Special Rules for Raszyn when using the La Bataille Rules

Set Up

Austrian Set Up

Ferdinand and staff as required.

Mohr with the advance guard artillery and 48th regiment set up within 5 hexes of the road to Tarczyn and within 4 hexes of the southern wood that this road goes through.

Kelgrer and his brigade within 5 hexes of the road to Podolszyn and 4 hexes of the same wood.

Cavalry Division under the command of FL Sharouth sets up within 4 hexes of the same wood and 4 hexes of the road to Podolszyn.

Mondet with Civalert’s brigade arrives at 2:00 pm on the road to Tarczyn.

Pflacher’s brigade arrives on the road to Tarczyn at 4:40 pm.

The 4 companies of the reserve artillery arrive on the same road at 5:00 pm.

Polish Set Up

Poniatowski and staff as required.

Saxon contingent on the hill between Jawarow and Raszyn.

Sokolnicki’s brigade on or within 4 hexes of Falenty.

Bieganski’s Brigade on or within 2 hexes of Michatowice.

Kamienieki’s Brigade on or within 1 hex of Jaworow.

Polenz’ Brigade on or within 2 hexes of Raszyn.

Rozniecki’s Brigade anywhere north of the Mrowa stream but no closer than 5 hexes to the stream.

Free Set Up. Poles set up first! The battle takes place on the following day and the 3 additional battalions are added. They are attached to Polentz’ brigade. Set up army anywhere north of the river or within 5 hexes of Falenty.
Austrians have their entire force available and set up anywhere south of the stream and no closer than 7 hexes to a Polish unit or the stream!

Terrain

Artillery may not move into marsh hexes unless they are moving in road column along the dyke. Units (except skirmishers) in marsh hexes that are not moving either in the ford, road or dyke hexes and are not in road column, are considered disordered while in this terrain. Units in the ford, dyke or road hexes are not disordered, if they are in road column.

The stream on the map is for reference only. There are 3 types of marsh terrain. Marsh without either the presence of a road or dyke. Marsh with a road running through it. Marsh with a dyke running through it.
Movement Cost

Terrain Type
    Infantry 
 Cavalry 
Artillery         Skirmishers/Officers

Not in Road column

Marsh

       4

     6                     NP                           3

With Road/Dyke    3                    4                     NP                           2

In Road column

On Road
       1

     1

    NP


1

On Dyke
       1                    1                       1                            1

All the above hexes have marsh in them

In Road column

Road
                   1                   1                      1                             ½

Not in Road Column

Clear
                   1                     1                       1                           1

Woods
                   2                     4                       4                           1

Village
                   3                     4                       3                           2

Slope Up              +2                    +3                    +3                         +1

Slope DOWN       +1                    +4                    +2                         0

Stacking

Clear                     18                    18                    4                         As type
Woods                   18

      18                    4                         As type

Village                   9

       9                     2                         As type

Marsh                     9

       9                     2                         As type

The stacking limit is the maximum unless a unit has a size in excess of the above.

FIRE MULTIPLIER
Polish/French      Saxon                     Austrian                    Grenz/EKL
Column           Printed                Printed                     Printed                    Printed

Line                    x3

       x3                            x3                             x4
Carre                  x3                        x3                            x3                             x4
General           Printed                Printed                      Printed                    Printed
Tirallieur
   x3                       x3

               x3


x4

Morale Throw for Losses( If used) 

The Poles and Saxons check their morale on every even loss. The Austrian checks morale on every odd loss, except cavalry, which checks every time it receives a loss.

Artillery Limber
Polish Horse Artillery limbers on 1-6

Polish and Saxon foot artillery limber on 4-6

Austrian Position and Brigade Batteries limber of 5-6

Austrian Horse Artillery limbers on 4-6

An officer stacked with the artillery that has an artillery modifier, may add that modifier to the die roll.

Austrian brigade batteries may only stack with infantry in their division.

Position batteries may only stack with other position batteries.

Cavalry batteries may never stack when unlimbered.

Cavalary Recall:

Polish 2-6

Saxon 2-6

Austrian Heavy 2-6

Austrian Light 1-6

 Austrian cavalry may never used any grand charge rules, nor may more than one regiment attack the same target.

Morale Levels:

Polish 12 (15 optional) battalions.       Austrian 17 (23 optional) battalions.




