
Historical Scenario

Alternate Austerlitz Victory Conditions

Each player has 3 objectives. And 1 Special objective.They are as follows

French Objectives: At the end of the 1600 game turn the French player-

1.. Has at least 1 Infantry unit in any 2 Twin Area groupings from the list-059/060*,082/104*,106/123*Also has at least 1 Infantry unit in Castle Sakolnitz(area 016),town of Kobelnitz(area 055)

2 Has inflicted at least 25 unrecovered(16.0) step losses on Allied units

3.Has taken no more than 20 unrecovered French step losses.

* The French would have to have at least 1 Infantry unit in both area’s of a group( example:1 in 059 & 060 of that twin group, and in another 2 area twin group.. If he only has 1 Infantry unit in just 1 area of a twin group he doesn’t meet the Twin Area condition. 

Allied Objectives: At the end of the 1600 game turn the Allied player -

1. Has at least 1 Allied Infantry unit in each of the following areas-Castle Sakolnitz (area 016), Town of Kobelntiz(area 055), Town of Lapantz Mankt (in both twin areas of 078 & 095*)  and town of  Bosenitz(area 120)

2.Has inflicted at least 25 unrecovered(16.0) step losses on the French

3.Was the last to have a unit of any type(excludes leaders)on both areas of the Pratzen Heights(areas 059/060) 

*Allies must have at least 1 Infantry unit in both areas of Lapantz Mankt to meet the condition.if he only has 1 area of the town then the condition isn’t meet

Both Players:

A Player who achieves all 3 of his objectives scores a Decisive Victory. A player who achieves any 2 of his objectives scores a Minor Victory. If both or neither player score a minor victory the game ends in a Draw(except see Special Victory Conditions below)

Special Victory Conditions:

1, If the French have at least 1 unit of any type(does not include leaders) in the town of Austerlitz(064) they raise their victory level by 1(example-French ended up with a Draw but managed to have a cavalry unit in Austerlitz.their victory condition would be raised to a Minor victory

2. If the Allies still control the town of Austerlitz(064) their victory level is raised by 1 level

(control is being no French units in Austerlitz or if taken by the French the Allies were the last to have a unit move thru or end the game in the town)

Sudden Death: Still the same as in the Historical Scenario Special rules.

Victory Condition Notes: I found it very strange that the original victory conditions did  not give any incentive to the Allied player to make his historical offensive attacks trying to defeat the weak French right flank or make a drive in the center as they had planned and tried to do.As written the victory conditions more or less forced the Allied player to sit and  try holding onto the area’s he already controls .The historical battle was one of a Allied offensive seeking to crush the French right and center and the French holding on on their right while launching the surprised attack into the Allied center and left. 

The new alternate victory conditions are far from perfect but at least they try forcing the Allied player  to make his historical attacks upon the French Right and also drive in the center and north. Historically the French were  more interested in  holding their weak right flank while making the drive into the center of the Allied line on the Pratzen Heights/Stare Vinohrady and  also in the area between the Stare Vinohrady and the Goldbach Heights.

I kept the town of Austerlitz in but as a special  condition since it would for the French driving deep into the Allie rear and heading towards the Allied Sovereigns and this the Allies would do their utmost to prevent .

This game deserves a much better fate then the one it was dealt with .Maybe with the alternate victory conditions players can find a little enjoyment again refighing the battle.

Kim Meints(April 14,2012)


