SETUP

Teugn-Hausen 1809

At Start Setup

Place brigade commanders with their brigades at start or bring them on when the brigade enters the map.

French-

Davout, ADC, St. Hilaire and 3rd reg. in Teugn. The infantry may start in skirmish mode.

1st batt. 7th Reg with Brig. Petit, 7 hexes to the east of Teugn on the road. This unit is attached to St. Hilaire’s Division for this battle.

Austrian-

1) Advance Guard of 3rd Korps (less cavalry)  stationed on the Hausener Berg within 3 hexes of the road. The infantry may start in skirmish mode and separated into their respective companies.

2) Cavalry of the Advance Guard within 3 hexes of the west edge and at least 2 hexes south of the river running just north of Hausen.

3) 56th Reg. west of Teugn-Hausen road and no more than 3 hexes north of the river crossing the road. Also no more than 3 hexes from the road.

4) 7th Reg. as 3) but to the east of the road.

5) Hohenzollern plus ADC in Hausen.

6) Artillery, limbered on the road that runs south from Hausen to the Austrian depot hex. Must be at least 5 hexes from Hausen. The advanced guard artillery is placed with its formation at start.

7) 12th and 23rd reg. within 3 hexes and west of the road leading south from Teugn-Hausen to Thann and at least 2 hexes south of Hausen.

8) 20th and 38th reg. same as 7) but east of the road.

9) Commanders are stacked with units in their command.

10) The reserve grenadier brigade within 3 hexes of Grub.

11)  The Stutterheim Advance Guard detachment from the 4th Korps within 3 hexes of Shneidhart. The two hex village at the edge eastern of the map.
Only the advance guard is active at the start of the game!

     If Thierry’s Brigade is used:

Option 1)  move the 7th Reg so that it is directly west of the 56th Reg. . Place the 1st Reg. where the 7th was located and place the 29th directly to the east of the 1st Reg. The artillery is placed with the rest of the artillery in column on the road. Or 
Option 2) Thierry can be brought on by the road leading through Buch. At the start of the 2 pm game turn roll 1 die. On a 5 or 6 he enters that turn. Keep rolling at the start of each turn until he arrives.
Note that apart from the Advanced Guard artillery, which may stack with another unit in its formation, only place one unit per hex at the start.

French Reinforcements
10th Legere comes on from the west at point B.

The rest of the 4th division and the artillery come on the road hex leading north from Teugn ( the direction of Regensburg ) at point A on the map.

The 2nd division comes on at the road hex marked C.

The 57th Line arrives in march column on the communications hex at 11:20.

The 10th Legere arrives in march column on at point B at 12:20 

The rest of St. Hilaire's Division, except the artillery, enter at point A. On or after 12:20 pm.

All artillery enter in march column on communication hex starting with the 2 pm turn. 

3/7th Legere - This unit is commanded by Petit and is attached to the 4th Div. for this game, but it is neither effected by nor effects the morale status of the 4th Div. This unit cannot be brigaded with units of the 4th Div.

Friant's Division enters at C in column of march, on or after 1:40 pm. Friant’s Division is considered the French reserve for game purposes, if such a rule is used.

The Austrian Reserves are the grenadiers and Stutterheim’s command. 

Austrian Activation:

Stutterhiem and the grenadiers were held back by Charles who only brought them into the battle too late. Starting with the 3 pm turn roll a dice for these two formations. Roll only once per turn. The die roll is for both formations. On a 5 or 6 Charles orders them to help the III rd Korps. Consider these two formations as part of III Korps for command activation. If an enemy unit moves within 3 hexes of a unit in either formation, that formation becomes active for the rest of the game.
Reinforcement Focal Point:

The French infantry entering in column on the road may move towards any hex in Teugn without a command chit, during the reinforcement phase..

The Austrian artillery in column on the road south of Hausen may move to any hex in Hausen without a command chit, during the reinforcement phase.

St. Julien’s Division, if in march column, may move towards the Hausener Berg without a command chit, as if it were a focal point. The regular rules for not approaching enemy units applies.

Historical note: Hohenzollern does not seem to have been aware of the size of the force he faced and so kept St. Julien back. When he did commit him, he only committed the division in piece meal, in a sort of too little too late move!

First Turn

The French player may deploy the units on the map entirely in skirmish mode at start. The French player can do nothing more in his first turn. The French 11:00 am turn is otherwise skipped and the Austrian's effectively start the game.

The only Austrian formation that is active and can be moved at the start of the game is the Advanced Guard. The infantry may start in skirmish.

