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RADETZKY’S MARCH

The game simulates the brief campaign fought by the 
Sardinian army against the Austrian Empire in 1849. 
One player takes the role of Marshal Radetzky, the 
Commander in Chief of the Austrian forces and his 
Piedmontese counterpart, General Chrzanowski. The 
game is divided into turns lasting a few hours; during 
each of these, the players have the opportunity to 
move their forces on the map trying to control the key 

points or engaging in combat with the opposing army. 
These actions are alternately carried out by the players, 
using a random activation mechanism. Victory goes to 
the player who at the end has scored more points than 
the opponent. In some cases, the game may end 
sooner than expected if certain special conditions are 
met or if a player surrenders. 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Game Map 
The map represents the area in which the opposing 
armies maneuvered and fought and is overlaid with a 
hexagonal grid that is used to regulate placements and 
movements of the units. The hexes contain different 
types of terrain, both artificial and natural, capable of 
regulating movements and combats in different ways.

The map shows printed tables and tracks which are

used to record and adjust some game functions.

In particular:


Turn Record Track  
Progress of the game is recorded on this table as the 
turns advance. Each play-turn represents 3 real time 
hours in daily turns, all night during night turns. The 
amount of activation points available to each player 
during the various game turns is also shown. Austrian 
or Piedmontese symbols appearing in some turn boxes 
indicate reinforcements entry. 

 
Combat Result Table - Cavalry Charge Table 
These tables are used to resolve fights between units; 
their use is explained later.


Radetzky - Chrzanowski Holding Box 
In these two boxes are placed the Command Counters 
of the formations activated by Radetzky or 
Chrzanowski.


Counters 
Most of the counters in the game represent 
Piedmontese (on a light blue background) and Austrian 
(on a gray background) military units of different sizes: 
2 or 3 squadrons of cavalry, battalions and regiments 
whose size varies from 400 to 3000 men with their 
cannons. They show some numerical coefficients that 
represent the ability to move and their efficiency in 
combat.


Units with combat value greater than 1 have two 
strength levels, full and reduced. The back of the 
counter shows the units with a lower values that 
indicate a lower efficiency due to the losses suffered in 
combat. When a unit suffer its first loss, the player turn 
the counter over to show the unit at reduced strength. 
They are eliminated when they suffer further losses. 
Units with a combat factor of 1 are eliminated when 
they suffer their first loss.

There are also symbols and colors that identify the 
type, historical designation and any combat bonuses.

The other counters in the game represent the 
commands of the higher formations (Divisions or Army 
Corps), the Commanders-in-Chief.

Pontoons and Benedek are considered military units, 
although they don’t show combat values.  

Command Counters represent formations commanders 
and commanders-in-chief.  

They show command radius, commander name and the 
formation under them. 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Other counters in the game are markers used to 
identify units in particular situations.


Unattached units 
Some Piedmontese units (3rd - 4th Bersaglieri, Guides, 
Artillery, Pontoons, National Guard) do not belong to 
any division; they can be activated indifferently by any 
Piedmontese command according to the methods 
described below. 

Terrain Effects Chart 
The chart shows the various costs that units must pay 
to cross that particular hex and any benefits for the


units that defend it.  

Deployment Charts 
The charts shows the deployment area of the units of 
both armies. Some units are not present in the first turn 
but enter later during the the game. 

Die 
A six-sided die (D6) is used to resolve fights and other 
events.


Note: The game includes two counter sheets sets, one 
with silhouette and the other with NATO symbols. The 
players decide which set of counters they want to use. 

The players choose which army to play and place the 
corresponding units on the map according to the 
deployment chart. 

The Piedmontese player is the first to deploy; the II 
Austrian corps pontoons unit (d'Aspre) can already 
start in bridge mode in its placement area. 

The turn marker is placed on box 1 of the Turn Record 
Track.


Stacking 
Friendly and enemy units can never occupy the same 
hex at the same time except during a charge. Up to 3 
friendly units can be stacked in the same hex; of these 
three, two at most, can be of regular size. Smaller units 
are identified by an "s" ("small") on the upper left 
corner of the counter. Stacks can be built or unbuilt at 
any time during the movement (or, in some cases, 
created as a result of fighting).  

Game sequence

Each game turn involves a set of activities by both 
players, typically moving and fighting. When all the 
planned activities have been performed, the turn ends; 
the turn marker is advanced by one box on the Turn 
Record Track and the players start the next turn. 


When all the turns of a game are over, the game ends 
and the victory conditions are checked. The game can 
end first if special conditions are met.

In detail the operations that must be performed by the 
players in each turn are:  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To be able to move and fight the units must be part of 
an activated formation and be within the command 
range of their commander.


Activation points 
They represent a theoretical estimate of the ability to 
move and fight of the two armies. As per Turn Record 
Track, the availability of points changes depending on 
the army and the game turn. These differences try to 
reflect the different operational attitudes of the two 
armies: while the Piedmontese are generally quite 
active at night, the Austrians tend to move a little 
during the morning becoming very active in the the 
second part of the day. Activation points can be used 
only on the turn they are assigned to, they can not be 
saved for use in the following turns. Any unused points 
are lost.


Procedure 
At the beginning of the turn both players check the 
amount of activations points available on the Turn 
Record Track; each point allows the activation of  a 
corps (Austrian player) or a division (Piedmontese 
player).

Secretly and separately, the players decide which 
corps or divisions to activate, by selecting the 
appropriate command counters, adding to them the 
“Independent" counter and placing them all inside a 
convenient container (like a big cup, one for both 
players) where they can be mixed and extracted 
alternatively during the turn. 

Note that command counters can only activate military 
units belonging to their own formation or units that do 
not have a specific designation.


Example: D'Aspre will only be able to command units 
II Corps, marked by the yellow box on the counter that 

indicates the corps it belongs to; Ferdinando will be 
able to command units of the 4th division, green box, 
as  well as all the unattached Piedmontese units within 
his own command radius.


Players alternate as they like in extracting command 
counters. When a formation is drawn, the player it 
belongs to can activate it (or pass on it). If a player 
decides to pass, the formation can no longer be 
activated in that turn.


