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Preface 
Austerlitz is a battle of wills fought out in the minds of men.  Which is just as well, given 
that the game is as clunky as a dot-matrix printer (which it probably pre-dates) and just as 
visually appealing.  But at its heart is a computer programme of genius.  I have yet to 
come across a game that better captures not only the spirit of the Napoleonic era, but also 
spans the strategic to the tactical level.  It is like the ultimate game of chess – but one 
against 15 other players, simultaneously.  It is epic in scale and vision, which is why its 
appeal is so enduring. 

Unfortunately, there are no lessons on how players should think.  The rule book is 
comprehensive and clear; however, it only tells you how to do things – there is very little of 
what, and almost nothing on why.  As such, it is very much like a cookery book; it may tell 
you how to turn ingredients into a given dish, but it says nothing about who your guests 
are, or the effect that you are trying to achieve.  As a result, far too many new and 
inexperienced players get it wrong, become disillusioned and drop out, thereby 
unbalancing games.  This, then, is an attempt to help players think about the context of 
their campaigns, so that everyone might enjoy a better game. 

What makes me suitably qualified and experienced to write this?  As I write, I have – 
scarily - been playing Austerlitz for 26 years: the equivalent of the whole French 
Revolutionary and Napoleonic Wars, 1789-1815.  Whilst I humour myself that my record is 
not too shabby, there are certainly players with more wins to their names.  Many will 
disagree with some of what I say; some will disagree with much of it.  But that is the 
beauty of the game – that after so many years, it still has the power to intrigue and 
challenge.  All I can do is promise to tell the truth and nothing but the truth.  The whole 
truth I’m afraid has taken me too many years to give away for free!  My intent is to get 
players to their first simulated battle having built sensible, balanced armies, knowing why 
they are fighting who they are fighting, and having some idea of how to fight.   

Good luck.
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Introduction 
1. A play of many acts.  There are guides written for the individual nations represented 
in Austerlitz; most imply that there is some sort of universal constant, and that players 
should build armies to a pre-ordained order of battle.  This is, quite simply, wrong.  Armies 
are not built on the solid bedrock of omnipotent certainty; they are built on the shifting 
sands of doubt and change.  A player must have a plan, but that plan should and must 
respond to events.  Whilst every game is unique, these events fall broadly into three ‘acts’. 

2. Act One: the Early Game.  Starting January 1808 and lasting for the first couple of 
years, the early game will see the starting 16 players whittled down to roughly 10 to 12.  
The early game is a whirl of excitement, where nothing is known and everything is to play 
for.  Distrust and suspicion vie with greed and opportunity to create a heady mix.  
Diplomacy flies thick and fast as players attempt to identify potential allies – and 
opportunities.  Economies are weak, unbalanced and vulnerable, with few – if any - 
resources stockpiled.  Armies are small, weak and, apart from a small cadre of pre-war 
professionals, consist mostly of untrained and untried infantry; think early battles of the 
American Civil War.  Battles are brief and bloody, and mostly settled by a single sim and a 
follow-on mathematical battle.  Yet, conversely, countries – certainly those of any size – 
are hard to knock out due to that same lack of combat power. It is not unknown for players 
to drop before even submitting a first turn; others will quickly give up following co-ordinated 
attacks by their neighbours – quite possibly neighbours in pre-game alliances.  The new, 
poor and inexperienced players will be targeted ruthlessly.  By the end of the early game 
the ‘low hanging fruit’ will have been taken, and only the committed players will be left. 

3. Act Two: the Mid Game.  The mid game will see the number of players whittled 
down to the final half a dozen.  Nations have survived the shock of the early game and 
have economies and armies that are far more robust; the flip side is that easy 
opportunities are fewer, and the competition much fiercer.  Alliances and coalitions will be 
forming and re-forming as nations jockey for position and the geo-political situation 
changes; bitter enemies might resolve their differences in order to meet a greater threat.  
Armies are larger, better trained, and more balanced ‘all-arms’ forces, with a noticeable 
increase in artillery and cavalry.  Battles are not only larger but more subtle affairs, whilst 
‘operational art’ becomes more important in increasingly long and complex campaigns. 
Nations have ten commanders each, and sufficient militia to despatch them in multiple 
land-grabbing columns to inflict significant economic damage.   

4. Act Three: the End Game.  Two alliances slug it out in a gladiatorial struggle to the 
finish.  By now, a player knows almost everything – not just who his allies and enemies 
are, but their strengths, weaknesses, orders of battle, fighting style. Everything.  Allies 
routinely swap turn sheets.  Spies no longer function as grand-strategic weathervanes, but 
rather as tactical scouts.  Economies are vast and hard to harm, with huge reserves held.  
Armies are now enormous – it is not unusual for armies of over 2,000 battalions to face 
each other – and take a serious amount of killing over numerous sims.  Just moving them 
costs considerable resources in terms of attrition.  They also include a sizeable number of 
elite units, further adding to the deliberations of the commanders.  The game has become 
attritional; a bloody grind to ultimate victory - or defeat.  Yet players have committed too 
many years of their lives, too much money and – let’s face it – too much emotional capital 
to give in.  In the end victory is a relief and defeat a terrible release.  But once the game 
has its claws in you, you are compelled to see it through to the bitter end.  You have been 
warned.