Level 1
Level 2
Level 3

Polish


    3

    8                      12

Austrian                          4                      8                       16

Carre Realization

 POLISH                  CARRE                    DISORDRE                  ROUT

4 hexes                     11-64                            65-66                            -
3 hexes                     11-56                            61-65                           66

2 hexes                     11-51                            52-63                         53-66

1 hex                        11-41                            42-54                         55-66

SAXON                  CARRE                    DISORDRE                  ROUT

4 hexes                     11-55                            56-64                         65-66
3 hexes                     11-51                            52-61                         62-66
2 hexes                     11-41                            42-54                         55-66

1 hex                        11-33                            32-45                         46-66

AUSTRIAN           CARRE                    DISORDRE                  ROUT

4 hexes                     11-61                            62-63                         64-66

3 hexes                     11-52                            53-65                         56-66

2 hexes                     11-43                            44-46                         51-66

1 hex                        11-34                            35-43                         44-66

If the Austrian unit is in column subtract 12 from the die roll. It is assumed the

unit is changing from battalion masse to closed square.

ODDS
(if used)
Attacker


Defender

1/3                                    -15                                          +16

½                                      -8                                            +8

1/1                                    

2/1                                    +2                                            -2

3/1                                    +5                                            -5

4/1                                    +8                                            -8

5/1                                    +12                                          -12

6/1                                    +15                                          -15

Fire Defense:

	Unit Type
	Formation
	Clear
	Village
	Woods
	Marsh

	Infantry
	(Rd)Column
	6
	6
	6
	4

	
	Line
	9
	-
	-
	-

	
	Square
	6
	-
	-
	-

	
	Skirmish
	14
	20
	20
	4

	
	General
	-
	8
	8
	-

	
	Disorder
	8
	10
	16
	4

	
	Rout
	14
	16
	20
	4

	Cavalry
	(Rd)Column
	6
	6
	6
	4

	
	Line
	8
	-
	-
	-

	
	Skirmish
	14
	16
	16
	4

	
	General
	-
	12
	12
	-

	
	Disorder
	8
	8
	8
	4

	
	Rout
	14
	14
	14
	4

	Artillery
	(Rd)Limbered
	6
	8
	8
	4( Dyke Only)

	
	Unlimbered
	14
	16
	16
	-

	
	w/Infantry
	6
	8
	8
	-

	
	
	
	
	
	


Commanders:


Officers that do not directly command formations may automatically put in command and move any units they are stacked with during the officer move phase. This includes ADCs.  In the case of a cavalry regiment, both parts may be considered in command if one is stacked with such an officer and the other is within 3 hexes.

CPS: Both sides get one MU which will be automatically successful. Both Ferdinand and Poniatowski are considered in command at all times. They have the command ranges of corps commanders. Both sides get a second MU which may be placed on any commander outside of Poniatowski’s or Ferdinand’s command range. The player must die for this MU during the chit pull. The player uses the morale value of the officer receiving the MU that is located in the bottom right hand corner. If the morale value plus 1d6 is 6 or greater then the officer is in command, otherwise he is not and the formation is not in command. The Austrians have 2 division commanders. Mohr also functions as a brigade commander for his brigade.
MU Draw: There is only one Polish and one Austrian Chit in the cup. When the respective nationality is drawn, move all units of that nationality that are in command.

Scenario Reinforcements.
Austrian: Civalert’s Brigade arrives on the road from Tarczyn at 2 pm.

                Pflacher’s Brigade arrives at 4:40 pm on the road from Tarczyn.

Reserve artillery - 4 companies of the reserve artillery arrive at 5:00 pm on the road from Tarczyn

While in road column formation and on the road, these units are considered always in command, without the need for an MU. Immediately they leave road column they must have an MU to move in command.

Victory Conditions:

Game Start : 2:00 pm. Game End: 9:00 pm.

The Austrians win an immediate major victory if they capture Raszyn ( No Polish units occupy Raszyn and at least one Austrian unit) and then exit a unit off the road that leads to Warsaw.

Austrian minor victory if they have at least one unit in Raszyn at the end of the game. ( Polish units may also be in Raszyn )

Polish minor victory if they prevent any of the Austrian victory conditions above.

Polish major victory if they have a unit in Falenty at the end of the game.

If the either side puts the opposing force on level two, move the victory level one in their favor. If the either side puts the opposing force on level three, move the victory level two in their favor. 