Example: In turn 6, the Austrian player has 3 activation 
points; he decides to activate the II, IV and the 1R 
Corps. He takes their corresponding three command 
counters and places them in the container, together 
with the 'Independent' counter. 

The Piedmontese player has 4 activation points: he 
decides to activate the II - IV - V and the Reserve 
divisions, placing them in the same container, as well 
as his 'Independent' counter.


Activation of formations 
The extracted counter is placed on the map near, next 
to or on any his formation units at the discretion of the 
player. All the units of his formation that fall within his 
command range can be activated, may move and fight. 
In addition, all unattached units within the command 
radius can be activated (e.g. the 3rd and 4th Bersaglieri 
battalion, etc.) if they have not already been activated 
that turn.

The command counter stays on the map until the end 
of the turn. 


Important: the command radius can not pass through 
enemy units or impassable terrain (i.e. no bridges over 
a  major river).
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A - The players choose the formations to be activated for the turn 

B - Supply and recovery (only on the first turn of each day: turns 5, 11, 17 and 23).  
"Out of Supply" markers are removed. Units can also recover strength levels if certain conditions 
are met 

C - Activations: 
    1 - Extract a Command Counter from the container (mug) 
    2 - Activated formation Move  - Activated formation Combat 

Repeat 1 and 2 until the container (mug) is empty  | until there are no command counters left 

D - End of turn, the turn counter is advanced by one box on the Turn Record Track and the 
sequence is started over again from operation A

ACTIVATION
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Radetzky and Chrzanowski 
In addition to the formations 
command counters, the players 
e a c h h a v e a c o u n t e r t h a t 
represents the commander-in-
chief. This counter allows, once 
e x t r a c t e d , t o a c t i v a t e s e v e r a l f o r m a t i o n s 
simultaneously for coordinated actions.

Please note that this counter has a wider command 
range than the counters representing the divisions/
corps commanders. When a player decides to use the 
Commander in Chief, he selects the formations he 
wishes to activate and places them in the appropriate 
holding box on the map and he puts the Commander in 
Chief counter in the container.

When the Commander in Chief is drawn, all the 
formations inside the holding box are automatically 
activated and from that moment they move and fight as 
a single formation (it is advisable, once the commander 
has been picked out, to place the activated command 
counters on the map, thus facilitating the identification 
of retreat paths). Both Commanders in Chief can only 
be used on alternate turns and can only activate a 
maximum of 3 formations per turn. No additional 
command point is required to activate the Commander 
in Chief.


Example: On turn 2, the Austrian player has 4 
activation points; he selects I, II and IV Corps counters 
and places them in the holding box on the map; he 
replaces them with the Radetzky counter, putting it in 
the container. 

Moreover still holding 1 command point, he selects the 
1R Corps putting the counter in the same container, 
together with its Independent counter. The Austrian 
player will be able to use Radetzky again from turn 4. 
The player does not gain extra activation points by 
using the Radetzky counter. 

What he gains, is coordinated action: All the activated 
units move and fight together under Radetzky’s 
watchful eyes, whereas in the usual extraction of 
counters, formations are not activated in a guaranteed 
order.


Reserve 
When the Commander in Chief is activated, 
the player can designate a Reserve formation 
among those in the holding box. This 
formation can be activated after the 
commander in chief has activated and moved the other 
formations under his command. This allows for a 
coordinated two-punch action of a main force and a 
reserve.


Example: the Austrian player selects for the current 
turn the I, II and IV Corps, arranges them in his holding 
box and puts the Radetzky counter in the container; 
next to the counter of the IV Corps he puts the Reserve 
marker; when Radetzky is drawn, the Austrian player 
moves and fights simultaneously with the units of the I 
and II Corps; when done, he moves and fights with the 
units of the IV Corps designated as Reserve.


Independent activation 
At each turn, including nights, players have 
the opportunity to activate some units 
regardless of the formations activations. 
Once the Independent marker has been 
extracted, it is placed on the map next to the units he 
wants to activate, provided that they have not been 
activated during that turn. The command radius in this 
case is 1 hex. The units that can be activated this way 
can be 3 at most; they don’t need to belong to the 
same formation. These units can no longer be 
activated during the current turn. The Independent 
marker does not cost activation points.


End of turn 
When all the command counters have been extracted 
and activated, the turn ends. The command counters 
are removed from the map to be used during the next 
turns. The Turn marker advances 1 box in the Turn 
Record Track.


Austrian surprise 
During the first game turn, simply declaring it, the 
Austrian player can move the II Corps at any time, no 
need to draw the D‘Aspre (II Corps) command counter. 

Once a formation has been activated, the units in 
command that are part of it can move individually or as 
a stack.

Movement is voluntary, a player can move all, part or 
none of his units. Units are not required to use all of the 
movement points. All the moves of units or a stack 
must be completed before starting another one.

The number of hexes that a unit can cross is given by


its movement factor; the unit pays movement points for 
each hex in which it enters; the number of movement 
points that it spends depends on the type of hex (or 
side) crossed; the Terrain Effects Chart shows the 
costs for each type of hex.

Units may not move voluntarily into an out-of-supply 
hex. If they are already out-of-supply, ignore this rule.
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Movement in contact with enemy units 
Entering a hex adjacent to an enemy unit involves the 
expense of 1 additional movement point and the road 
movement cannot be used.


Strategic Movement 
Units that start at least 3 hexes from enemy units and

keep moving outside the 3 hexes range, double their 
movement factor.


Map exit 
Sometimes, players earn points if the units exit the


map trough specific roads, the Austrian exiting the map 
towards Turin and the Piedmontese in the direction of 
Milan. To keep track of the points, the players willing to 
use this option will simply set aside the counters 
involved, remembering that these counters will not be 
available anymore. 

Their value will be calculated at the end of the game for 
victory conditions.


Visibility of enemy units 
It is at any time possible to inspect enemy units and 
stacks. 

