarded to the side having at least 7 points more than its adversary.  If there is a difference of 6 or less victory points between the two sides, the game is a draw.  Victory points are awarded as follows :

French and Austro-Russian : 

· 2 VP per enemy infantry, cavalry, or artillery unit eliminated ;

· 1 VP per routed enemy unit that is still on the map ; 
· 3 VP per enemy formation demoralized at the end of the game ;

· 5 VP per enemy formation wiped out (i.e., all of whose units have been eliminated).  These VP are cumulative with those gained when the same formation has been demoralized beforehand ;

French only :
· 3 VP if the three cavalry units Hussards, Chevaliers Guards, and Guards du corps of the Formation KOLOGRIVOV are routed or eliminated at the end of the scenario.
· Hex control :  points awarded at the end of the scenario if the French were the last to occupy these hexes (Use the flag markers) : n3219 (10 VP), n2907 (7 VP) and s1912 (5 VP). Note :  At the beginning of the scenario, these objectives are controlled by the Austro-Russians.

Austro-Russians only :

· Imperial Guard : 1 VP  each time one of the three infantry units of the French Imperial Guard participates in a shock combat (1 VP per unit).  5 VP, points awarded once only, if one of the three infantry units of the French Imperial Guard is routed ;  

· Grenadiers of the reserve : 3 VP, points awarded once only, if one of the units of the Formation OUDINOT participates in a shock combat before the 14h15-15h30 turn.  1 VP, points awarded  once only, if one of the units of the Formation OUDINOT participates in a shock combat during or after the 14h15-15h30 turn. These two conditions are not cumulative (Total maximum = 3) ;

· Hex control :  points awarded at the end of the scenario  if the Austro-Russians were the last to occupy these hexes (Use the flag markers) : s0709 (10 VP), n1308 (7 VP) and n1706 (7 VP). Note : At the beginning of the scenario, these objectives are controlled by the French.
Initiative

The French player automatically has the strategic initiative on the first turn. 

Directions of retreat

Austro-Russians : east or south edge of the map (at the player’s discretion).

French :  west edge of the map.  

Initial Deployment
See the Deployment Table.  The Austro-Russian player deploys and faces his counters first.    

Reinforcements

Reinforcements enter by stacks, and strictly in the order indicated by the Deployment Table for each formation.  

