HOHENLINDEN – PLAYERS’ BRIEF  
Scenario
1. The 3rd December 1800 was a very cold, snowy day.  General Moreau has withdrawn the French army and plans to defend the open ground around Hohenlinden.  He has left a screen of infantry and cavalry at Erding, Isen and Burgrain to warn him of the approaching combined Austrian and Bavarian army of 61,000 troops.   He has two corps.  The first commanded by Grenier with 3 divisional commanders: Legrand, Ney and Bastoul.  He commands the other and is supported by Grouchy, Richepance and Decaen plus d’Hautpoul and his cavalry division.  All the divisions with the exception of Richepance’s and Decaen’s are on the plain surrounding Hohenlinden.  Richepance is at Ebersberg 9 Km to the south and Decaen is 20 Km to the southeast reconnoitring crossing on the River Inn.
2. Archduke John, who is only 18, believes that the French are retreating and is determined to defeat them before they can return to France.  He splits his command into 4 columns and, despite the atrocious weather conditions, orders them to converge with all speed on Hohenlinden: Kienmayer (16,000) from Dorfen; Baillet (10,600) and Kollowrat (20,100) from Haag on 2 separate routes and Riesch (13,300) from south of Haag via Albaching. 
3. The game will start at the historical time of 7:20 am. All troops will be placed in their historical positions agreed by the umpires who will also control the arrival of all reinforcements.  
Layout    

4.  The model will be laid out in the Scout Hall.  Since there was no fighting in the dense forest other than on roads and tracks these tables have been excluded.  The umpires will adjudicate on movement through this area based on the column of march chosen by the commander. Troops will not be deployed on the table until seen by the enemy.  Either side may of course send reconnaissance units forward.  If they survive they may send reports back stating what they can see.  However, they may not take any measurements nor use the grid references shown on the map in their report.
Ground
5.  A contoured map of the battlefield is enclosed.  This shows heavily wooded hilly terrain interspersed with streams and a few small rivers.  The main east to west route through the woods is the only all-weather road in the area.  At Hohenlinden it branches north to Erding and west to Munich.  All other routes through the woods are narrow waterlogged and rutted trails. 

6.  All the wooded areas with one exception are considered dense with visibility restricted to 100m. The exception is the woods surrounding Mittbach which has been opened up by the locals collecting firewood.  When in these woods the visibility is 300 m.  
7. Only the River Isen north of Weiher is considered a linear obstacle. For all the other rivers and streams just deduct 2 cm from any movement rate.  However, all chargers crossing these obstacles will become unformed.
8. The only towns are Hohenlinden, Forstern and Maitenbeth.  All the others are small villages or hamlets.   
Orders
9. All communications between superiors and subordinates must be in writing and passed via an umpire.  No player is permitted to act (move his figures) without written orders.   Units doing nothing but moving need not record orders. 
10. Players may, of course, disregard the demented scribbling of their superiors if they wish to do so.  If they do, or if they annoy their army commander they can be replaced at any time.  However the army commander is to ensure that the removed player is re-employed elsewhere within his command.
Additional Rules

11. Movement.  
a. Although the weather was initially atrocious with snow storms these lightened throughout the day as the sun beamed through.  As such the trails, particularly through the woods, were muddy and the going slow.  Normal movement rates apply to the open areas and the all-weather road through the woods.  However in the heavily wooded areas the narrow trails reduce movement rates.  To reflect this all columns traversing such trails move one figure wide with an extra limber space between each towed gun.  For example one unit is likely to exit a wood every 3rd period using normal movement rates and one per period using strategic moves.  
b. Movement in woods off the trails is halved for dense woods and three-quarters for the open woods around Mittbach.  In addition, in dense woods there is a 66% chance of getting lost.  To improve movement through these dense woods a pioneer company can cut a trail 100m long each period.
c. All rivers and streams are fordable.  Only the Isen north of Weiher is considered a linear obstacle.  
d. Players are to give written details of their order of march when passing along trails and roads through woods.  This movement will be controlled by the umpires.
12.  Firing.  
a. The normal FIBUA rules will apply to all towns.  Villages and hamlets have a defence value of only -6 when units in them are fired upon by cannister and small arms.    
b. All troops are considered trained.
13. Casualties.  Some senior commanders were wounded in this battle. All commanders attached to units in combat or being fired upon are to take the casualty test laid down in the rules.  Players who become casualties will be moved to another command elsewhere on the battlefield.  The original command will continue fighting whilst the second in command takes over or retire for two periods at the umpires’ discretion.  
14. Morale.  
a. To simulate the ebb and flow of battle any brigade in its initial attack that receives 30% casualties must be withdrawn into reserve.  Thereafter a cumulative casualty rule applies before the brigade becomes ineffective and can no longer attack.  This is 60% for French, 45% for Austrians (50% for Schwartzenberg’s division) and 35% for Bavarians. 
b. The normal rules for rallying routers apply until the edge of the table is reached.  They may rally behind supporting units or at their entry point automatically if they are not being pursued.  Units pursued off the table may not return but the pursuers can return at a point agreed with the umpires.  
Timings
15. It is fundamental to a game such as this that we reach a conclusion before we run out of time.  The move sequence and time to complete the periods will therefore be strictly enforced.  To this end, you will find that there will be occasions where one player is “in the thick of things” and physically does not have the time to complete the movement of his figures.  It is therefore up to senior commanders to transfer other players from quieter parts of the battlefield to help them.
16. If a player fails to complete his move by the time the umpire calls for the end of the period all combat ceases and begins again in the next period, i.e. his figures, and his opponents if necessary, must remain where they started.