Example: The Austrian player activates the I Corps 
(Wratislaw) by placing the command counter so as to 
be able to reach all the units present in the image. 
Hussars move first through the forest, spending 2 
movement points; then they move in the swamp, 
spending another 2 movement points to which 1 point 
is added for the adjacent Piedmontese unit, thus they 
stop. The IR 17 moves entirely along the road, 
spending the 3 available points and moving 5 hexes. 
Even the FJ 10 follows the same path. Then Grnz 3 
moves and arrives in the hex and joins the previous 
units. The artillery moves along the road for two hexes, 
spending 1 movement point. Since it is far more than 

three hexes from the Piedmontese unit it can use the 
strategic movement, doubling its three points. Then it 
moves for another 3 hexes, giving up the last two 
points available. The pontoons move closer to the river. 

The last activation concerns the Independent units, 
which the Austrian player places as illustrated, 
activating the cavalry of two different corps. The Uhl 3 
makes use of strategic movements, with a total of 12 
points available, reaching the woods. 

Chl 4 also doubles its movement points, and then 
manages to reach the woods stacking with the 
previous unit. 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During movement, activated cavalry units (or stack), 
can charge enemy units positioned in clear terrain, if 
they have enough movement points to enter the 
charged hex. Players will look at the Charge Table to 
find out the result. Please note that in the table there 
are two different parts relating to the cavalry or infantry 
units. Cavalry units that win a charge occupy the 
enemy hex and may, if they have enough points, 
continue the movement and / or charge. If the target of 
the charge is a cavalry unit it can attempt to avoid the 
combat and withdraw 1 or 2 hexes at choice, if the dice 
rolls 1 to 4. 

In this case, if the attacking unit still has points 
available, it can chase and attempt a new charge 
against the retreating unit. After charging, and even 
facing an unfavorable result, cavalry units can join the 

normal fighting again. Charges are not allowed through 
bridges, fords, rivers, streams and ridges.


Procedure  
The active player adds the combat factors of the units 
that are charging and compares them with the total 
sum of the combat factors of the defending units. 

If cavalry is the only target of the charge, the part 'Vs 
cavalry' of the Charge Table will be used; the 'Vs 
Infantry' part in used in all other cases. The difference 
between the total attack combat factors and the total 
defend combat factors indicates the appropriate result 
line to be found in the table.

Differences larger than +1 is resolved on line +1, 
differential lower than -5/-2 is resolved on line - 5/-2. 

Failure of cavalry charge 
Cavalry units that fail a charge (e.g. with a result 'A2', 
'A3' ‘AE’.) can no longer attempt another charge until 
the next day but such units may still move and 


participate in fights normally.

A "STOP CHARGE" marker will be placed on 
them and it will be removed the next day 
during the re-supply operations. 

 

Example: The Austrian player decides to activate the 
Drg 2 that moves 2 hexes, forms a stack with the Uhl 4 
counter, moves a further hexagon and charges the 
Piedmontese regiment. The total Austrian stack attack 
factor is 3, while the defending one is 2; the combat  
differential is +1 in favor of the attacker; the Austrian 

player rolls a 5. In column +1 of the Cavalry Charge 
Table, under the "VS Infantry" part, this roll results in 
D4, which means the elimination of the Piedmontese 
unit. At this point the stack separates: the Dragoons 
remain in the hex while the Uhlans continue to move. 
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RESULTS EXPLANATION

AE- DE All Attackers or defenders are eliminated

A2-3  
D2-3-4

Attackers or defenders must lose the indicated number of strength levels 
(alternatively they can absorb losses up to two levels by withdrawing up to 
an equal number of hexes according to the same combat modalities shown 
below)

CAVALRY CHARGES
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The players can build bridges over rivers using the 
pontoons units. The pontoon counter shows the 
symbol of the unit on one side and on the other the 
image of a bridge. Pontoons are normal military units 
and they move just like other units, their combat factor 
is zero, and they cannot participate in either attacking 
or defending. They are eliminated if enemy units enter 
their hex. If stacked and under attack, they can’t be 
used to absorb losses, if their stack is eliminated they 
are too.

In order to build a bridge the player moves a pontoon 
unit next to a river, turns the counter and declares the 
start of the bridge construction. 


The bridge is completed at the end of the next turn, 
after activating all formations and from that time on, all 
friendly units can cross it paying 1 movement point.

The pontoon unit player rolls the dice if enemy units 
move next to a bridge in construction: the construction 
carries on with a result of 5 or 6 otherwise it stops and 
the player flips the counter on the pontoon side.


A bridge can be dismantled simply declaring it and the 
player turns the counter on the unit side; this unit will 
be able to move again during the next turn. The bridge 
will be destroyed when an enemy unit enters its hex.  

After the movement, and only during day turns, active 
units can attack adjacent enemy units.

Combat is not mandatory, if a counter or a stack 
decides to fight, it must however attack all adjacent 
enemy units except the ones marked Engaged. A stack 
can divide its attacks by assigning a different combat 
to each unit. A unit (or stack) can attack (and be 
attacked) simultaneously from all the surrounding 
hexes; simply, all units that attack a hex and all those 
that defend it add up the respective combat factors by 
solving the combat with a single die roll, checking the 
results on the Combat Result Table.

The attacker decides the order of the various fights; a 
fight must be completely resolved before moving on to 
the next one, applying the results.


Procedure 
The active player indicates which hexes will be 
attacked and from which units. For each combat he 
calculates the attack factors adding all the values of 
the all attacking counters and dividing them by the sum 
of the factors of the defending units, thus obtaining a 
ratio of forces, rounding it down if necessary and 


relating it to the Combat Result Table.

Force ratio indicates the column on the Combat Result 
Rable and this will be used to read the combat result. It 
can be modified according to the tactical situation or 
by terrain effects.

Ratios greater than 6:1 are however resolved on the 6:1 
column, ratios below 1:5 are resolved on the 1:5 
column. The attacker rolls the die, applying possible 
modifiers to its results and then on the force ratio 
column reads the results. Combat effects are 
immediately applied to involved units before moving on 
to the following combats.


COMBAT MODIFIERS 
Encirclement 
If a unit or stack is attacked by units in opposing hexes 
(example A) or units in three different hexes separated 
by empty hexes (example B) or units in more than three 
hexes (example C), the attacker benefits from a right 
column shift on the Combat Result Table.