Game Length.  The game starts at 11 am and ends at 4 pm. ( This being the last turn ). The weather later intervened to end the battle. If the players wish they can start rolling for weather at the start of the 4 pm turn. On a 6 the storm arrives and ends the battle. For each turn thereafter add one to the die until the battle is ended by the weather.
Activating the Austrians:

1) Lusignan’s Division may be activated/moved the turn after any unit of the Advanced Guard is fired on or assaulted by a French unit.

2) The artillery units and commander, on the road south of  Hausen, may be moved as soon as Lusignan’s Division engages in any form of combat with the French. 

 Note: The French and Austrian artillery is subject to the standard LB rules of movement. The divisional artillery may be activated with its division or with the reserve. For the Austrians, only when rule 2) is met. The reserve artillery may be attached to any division. The artillery reserve commander on the Austrian side may be given a command chit, in which case he may command any artillery units. 

3) St. Julien’s Division may be activated/moved the turn after any unit of Lusignan’s Division is fired on or assaulted by a French unit.

Command Control


This is not an easy one because Davout was so much better than Hohenzollern.


For this battle Davout gets one command chit and may use it to activate either of his divisions or the artillery reserve. Since he is treated as in command, he may also his MU to activate his entire corps if practical.


For this battle Vukassovich is treated like a light cavalry division commander with a 50% chance to obtain a command chit. Stutterheim when activated is treated the same way.

Hohenzollern gets one command chit and may use it to activate either the Advanced Guard or either of his two divisions or the artillery reserve commander. When Karl arrives, he may be able to activate his entire Korps.

The corps ADCs may be used to command any unit. The brigadiers are treated exactly like ADCs except they may only command units in their brigade(/division for simplicity). 


The grenadier formation was accompanied by Charles who just acted as an observer. 

Davout is a special artillery commander for the French and Smola is for the Austrians.

Supply/Depot Hexes


The depot hexes are marked with circles on the map which are half filled in. The Blue one is for the French and the white one for the Austrian. 

Corps Morale: This really does not work in a game of this size. Divisional morale would. If you wish to do so here are the divisional morale numbers for levels 1,2 and 3. Only infantry battalions count for losses. In the case of the advance guard it is measured in company size units.

French 2nd Div. 3/5/7    4th Div. 5/8/12

Austrian Adv.Gd 2/3/4 Use the companies. So the Karl battalion is worth 2 and the Grenzer 3. Div. Lusignan.  2/3/5 ( with Thierry 4/6/9 ). Div. St.Julien  3/5/7

The morale modifiers are -3/-6/-9 for levels one, two and three.

French III Corps

Davout's III Corps was the finest formation in the French army. Many of the line units were as capable of skirmishing as the light. To represent this, all of  St. Hilaire's 4th Division can skirmish.
Optional Austrian Release Rule:

Hohenzollern ODs on caffeine and attacks Davout zealously. All Austrian units may be moved from the start of the game!

Optional Scenario  : Thierry was dispatched with his brigade to cover the left flank of the III Corps. This brigade was wiped out on 20th April. The Austrian Army was very prone to dispatching units for communications and flank protection. The down side of this was that they were short handed when it came to the main battle. This optional scenario assumes that Thierry stayed with the rest of the Lusignan's Corps. At the start of the game place Thierry and his Division within 2 hexes of Lusignan and no further north then Lusignan's starting location OR bring him on to the map as indicated in the optional rules.
Game Play of Teugn-Hausen:

On the surface the French have an easy time of it with better troops that have higher morale and move faster. However, for 3 of the 5 hours of the battle, Davout has only St. Hilaire’s Division and Friant can only influence the closing stages of the battle. The artillery will struggle to be used effectively.  The biggest problem is that the Austrians start very close to the supply hex that is just north of Teugn. A few early French reverses could see the French in serious trouble. The Austrians for their part are going to be hard pressed to stay on the heights. Their artillery is not very useful in this terrain and will probably not see much action. There are only 5 hours to accomplish the task so time is in some ways more friendly to the Austrians here than the French but their commitment of units is slow which can be a real problem. See optional rule to change this somewhat.

Game Overview

Austrian III Corps has orders to capture Teugn. Davout already at Teugn is trying to rejoin the main French army. In order to do this he must keep the main east-west road through Teugn open. He must therefore control the heights to the south.

Austrians achieve victory if they maintain unrouted units on the heights or have any of the heights in their ZOC at the end of the game. A major victory if they capture Teugn.

French achieve victory if they control the heights and drive the Austrians from them. Their must be no Austrian ZOC on the heights either. A major victory if they control Hausen.

Heights are defined as Buchberg and Hausener Berg

The Ferdinand Hussars are part of the Advance Guard but were initially held back to help protect the left flank. They may operate as normal but start the game out of command of their brigade commander.

