Game Setup for Eckmuhl
The biggest problem I have had in researching this battle is that no two books seem to agree on exactly what happened, nor as to some of the units which were involved.

The losses to the III Corps during this campaign, were so bad, that by Aspern-Essling, there were many new recruits in the ranks and so the Corps was of much reduced quality. 

The battle is small enough that they can both be played in a reasonable time, but still present challenges to both sides. The Austrians are certainly less flexible, but they can certainly surprise an over confident enemy. Players will notice that Davout does not have Montbrun’s cavalry with him. Montbrun spent much of the campaign protecting Davout’s left flank and convincing Charles that there was a greater French force there than there actually was. Montbrun did such a great job, that Charles never new where the main French army was until it was too late! 

Leaders:

An army commander if killed is not replaced in this game. Charles is the only army commander to appear in the game and his function historically was limited.

The Corps commanders, if killed can be replaced by one of their division commanders.

Division commanders if killed or promoted can be replaced by one of their brigade commanders.

A brigade commander functions as an ADC except that he can command only units from his brigade or division if players wish.

In Eckmuhl the brigade commander of the Austrian Reserve brigade consisting of the 3 battalions of the 3rd Regiment, functions as a division commander for the purposes of command rules. He reports directly to Charles. Charles dispersed the III Korps during the battle and by the end of the day Hohenzollern, the corps commander, had one cavalry regiment under his command. The scenario only lists the III Korps units that took part in the battle but there were certainly other elements present at various times. This is because Charles sent them off to protect areas that were not threatened. The one brigade of the III Korps which supported the IV Korps functions as an attached division for game purposes. Its commander functions as a Division commander reporting to the IV Korps commander. The 3rd infantry regiment may only be activated when Charles arrives and its commander must be in Charles’ command range to be in command or it is activated if the French come within 10 hexes and line of sight of one of its battalions.
MU

In the the battle represented here, the Davout is assumed to always be in command for the purposes of issuing MU. Rosenberg can only activate one division at a time. The Austrian Advance Guard is treated the same as a light cavalry formation and may roll for an MU.
In Eckmuhl the French IIIrd corps is provided with an MU. The VII corps does not get an MU and is always out of command. The only way to move units to attack is to have them stack with officers. The Austrian IV Korps gets an MU. When Charles appears he is also given an MU but this can only be used to activate the reserve formation. See scenario rules.

Corps/army ADC’s function per the standard rules. They may be used to replace killed leaders instead of using one of the other options listed above.

The reason why VII corps does not get an MU is that it would allow a player to unrealistically use its units to a greater effect than they were used. It is still not clear if Lefebvre held back because his units were inexperienced or because he felt he was facing too strong a force. Both are conjectural!

Game Play of Eckmuhl:

The  French have their work cut out for them in this battle. They have better troops that have higher morale and move faster but are on the offensive in a lot of open terrain where the Austrians have set up a defensive position. The French VII th Corps contributed very little to the days events and so the main attack will fall again on Davout’s 2 divisions. The French do not have a superior artillery advantage and nor are they any better off for cavalry, so if they are going to win, it will be down to their infantry again.  The biggest problem for the Austrians is how spread out the IV Korps and until Charles intervenes, they are left to their own resources. The Austrians must hold their defensive line as the capture of the road leading north, will isolate both IIIrd and IVth Korps from the rest of the army. Some elements of the IIIrd Korps were south of the river, as were some of the VII Corps. Since they had no impact on the battle itself, they are not shown in this game.

Game Overview

Austrian IV Corps has orders to hold its current positions. Davout has to drive the Austrians from their positions and place units to control the north, south road from Eckmuhl. 

French achieve victory if they have units on the north/south road at games end. The Austrians win if the French do not.

SETUP

Eckmuhl 21st April 1809

Game length – the game starts at 2 pm and ends at 8 pm

At Start Setup

French-

There are no French forces on the map at start.
2:00 pm 2nd Brigade/3rd Div VII Corps.  On the west edge within 10 hexes of A.

2:20 pm 1st Brigade/3rd Div VII Corps. On west edge within 10 hexes of A.

2:40 pm Kavalerie Brig, Demont, artillery and Lefebre. On west edge within 10 hexes of A.


   Davout and the 4th Div. III Corps. On the west edge at B or within 20 hexes south of B.

3:00 pm  2nd Div III Corps. On the west edge at B or within 15 hexes north of B.

Austrian-

Advance Guard /IV Korps within 5 hexes of the road between Schierling and Unterleichung. Less 1 detached grenzer battalion.
Hohenlohe Div. IV Korps ( plus one attached Grenzer battalion) within 5 hexes west of the road running from Oberleichung to Obersanding, or anywhere east of this road but not north of Obersanding and south of Oberleichung.

Somariva Div. IV Korps within 6 hexes west of the road running from Unterleichung to Obersanding but not further north than 12 hexes from Oberleichung or anywhere east of this road.

Reserve artillery of IV Korps. At least 5 hexes east of the road from Unterleichung to Obersanding.

Kayser’s Brigade III Korps and EKL attached to IV Korps. Within 5 hexes of Eggmuhl.

3rd Regiment, Erzherzog Karl’s personal regiment, at least 10 hexes east of Obersanding and within 10 hexes of the north map edge.

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. The southern blue French depot hex is labeled A and the north French depot hex is labeled B.
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. 3/6/9    4th Div. 3/6/9
French VII Corps 3/6/12

Austrian Adv.Gd 1/2/3 Use the companies.. Div. Somariva.  2/4/6 Div. Hohenlohe 1/2/3. The attached Grenzer battalion is not included in the number.
The morale modifiers are -3/-6/-9 for levels one, two and three.

French III Corps

Davout's III Corps was the finest line 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.
Special Scenario Rules  : 

French- The VII Corps played very little part in the battle of the 21st. Why is not clear. To represent this, the VII Corps never receive an MU and can only activate their units to attack the enemy when stacked with an officer. They may react normally.
The French IIIrd Corps receives an MU and Davout is considered in command at all times.

The Austrian 3rd Reg may not activate until 3:20 pm unless a French unit moves within 10 hexes of it. Charles is not placed on the board until this time and he is stacked with one of the battalions.

Kayser’s Brigade of the III Korps may not move until 4:00 pm unless a French unit moves within 10 hexes of it.

Shattered for TN rules
French:

2nd Division Total 15 batt..   8 of 15
4th Division Total SPs 16.     8 of 15 

3rd Div. VII Corps. 5 of 12 – includes cavalry

Reserve Div VII Corps 2 of 4

Austrian:

AG Total 3 cs.of infantry and 4 reg cavalry  4 of 7

Div. Dedovich Total 10 batt  5 of 10 

Div Hohenlohe Total 4 batt.     2 of 4 – do not include attached Grenzer battalion.