The encirclement is not possible against fortified cities 
or fortified hexes. 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Ground 

When the defender occupies certain types of terrain or 
the attacker must cross certain particular hex sides, the 
defender benefits from one or more left columns shifts 
on the Combat Result Table. These effects are shown 
on the Terrain Effects Chart.
This benefit only applies if all attacking units must 
cross that particular side of the hex. These modifiers 
are not added up.


Élite units  
Some units, in the upper right corner of the counter, 
show a number in a white circle. This number 
represents the greater effectiveness of that unit, and 
can be added to or subtracted from the die when the 
units are engaged in combat, both in offense and in 
defense (it will be added or subtracted from the die on 
each combat +1 or -1 at least).


Benedek 
This counter represents colonel Benedek, who had an 
important role in many fights during the campaign. It is 
a normal military unit like others but it doesn’t hold any 
combat factor. 

The Benedek counter is not counted within stacking 
limits; also in this case, its combat modifier can be 

added or subtracted to the result of the attacking or 
defending dice, just like élite units. It is activated as any 
unit of the Austrian II Corps and can be used in fights 
where there is at least one unit of this Corps. You 
cannot combine this modifier with that of other units, 
you can apply a maximum of +1 (or -1) per combat to 
the die. When units stacked with him are eliminated, 
Benedek is off the game. When Benedek counter is the 
only unit occupying an hex the enemy can enter the 
hex and capture him. His counter will be removed from 
the game.


Combat Results 
Combat Result Table shows losses as strength levels 
lost by the Attacker (A followed by a number) or lost by 
the Defender (D followed by a number). Losses can be 
distributed throughout every units involved in the 
combat, causing the following effects:

- A unit with only 1 strength level or a reduced unit is 
eliminated when it takes 1 loss

- A unit with 2 strength levels is flipped over to show 

the reduced side when it takes 1 loss and it is 
eliminated if it takes 2 losses.


Players can reduce losses by 1 or 2 strength levels 
accepting a withdrawal of the same amount of hexes 
according to the following table: 

Example: a stack receives a result D3; the defender 
satisfies the result by turning a unit and withdrawing 
the stack by 2 hexes.

                  
ENG result (Engaged) 
All units involved in combat except cavalry or 
horse artillery (letter H on counter) remain 
where they are facing each other until the end 
of the following turn, they cannot move. They 
can only, if activated, attack the engaged enemy. 

These units will be signaled with a marker. In the case 
of an engaged unit attacked by non-engaged one, the 
attacker benefits from a right shift column on the

Combat Result Table.


If combats that follows give different results from the 
ENG, the involved units remove their markers. 

It is not mandatory to attack engaged units. 

The markers will be removed at the end of the following 
turn or when a night turn begins.


Retreat 
The retreat following a fight must be conducted in a 
straight line, towards its own lines, in the direction of 
the hypothetical formation command counter position 
or at least of its last known position, if possible 
choosing the empty hexes and avoiding passing next 
to enemy units. If the retreating unit is likely to end up 
in over-stack (that is, in a hex already occupied by the 
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1 withdrawal hex Reduced losses of 1 strength level

2 withdrawal hexes Reduced losses of 2 strength level
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maximum limit of allowed units), it is forced to retreat 
further hexes, until it is no longer in over-stack. It is not 
possible to withdraw from the game map or through 
enemy units or impassable terrain.

Units that will not complete the retreat are eliminated.


Advance 
The player can move his attacking units into the hex 
left vacant by the defender, according the normal 
stacking limits.  If D2 result or higher results is obtained 
on the Combat Result Table and this resulted in the 
elimination of the defender or a retreat exceeding 1 
hex, the attacker may advance 2 hexes: the first hex is

the one left vacant by the defender, the second one


can be any hex adjacent to this. The advancing forces 
can move into out-of-supply hexes.


Avoid combat 
Cavalry and horse artillery (letter H on counter) can 
avoid combat if attacked by forces composed solely of 
infantry and/or artillery. If they decide to do so, they 
can move 1 or 2 hexes following the normal retreat 
rules. If cavalry is also present in the attacking force, 
the combat can be avoided with by rolling a die and 
getting 1 to 4. 

The attacker can advance 1 or 2 hexes; if he decides to 
do so he can occupy the hex left free and then move a 
further hex in any direction. This movement does not 
give way to a new fight.


 
Example: From left to right: the cavalry and the 
Austrian artillery attack the Piedmontese cavalry who 
tries to retreat, rolls die and gets a 5, failing, suffering 
the attack. The total sum of the two Austrian units is 5; 
it is divided by the combat factor of the Piedmont 
cavalry, 1, obtaining a ratio of 5:1 in favor of the 
attacker. The Austrian rolls the die, gets 3 adding it +1 
artillery modifier, total 4. He checks the result on the 
Combat Result Table under the column 5:1, crossing it 
with the die result with is 4. The effect indicates D3 for 
the defender: the cavalry is destroyed because, even if 
it could withdraw 2 hexes, it has only 1 strength level. 
The Austrian units advance two hexes. 

IR 3 attacks the Piedmontese unit through the stream: 
2:1 ratio. Attacking to the stream slides the ratio by 1 
column to the left, favoring the defender with a final 
ratio of 1,5:1. The die is rolled with 1 which 
corresponds to a result of A2, IR 3 withdraws 1 hex 
and loses one step.


The Manara Bersaglieri, combat factor 2, are attacked 
by 3 units for a total of 9 points: 9 divided by 2 allows 

to obtain a ratio of 4:1 (rounded down). The Bersaglieri 
however occupy a hex in the wood, the ratio slides a 
column to the left in their favor. The Austrian rolls a die 
and gets 4 lowered to 3 because the Bersaglieri use 
their combat bonus by applying -1 to the die. The 3, 
crossed on the 3:1 column, gives D1: Bersaglieri retreat 
1 hex. All attacking Austrian units advance into the 
conquered hex.


The last fight sees 3 other Austrian units, with a total of 
9 combat points, attack an enemy unit with a combat 
factor 2. The ratio in this case is 4:1 which, thanks to 
the encirclement given by the FJ 3 and IR 53, moves 
one column to the right in favor of the attacker. The 
Austrian rolls the die and gets 4 to which he adds the 
+1 bonus of the FJ 3 unit. 

