The Battle of Austerlitz

General Rules

1. Timescale

The game lasts 30 turns, each of which represents 20 minutes of actual real time.

2. Visibility

During the early turns visibility and movement is restricted by the morning mist.  At the start visibility is only 18” and no doubling or tactical marching is allowed.  During the game the visibility will improve.


1st 3 turns
Nil improvement


2nd 3 turns
25% of lifting for full visibility: if not lifted doubling allowed


3rd 3 turns
75% of lifting: if not lifted tactical marching allowed


10th turn
full visibility at start of turn.

3. Tactical Marches

When the mist permits players may use tactical marches.  The minimum force size is the Division ie 4 infantry battalions or a complete cavalry regiment.  Forces must be in column of route throughout and must not pass within 30” of visible formed enemy.  A force that is under artillery fire may not use tactical march.

Distances :-
Infantry and Foot Artillery


30 “




Cavalry and Horse Artillery


48”




If movement is entirely along roads
+6”




If accompanied by forces General

+6” 

4. The Goldbach Stream

Although frozen the Goldbach had steep banks and was a considerable hindrance to the passage of troops.  All troops crossing move at half speed and are unformed.  Cavalry may not charge across the stream.

5. The Ponds

In December the ponds were frozen but a recent thaw had made the ice treacherous.  Troops may cross the ponds at normal speed (no doubling or charging), but each unit must throw one dice, with the result being the number of men lost that turn.  At the end of the turn the unit must throw for morale and will count as unformed.  If the unit has not received casualties from other sources, then a ‘RETREAT’ result is treated as ‘HALT’, a ‘ROUT’ result is treated as ‘RETREAT’.  Any casualties received from artillery whilst on the ponds are doubled. 

6. French Communications

One of the main themes of the Allied strategy was to turn the French right and break their communications with Vienna.  In the game, if the Allied player breaks through in the South and is able to move units off the table on boards F5 to J5 inclusive, the French player must remove one for one to cover the threat.  For infantry this must be a higher morale class eg. Veterans for Line.

French Set-up

1. Leaders

The French Corps/divisional leaders are per the OB.  In addition one unnamed leader can be used to command part of 4th corps.  All the above add +1 to their troops (except cavalry) within 12”.  Napoleon is C in c and will add an extra +1 to those within 18”.  Murat is the cavalry commander for all French cavalry.  

Note all cuirassiers and carabiniers are elite.

2. Initial Set up

The 4th corps sets up behind the line of the Goldbach stream as far north as Puntovitz.  The other corps/ divisions (except Davout) set up north of Puntovitz and up to 12” in on boards A4 to D4.  The guard and cavalry reserve must start on the back board (A5 to D5).  The guard may not move for the first 3 turns.

3rd Corps (Davout) enters on turn 1 directly onto the back boards G5 and or H5.

Allied Set-up

1. Leaders

The allied leaders are per the OB with each adding +1 to his troops within 12”.  Kutuzov is the C in C but only adds an additional +1 to Russian troops within 12”.

2.   Initial set-up

The allies set up on a line D3 to G3, with at least 1 corps setting up on each board.

The Guards & Cavalry set up on boards D2 to F2.  The guard cannot move for the first 4 turns, unless the French come within 36 “ of them.