C h a p t e r   1   V e r s i o n 2  P a g e  | 1 

 
 

‘It’s the economy, Stupid’ 
(Bill Clinton’s ‘note to self’ as President of the United States) 

Summary 

 Build ten productions sites.  1-2 ore mines, 2-3 factories, 1-2 mills, a gold mine if 
you can, the remainder sheep farms. 

 Do NOT build estates, quarries, horse farms, depots or fortresses. 
 Check and double-check your turn. 
 Engage in diplomatic pleasantries – but do not commit to an alliance. 
 If in doubt, build as many battalions of grenadiers as you can. 
 Position yourself to conquer as many free co-ordinates as possible. 
 Consolidate your army in a single location. 
 Move your spies to neighbours’ capitals/depots. 

Why is it important? 

5. The first turn is by far the most important in the game – and yet many new players 
will be oblivious to the fact.  They may look towards future laurels won on far-flung fields of 
glory, huge battles worthy of the name of Austerlitz.  And yet this first, seemingly 
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innocuous turn, with simple mistakes easily rectified over the following month or two, sets 
the scene for everything that follows.  But I am getting ahead of myself. 

6. Austerlitz is a wargame (my first statement of the blindingly obvious; there will be 
many).  Wargames require armies, and armies require working economies to generate and 
sustain them.  The sooner a nation can establish a viable economy the sooner it can 
prosecute a war.  The good news is that this is all a new player needs to concentrate on 
for the first turn.   

What do I need to do? 

7. Build ten production sites.  No ifs, no buts.  Ten.  You cannot afford to waste a 
single order in Section 13 in the first turn, or for many turns thereafter. 

8. Build the right production sites.  Every player will have his own views on this, but 
here are mine: 

a. Sites you MUST build.  In priority order: 

1) Every ore mine.  You will have one or two ore sites in your home country 
at the start of the game – make sure you build a mine on each.  This may 
require increasing the population to 1; if you can, increase it to 2. They are on 
the ‘critical path’ of every economy – don’t get it wrong.   

2) 2-3 factories.  You may have worked out in infinite detail that building a 
single factory in the first turn is the most efficient route to a viable economy; it is 
also the wrong answer.  This is a wargame.  Similarly, no economy can support 
four factories.  The default answer is therefore two.  If you have two ore mines 
and want to be seen to be very aggressive, consider building three. 

3) 1-2 weaving mills.  This will vary from nation to nation, and you will need 
to do some sums.  How many textiles do you have in your European 
warehouse?  How many textiles and how much wool is in your trade city/cities, 
and can you justify buying it at the trade rate (probably not)?  As a rule of 
thumb, you should aim to have one mill per factory, an additional one when you 
can, and one or two more if you plan to have a large navy. 

4) A gold mine (if you have a gold site).  Some players will disagree with 
me on this.  However, to my mind, gold is a really useful ‘cash crop’, and since 
money will forever be in short supply, the sooner you mine it the better. 

5) Sheep farms.  As many as you can up to the ten production site limit. 

b. Sites you MUST NOT build. 

1) European estates.  You have plenty of food in your warehouse at the 
start of the game; moreover, European estates don’t really start producing until 
May1.  Building estates in the first turn screams ‘newbie’.  Don’t do it. 

2) Quarries.  Every country (apart from Russia) needs stone in order to 
increase population and thereby increase tax revenues.  But you don’t need 

 
1 You should therefore start building estates from the turnsheet headed ‘April’. 



C h a p t e r   1   V e r s i o n 2  P a g e  | 3 

them yet.  If all your population is not used on production sites and armies then 
you are probably doing something wrong. 

3) Horse farms.  You may love cavalry.  I love cavalry. But you cannot afford 
it yet – resist the urge. 

4) Depots.  Every nation has all the depots it needs in the first turn.  Don’t 
build any more. 

5) Fortresses.  Everyone loves forts.  I love forts.  But you don’t need them 
now – which is just as well, since you can’t afford to build them.  So don’t try. 

c. Sites you COULD build. 

1) Lumber camps.  If you are playing Holland you will notice that you suffer 
from a lack of forests.  Building one or two lumber camps early might be 
necessary – do the maths. 

2) Mints.  Some players never build mints, preferring to trade gold on the 
markets.  Others always build mints.  Personally, I like mints – but never on the 
first turn.  You decide. 

Why do I need to do it? 