The 5 thus obtained, crossed on the 5:1 column, 
results in a D4, causing the complete destruction of the 
Piedmontese unit. IR 53 advances into the vacated 
hex, continues and reaches FJ 3. IR 38 limits itself to 
advancing into the conquered hex. FJ 3 remains 
stationary. 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Units must be supplied in order to combat and move in 
full efficiency. The supply state for each unit must be 
checked over the first turn of each day: turns 5, 11, 17 
and 23. These turns are marked out on the Turn Record 
Track. Only units within 5 hexes from a continuous road 
connecting to a friendly supply center, bridges and 
fords included, and no enemy units interrupting it, are 
supplied.

The supply terminals are marked with a special symbol. 
A supply center can be occupied by enemy units. If this 
happens, that supply terminal is no longer available for 
supply until it becomes free again.

Pontoons can connect two roads separated by a river, 
allowing supply.


Prevent enemy supply  
A friendly unit, in order to interrupt enemy supplies, 
must be supplied itself.

Units cannot move voluntarily into an out-of-supply hex 
(this check is carried out at the same time as the 
movement). In other words, in order to cut off enemy 
supplies, it is necessary for a force to arrive behind the 
enemy, keeping its own supply line free, or completely 
surrounding the enemy units.


Cities supply 
Units occupying city hexes (Novara, Vercelli, Casale, 
Pavia, Mortara, Vigevano, Abbiategrasso, Magenta) are 
supplied even if they are not able to draw a line 
towards a friendly supply hex. 


Effects of being out of supply 
Units out of supply lose 1 strength level, have reduced 


movement by 1 movement point and a 
negative shift is applied to them on the 
Combat Result Table in case of combat if 
attacking (no malus is applied if defending). 
The marker OoS (Out of Supply) is placed on them to 
remind players of the effects this condition creates. The 
marker is removed if, during the subsequent supply 
operation, the units can be supplied, otherwise they are 
eliminated. Only units in this condition and only in this 
case can move inside out-of-supply hexes.


Recovery 
During the supply operations units who suffered losses, 
not adjacent to the enemy and supplied, can recover 1 
strength level. It is possible to recover 1 unit per 
formation, according to the player’s choice. Recovery 
happens by flipping the counter to the normal side and 
recovering its full strength. Off-map or eliminated units 
can never be recovered.


REINFORCEMENT 
As shown on the Turn Record Track during the game 
both players can receive reinforcements. These units, 
as seen on the the Reinforcements Chart, start on the 
entry hex. From now on they can be activated 
according to the rules. If the arrival hex is taken by the 
enemy or it is over-stacked, reinforcement can take 
position in adjacent hexes.


RAMORINO’S DIVISION ENTRY 
The 5th Division and the FORM unit (R Division) can be 
brought in at variable entry points by Piedmontese 
player’s choice, as shown in the Reinforcements Chart. 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Sudden Victory 
The game ends with a sudden victory when one player 
recognizes his own defeat or when one of the following 
conditions are met:


 - The Piedmontese supplied units enter Pavia 
(Piedmontese victory)


 - The Austrians occupy Casale, Vercelli and Novara 
with supplied units (Austrian Victory). A City is 
occupied when one unit enters the hex with the symbol 
(Piedmontese shield or Austrian eagle).


 - When the difference between one’s lost strength 
levels and his opponent’s is 24 or higher, victory will go 
to the player who suffered fewer losses.


Victory at points 
If sudden victory does not take place, the game ends in 
any case at the end of turn 27 and the player who 
scored the most points wins the game.

Both players check their score according to the 
following table: 

In the game components, players will find some 
particularly big units, with a 5 combat factor or more if 
infantry, 2 if cavalry. 

Players can optionally use the fractioned version of 
these units, replacing big units with smaller ones. Both 
players have to agree in order to apply this rule. These 
changes can take place anytime during the game only 
if the units have been activated. This substitution can 
occur at the start, during or at the end of the unit 
movement. If over-stacked, units in excess can be 

placed in adjacent hexes. Bigger units can be built 
again when the smaller units are in the same hex and 
are activated.


Guides and Bersaglieri ’23rd March’ 
The Piedmontese Guide didn’t take part in the fight; if 
both players agree, it can be deployed together with 
the 3rd and 4th Bers units. The ‘Bers 23 March’ 
counter is a homage to the re-enactors unit of the 
historical association bearing the same name. 

The scenarios look at some episodes of the campaign; 
they are shorter than the main game involving only a 

part of the forces available to the players. 

They are essentially designed to allow players to
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Both  1 point for each strength level lost by the enemy (2 for pontoon counter)

Both   3 points for the control of each of the following cities: Mortara, Vigevano, 
Abbiategrasso, Magenta

Both   6 points for the control of each of the following cities: Casale, Vercelli, Novara, 
Pavia

Austrian 2 points for the Austrian player for each strength level of supplied* Austrian units 
that exit off the map in the direction of Turin

Piedmontese 2 points for the Piedmontese player for each strength level of supplied* 
Piedmontese units that exit off the map in the direction of Milan

END OF THE GAME

OPTIONAL UNITS

SCENARIOS AND VARIANTS

* In this case the supply is checked at the beginning of the next day.
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become familiar with the different aspects of the game.


THE SFORZESCA 
The First Austrian Corps clashes with the vanguard of 
the Piedmontese army south of Vigevano. 

Duration: from turn 5 to turn 10.

Game area: territory between the Agogna and Ticino 
rivers.

Piedmontese deployment:  Form/2nd Div and 
Piemonte (cav) within 1 hex from Borgo S.Siro; 17 ° Co, 
23° Co and Piemonte (Cav) within 2 hexes from 
Sforzesca; 11° Ca and 12° Ca within 2 hexes from S. 
Marco;  1° Sa, 2° Sa and Genova (Cav) within 1 hex 
from Cerano;  remaining units of the 3rd Div. within 1 
hex from Trecate.

Austrian deployment: KJ4, Grnz 3 and IR44 within 3 
hexes from Zerbolò but east of Ticino; remaining units 
of the 1st Corps within 4 hexes from Zerbolò.

Activation points: the Piedmontese player has 2 
activation points each turn; the Austrian player has 1 
activation point every turn; the two Commanders in 
Chief can not be used.