17. It is obvious that there are going to be errors in a game of this size.  Therefore please bear in mind that:

a. You cannot “turn the clock back” to replay previous moves.

b. The umpires may produce different decisions at various points across the battlefield.  This is inevitable, but unimportant providing the players are prepared to be sensible.
Victory Conditions

18. Archduke John’s basic aim is to defeat the smaller French army.  
19. To win General Moreau must destroy the Austrian and Bavarians before Period 54 (16:00 pm historically).  The loss of Hohenlinden or Forstern may cost them the game.
20. The umpires will determine the victor based upon each teams performance against the historical outcome.  The battle ends after Period 53.  By this time historically both sides were utterly exhausted.
Gamesmanship
21. Players are reminded that wargamers are, by their very nature, highly competitive.  However with up to 53 fast and furious periods in a day there is no time for either winding back the clock or debating contentious issues.  It is therefore important not to forget that this is an historical battle refought amongst friends.

22. To promote good gamesmanship players are encouraged to:

a. Be welcoming and helpful to new players and guests.

b. Assist less experienced players with the rules.

c. Respect their opponents’ point of view, and the umpires’ decisions with good grace.

d. Assume that any disagreement is the result of a genuine mistake or misunderstanding and that nobody is trying to cheat.

e. During play they must:

(1) Inform their opponent of their intentions such as changing formation, crossing an obstacle, firing, charging, strategic movement etc.

(2) Agree measurements for movement, firing, charges etc.

(3) Not move their opponents’ figures unless requested to do so by them or the umpires.

(4) In the first instance, raise any concerns or appeals through their own chain of command.

23. Players are expected to know the rules, but may seek advice from other team-members.  They are also expected to resolve movement, firing and combat situations between themselves.  Where misunderstandings of the rules or disagreements occur they must refer such matters to an umpire who will make a decision.  The umpires’ decision is binding on both parties at that time and only applicable to that situation.  Please remember that umpires are only human.  In the heat of the action, in a similar situation elsewhere on the battlefield, they may make an entirely different decision.  This is to be accepted and respected as, in the overall scheme of things, in a game of this size it will not matter. 
24. Please remember that this is a game and, as such, should not be taken too seriously.  The father of all wargaming and author of the Prussian Kriegspiel, Lt. W Von Reiswitz took his wargaming a little too seriously.  When he was posted from Berlin to Torgau, in Saxony, he was placed in a circle where neither he nor his game was appreciated.   Because of his sensitive nature he fell prey to despondency and the following year, whilst on leave of absence, he shot himself.  Please bear this in mind as you strive for victory on the battlefield.  
Appeal Procedure
25. Army commanders are entitled to make 4 appeals on behalf of their players: 2 in the morning and afternoon.  They are advised to monitor play and where such disputes or inconsistencies occur bring them to the senior umpire’s attention.  Time out will be given for official appeals whilst the other umpires are consulted.  The senior umpire’s decision on the appeal, which is final and binding on all parties, is then implemented immediately.  Successful appeals are not subtracted from the number available. Since the number of appeals is limited, the army commanders’ need to carefully consider which appeal is worth fighting. 

Prizes
26. The Group is keen to encourage the use of historical tactics and good gamesmanship in a friendly, yet competitive, environment.  Therefore as an incentive prizes, donated by Osprey Publishing, are awarded by the umpires to:

a. Battlefield Commander (Man of the Match).  The player who, in the opinion of the umpires, contributed most to the outcome of the battle by their tactical appreciation, sense of fair play and good humour irrespective of whether their side won or lost.

b. Young General (Best player under 25).  A young player who shows promises and the similar attributes noted above.   There must be at least 5 young generals present for this prize to be awarded.
c. Runners up on occasions will be awarded prizes subject to their being sufficient players, particularly youngsters.  
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