9. As discussed above, a functioning economy is fundamental to success in the game.  
Armies and fleets win battles; but the real sinews of war are the underpinning economics. 

10. Far more important, however, is the strategic effect of your builds in the first turn.  To 
echo Donald Rumsfeld, pretty much everything is a ‘known unknown’ to experienced 
players.  If you fail to build ten production sites – or build ten poor ones – then instantly 
you change from being a known unknown to being a recognised new/poor/inexperienced 
player.  A target.  And, believe me, you will be targeted mercilessly.  Good players can still 
mess up their builds and, whilst they will be given more leeway, it still raises the question 
of how committed or focussed they are.  Unbeknown to you, a whole round of ceaseless 
diplomacy will happen in the days following those first builds, as other players jockey for 
position, forming coalitions – even alliances – to carve you up.  Don’t let them.  Build 
sensibly as I have shown, and keep them guessing.  Buy yourself some time. 

What else do I need to do? 

11. Double-check your builds.   Chris Matthews’ spreadsheet is an excellent tool for 
checking your homework; but a manual check is always worthwhile.  This is especially true 
if you have been changing your mind on what to do; errors are bound to have occurred. 

12. Respond to diplomacy.  Notice I said ‘respond’, not ‘engage in’.  If you want to send 
platitudes to your neighbours’ neighbours, then fine; you may get some useful intelligence 
back.  Diplomacy pre-game will fly thick and fast, and you should always respond to it: if 
you don’t, players will assume the worst - namely that you are plotting against them.  But 
unless you are writing to a player that you have played with before, and that you know to 
be both competent and trustworthy - on no account enter into an alliance with anyone.  
Players will respect this.  Betraying them later because you realised you allied yourself to a 
muppet they will not. 
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13. Build the maximum number of quality battalions.  I will talk more about army 
tables and builds in a later chapter.  For now, if in doubt, build the maximum number of 
grenadiers (or equivalent) that you can (maximise the number of brigades first – up to 
eight – then maximise the number of battalions in those brigades).  If you build them in 
January 1808, then you have a reasonable chance of being able to field them fully-trained 
in the opening engagements of the campaign.  If population is limited for all your builds 
(and it will be) then consider demolishing a co-ordinate in Section 2; you will need to 
commit population in Section 1 for army builds, but demolished population can still be used 
in Section 12 to increase the population at production sites. 

14. Double-check your builds.  Did I mention this? 

15. Conquer the free territory.  If you have picked a colonial power, you have your work 
cut out: it takes a lot of effort to federate and move fleets and embark brigades and 
commanders efficiently.  Do not rush it.  The same is true of those nations with European 
hinterlands – Russia, Turkey, Morocco – just to a slightly lesser degree.  Push your 
boundaries as far out as possible, and ‘own’ that free territory.  Not only will it buy you 
more territory (and therefore taxable population, co-ordinates for production sites, a buffer 
zone etc), but it shows an aggressive determination.  Players respect that. You should be 
using un-federated movement and amphibious landings to push out as far as possible.  Be 
cheeky.  If your neighbours don’t like it then they can go to war – but the onus is on them 
to be seen as the aggressor. 

16. Consolidate your army.  All other troops should be consolidated in a single location 
ready to parry a thrust, or strike an opponent.  I will talk more about strategy later; if in 
doubt, consolidate them in your capital. 

17. Move your spies.  Again, I will talk more in the next chapter about who to fight.  At 
this stage, if in doubt, send them to the capitals of your nearest neighbours. 

18. Consider selling/scrapping your fleet.  Again, this falls into the chapters on 
strategy to follow.  However, if you are not a ‘colonial’ nation, consider selling your ships to 
another nation (typically Britain).  Alternatively, scrap them, starting with the biggest 
warships: this will release ecpts early in the game and reduce your costs. 

19. Trade.  Look for opportunities to generate some much-needed early cash but be 
careful.  I would avoid selling any food (you risk starvation); and make sure you have 
enough resources for your second and subsequent turns. 

20. Double-check your builds.  Really now – don’t mess your builds up. 

What next? 

21. Your economy is your Main Effort.  Continue to build ten production sites per turn 
for several turns until you have a functioning economy, capable of maximising ecpt 
production.  Ideally every unit of ore should be turned into ecpts each turn, with a tiny 
surplus in textiles and, maybe, wool.  Again, as a rule of thumb, build 4.5 sheep farms per 
weaving mill (rounded up).  Surpluses in wood and stone are good for trading; those in 
horses are just waiting to be used in force development. 

22. Analyse other players’ first turn builds.  They will certainly be analysing your turn.  
Chris Matthews’ spreadsheet will do this for you; a highlighter is equally useful when 
marking your map up. 
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23. Beware the Ides of March.  Nations can declare war for the first time in April 1808, 
which is the turn sheet marked ‘March 1808’ (ie your third turn).  You have been warned.