Victory conditions: if the Austrian player seizes 
Vigevano he gets automatic victory, otherwise at the 
end of turn 10 the victory goes to the player who has 
scored the most points.


MARCH 21TH: THE PIEDMONTESE RESPONSE 
The commander-in-chief of the Piedmontese army 
reacted late to the Austrian move. On the 21st, 
however, most of the Piedmontese army managed to 
get in position to defend the vital crossroads of Mortara 
and Vigevano … 

Duration: from turn 5 to turn 10.

Game area: territory between the Agogna and Ticino 
rivers.

Piedmontese deployment: as per the scenario "The 
Sforzesca" plus 1st Div. within 1 hex from Mortara; 
Reserve Div. within 1 hex from Olengo.

Austrian deployment: as per the scenario "The 
Sforzesca”; II Corps within one hex from Tromello.

Activation points: both players have 2 activation points 
each turn; the two Commanders in Chief can not be 
used.

Victory conditions: if the Austrian player seizes 
Vigevano and / or Mortara he gets automatic victory, 
otherwise at the end of turn 10 the victory goes to the 
player who has scored more points. 

FATEFUL NOVARA 
After the clashes of Mortara and La Sforzesca, with a 
masterful retreat the Piedmontese army stopped to 
defend of the city of Novara, while the Austrian armies 
converged on it … 

Duration: from turn 18 to turn 22


Piedmontese deployment: all divisions have already 
suffered losses due to fights and marches. To reflect 
this, all FORM units and one cavalry counter for each 
division are removed from play; 2nd, 3rd, 4th and R Div. 
start with 2 levels of strength less (some units, chosen 
by the Piedmontese player, start the game showing the 
weaker side). The 1st Div. starts with 4 levels of 
strength less.

1st Div: within 1 hex from Torrion Quartara;  2nd Div: 
within 1 hex from the Bicocca; 3rd Div: within 1 hex 
from Castellazzo; Reserve Div., Solaroli, 4th Div., 3°, 4° 
Bers, Artillery: Within 4 hexes from Novara.

Austrian deployment: The II Corps (less 1 unit 'Hus 7' 
and ‘III/IR 47'): within 2 hexes from Garbagna; III Corps 
(minus 'IR 38'): From Turn 19 within 2 hexes from 
Garbagna;  IV Corps (without 'IR 61' and 'KJ 3'): From 
Turn 20 within 2 hexes from San Pietro Mosezzo. 

1R Corps: From Turn 21 within 2 hexes from Garbagna.

Activation Points: as in the Turn Record Track. Both 
Commanders in Chief can be used from turn 19. The 
Austrian player starts first, with the II Corps already 
active, not needing to extract the command counter.

Victory Conditions: The Austrian player gets the 
automatic victory if Novara is conquered or the 
Piedmontese army is out of supply, otherwise at the 
end of turn 22 the victory goes to the player who has 
scored the most points.


RAMORINO OBEYS THE ORDERS 
General Ramorino, commander of the 5th division of 
the Piedmontese army, disobeyed Chrzanowski’s 
orders that required him to deploy the main forces at its 
disposal between Vigevano and Pavia, guarding the 
Ticino. His disobedience, which he paid with his life, 
probably influenced the outcome of the campaign.  
In this variant the 5th division is supposed to be 
deployed in compliance with the orders received. 

Duration: as per the basic game.

Deployment: as per the basic game except that all 
units of the 5th division can be placed from the 
beginning of the game within 4 hexes from the villages 
of Cava - Carbonara - Zerbolò - Groppello - Garlasco - 
Dorno.

Victory conditions: as per the basic game rules.


FREE DEPLOYMENT GAME 
This variant explores the possibilities offered by a 
different initial disposition of the two armies. 

Deployment: Players can place their forces as they 
like. The Piedmontese player starts the game deploying 
his forces to the West of the Ticino river. 

The Austrian player goes next, deploying his forces 
East of the Ticino river. The reinforcements enter the 
game at the expected turns as per the Turn Record 
Track.

Victory conditions: as per the basic game rules. 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GAME TIPS 
On March the 12th 1849 Carlo Alberto, King of Sardinia, 
decided to announce to Marshal l Radetzky, 
commander-in-chief of the Austrian army in Italy, the 
end of the ceasefire agreed upon a year before and 
that hostilities would resume on March 20th.

For this reason, one would be inclined to think that the 
Piedmontese army would start the campaign attacking 
and that the Austrians would defend. In reality, the 
Piedmontese player should tone down the enthusiasm 
and be realistic and plan an essentially defensive 
campaign – unless struck by inspiration to do 
otherwise!


Although theoretically both armies seem to be equal in 
strength, the Austrian command structure is definitely 
superior.

The organization in army corps makes Radetzky’s army 
more flexible and able to rapidly round up and strike at 
greater strength.

The Piedmontese risks a great deal if undermining his 
defensive strategy, and should leave the offensive to 
the Austrian player.


The Ticino river is the first problem the players need to 
tackle. Its course splits the battle field into two sectors, 
a narrow one to the East and a wider one to the West. 
It is of paramount importance to decide which and how 
many forces are necessary on either sector. It is by any 
means possible to move forces across the river, but it’s 
not as simple as it looks. 


Although pontoons allow to promptly transport an army 
corps, and get it behind the enemy line, they can not 
sustain the transportation of supplies. To penetrate 
deeply, it is necessary to seize the fords and the 
bridges connected to the roads at Bereguardo, 
Vigevano and Magenta. 


The Piedmontese have to necessarily defend any 
passage of the Ticino, just as much as the Austrians 
need to control the Vigevano and Mortara road axes in 
order to push their offensive. 


The Austrians might be tempted to plan an advance to 
the West of the river Sesia, towards the strategic 
objectives of Casale and Vercelli, apparently 
undefended. Conquering Mortara is a necessary 

premise to these operations, but the Austrian player 
will find out that doing it without a couple of army 
corps, sent wandering beyond the Sesia, is really not a 
good idea.


The Ramorino division is a variable well worth 
remembering about. From a specific turn onwards, 
according to the rules, the Piedmontese player can call 
it in from the South; the Austrian player would get into 
real trouble, should he forget about it; he should in fact 
control and protect all possible access into his territory.

 

A whole army corps could look like a waste of 
resources, but it’s better to be safe than sorry! The 
Ramorino division is like a Damocles sword to the 
Austrian player, as precious forces are kept waiting for 
the unknown. The Piedmontese player should, on his 
part, delay as much as possible its intervention, 
keeping the enemy and his army corps under pressure.


Two words about tactics:

Unlike other games, the absence of the ZOC and the 
prohibition to voluntarily move out of supply range, 
make it easier to keep the forces together, not having 
to worry about a vast battlefront.


It is almost impossible to suddenly strike with a single 
cavalry unit in order to put out of supplies major parts 
of the enemy army, such as an entire army corps. To be 
safe of surprises, the control over  the road nods and 
the road axes is vital. Please remember that smaller 
towns such as Vigevano and Mortara automatically 
supply the forces allocated within their territory.


The absence of ZOC also means that a unit under 
attack can retreat as long as there is one escape route 
left. To destroy it, it is necessary to completely 
surround it and obtain a Retreat result. The best results 
over the enemies are met going for combined frontal 
attacks and results that match D2 and over, rather than 
advancing, after victory, at the back of other enemy 
units, as seen, for instance, in the “Napoleon's Last 
Battles” rules.


Alessandro Barbero 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THE WAR OF MARCH 1849  
(Hundred hours campaign) – 20th-24th of March, 1849


In March 1849, a war erupted in North West Italy 
between the Kingdom of Sardinia and the Hapsburg 
Empire. To the Italians, this war is the Second 
Campaign of the First Italian War of Independence, 
which puts an end to the bellicose events that followed 
the Five Days of Milan (March 18th - 22nd 1848). To the 
Austrians, this war is simply referred to as the Italian or 
Piedmontese Campaign of 1849. Military Historians call 
it the One Hundred Hours Campaign because of its 
brief duration: from March 20th  to around 4:30pm 
March 24th when the new king Vittorio Emanuele II and 
Feldmarschall Radetzky met to agree on the conditions 
for a ceasefire. 

The military operations actually lasted only 80 hours in 
total, till March 23rd at 8:00 pm, excluding a brief and 
last Austrian bombardment of Novara,  on March 24th, 
without any Piedmontese response.

To understand the reasons behind this short conflict it 
is necessary to examine the ancient aspirations of the 
House of Savoy, geographically locked into the North 
West corner of Italy, looking to Milano and Lombardy to 
gain access to the fertile plains of the Po river. 


Carlo Alberto, strong believer in national glory, 
becomes King of Sardinia-Piedmont in 1831. He is 
strongly hostile to the Habsburg Empire’s interference 
in Italian affairs. His objective set him on a collision 
course with Austria, overlooking the considerable 
difference between the two armies. The Piedmontese 
army reorganization is still under way when the 
dramatic events following the Spring of 1848 push the 
two powers into conflict.

This campaign starts with Radetzky’s troops retiring, 
whilst riots against the imperial authority break out all 
around. The Sardinian army moves slowly, without a 
clear strategic plan. The command is fractioned and 
the rivalry among commanders high. On the other 
hand, the Austrian army unites under its Feldmarschall. 
The Savoy military leadership is wedded to traditional 
professional armies and refuses the volunteers coming 
to help from every corner of Italy. All this combined 
with Radetzky’s ability, initiative and cold blood, give 
the Austrians time to call for reinforcements, 
consolidate their defence and take back, one after the 
other, all the positions seized by the Italian patriots. The 
destiny of Carlo Aberto’s army is written, it can not 
resist the Imperial advance. 


After a symbolic last stand in Milan, a ceasefire is 
signed on August 9th and the Sardinian troops return 
home.

Although the ceasefire had an agreed duration of only 6 
weeks, both contenders were preoccupied with 
national issues. The Piedmontese are beaten, shaken 
and facing an unstable political situation; the Austrians 

have to deal with riots and rebellion within the Empire’s 
boundaries, mainly in Vienna and Hungary.

Patriots and Radicals are holding power in the 
Kingdom of Sardinia, confident that the weakened 
Austrian Empire could be defeated with a reorganized 
and modernized army, replacing the old and stiff 
generals. Even though the moderate political parties 
and a sizeable part of the army are against a new 
campaign and wish for peace, the road to war is 
paved…


The political climate in Turin gets hotter and hotter, 
fomented by the sides wanting to start war operations 
immediately, to the point that fear for a possible 
popular outburst becomes real. The King, wishing to 
redeem his reputation and trying to fight the 
accusations following his conduct during the previous 
campaign, chooses to break the ceasefire and tries to 
exploit the situation. Winning would stop all riots and 
losing would too, even though it would happen under 
the Austrians.


Meanwhile, Vienna’s problems partially disappear, 
except for the Hungarian rebellion, and the capital can 
enjoy a serene time. Francis Josef is king, taking his 
uncle Ferdinand’s place, and Prince Schwarzenberg 
becomes the strong minded prime minister. The idea of 
wiping the Piedmontese away from the borders once 
and for all is spreading throughout the Austrian army.

Wojciech Chrzanowski, a Polish general exiled to 
France, becomes the commander in chief of the Savoy 
army. He is a military scholar, but does not hold very 
much practical experience in conducting troops. The 
Piedmontese government, short on money, wishes to 
enact a rapid campaign. 


Chrzanowski does not believe in his army’s potential 
and presents an offensive plan to keep the damage to 
the politicians happy. In reality, he is trying to keep 
damages to the minimum, containing the enemy and 
t ry ing to earn some terr i tor ia l advantages, 
strengthening his position in possible future 
negotiations.

The Piedmontese army, although numerically superior, 
gets divided in portions with different objectives, whilst 
it should be compacted to strike a win. The “La 
Marmora” division, in place between Liguria and 
Tuscany, is sent to take Parma; The avant guard 
brigade is ready to move towards Piacenza; the 
“Lombarda“ division is sent to occupy the area 
between the river Po and the North of Alessandria; all 
the remaining forces are positioned around Novara 
aiming, ultimately, for Milan. 

Radetzky, confirmed at the command of the Italian 
army and 82 years old at the time, devises  a simple 
strategic concept. He wants to mislead the 
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Piedmontese, making them believe that his army would 
retire, instead he concentrates all the forces around 
Pavia with the intention of invading enemy territory 
crossing the Ticino river. Then he would attack his 
adversary firmly, without a break, until surrender. The 
Feldmarschall is well aware of the weaknesses of the 
Piedmontese army and he is going to exploit the 
situation. 

Both commanders share a common need: avoiding too 
many losses. Men are needed to defend the national 
institutions in case of riots which seem to be on the 
verge of exploding in the Lombardy cities (it actually 
happened in Brescia) and Radetzky does not feel safe.


The forces that are about to fight are nearly equal in 
numbers, but the scattered Piedmontese always risk 
being outnumbered at contact points. Arms and 
equipment look alike, indicating the same level of 
technical advance - in actual fact the Piedmontese 
rifle’s capsule system is easier to use than the Austrian 
Zunder. The Austrians are definitely superior in the 
artillery department (226 units against 156, of which 
only 116 deployed on the main battlefield) The Austrian 
logistic plan, although cumbersome and heavy, is more 
complete and works better than the Piedmontese.

The fundamental differences between the two armies, 
and to the advantage of the Imperials, are:

1) a different command style, whereby the lower 
commanders benefited of some decision making 
freedom accorded by Radetzky himself and a superior 
organisation of the high command. 2) More intelligence 
on the enemy’s actions and forces. 3) A high team spirit 
and motivation. 4) Having a higher proportion of light 
troops, able to move easily on the terrain and adapt to 
sudden tactical changes.


The kingdom of Sardinia breaks the ceasefire on March 
12th 1849. Hostilities start, as agreed, eight days later, 
on March 20th at noon. Whilst the Savoyards cross the 
bridge on the Ticino river with just their force recon 
troops and follow up along the road from Novara to 
Milan (not finding any enemies in sight), the Austrians 
pass over the river at the height of Pavia, 
approximately 45 km further South, breaking into 
Piedmontese territory with all their strength. Radetzky’s 
plan comes into play perfectly. On top of this, he gets 
facilitated by General Gerolamo Ramorino, who 
disobeys the commander in chief’s orders and keeps 
nearly all his men South of the river Po. Ramorino is 
confident that danger would come from that side, not 
from Pavia, and sends only a few units to shield it. 
They did not have cannons, which would have helped 
signal to far away troops something wrong was 
happening in the area. 

The Piedmontese lose precious time, Radetzky sends 
his troops in the North West direction. The objective is 
the town of Mortara, about 30 km away. First are the II 
and IV army corps, followed by the III corps and the I 
Reserve. I Corps, advancing towards Vigevano (35 km 
away, North East of Mortara, 13 km apart) serves as a 

protection against the serves the Piedmontese units in 
the area.


On March 21st at 11 am the battle gives its first signs 
on the I Corps side, extending towards the Sforzesca 
area, South of Vigevano, in the afternoon. The 
Piedmontese keep the Austrians at bay. At 5 pm, as 
night falls, the Sardinian commanders are not 
expecting an attack on a massive scale. The II Corps 
forces assault the enemy at Mortara, completely 
unsettling it, they infiltrate at the junction point between 
the 1st Piedmontese Division and the Reserve and 
enter the city. A few Savoy units, caught by surprise, 
surrender. The count of the Piedmontese losses is high: 
120 men dead or wounded and 2500 men made 
prisoners or missing, 5 cannons, cart and supplies 
taken. The price paid by the Austrians is just of about 
200 men dead, wounded and missing.


The news about the disastrous outcome at Mortara 
reach Chrzanowski, who is with the king and three out 
of five divisions in the Vigevano area, at about 1am. 
They decide to retreat towards Novara (25 km North of 
Mortara and approximately 30 km North West of 
Vigevano), unite with the other forces and fight the 
decisive battle. Unfortunately, some units have already 
moved towards Vercelli, westwards, and cannot be 
brought back rapidly. Radetzky, who so far took all the 
proper and safe decisions, is now dithering about his 
enemy’s movements and he divides his forces. The II 
and III Corps are sent towards Novara, the IV and I 
Corps towards Vercelli, in case the Piedmontese would 
move  in that direction to keep their supply line free.

That could be a deadly mistake.


Between March 22nd and the following morning, 
March 23rd, the Piedmontese troops lay out a semi 
circle South of Novara, less than 3 km from the centre. 

On the frontline, the 3rd and 2nd Divisions, guided by 
the expert generals Perrone and Bes. Behind, the 4th 
division, the best one, commanded by Ferdinand Duke 
of Genoa, second son of the king, the 1st division, 
decreased by the losses at Mortara, commanded by 
general Durando, and the Reserve, under the orders of 
the future king, Vittorio Emanuel Duke of Savoy. 
General Solaroli’s brigade is positioned East, on the 
road to Milan. There are a total of 72 battalions, 36 
squadrons and 14 batteries, corresponding to about 
44.000 infantry, another 2.500 cavalry and 109 
cannons. 


The Austrian enemy can count on 66 battalions (an 
estimated 70.000 infantry), 42 squadrons (5.000 
cavalry) and 38 batteries (226). The plan Chrzanowski 
devised involved a defensive tactic to tire out the 
enemy, and after about 4 to 5 hours, launch the 4th 
division and the reserve in a counter offensive. The II 
Corps under General D’Aspre, coming from Mortara’s 
way, at about 11am reaches Bicocca, in the outskirts of 
Novara, a pivotal place for the Piedmontese position. 
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He orders to attack, believing the enemy units to be 
just a few. The slightly uneven terrain, studded with 
farmhouses, trees, fields vines and fences, forces the 
Austrian commander to part his troops, and does not 
allow the cavalry to intervene. 


The assault is mighty, the Piedmontese first rows falter 
and back away. The second rows come in and the 
positions are kept. General D’Aspre keeps attacking, at 
least another four attempts in two hours, to no avail. 
Chrzanowski, who has by this time used the 3rd 
division, now is forced to send the 4th division in. His 
plan fails. All he has left is an attempt to limit losses 
and damages during a war he thinks he has lost. The II 
Corps commander, meanwhile, realises the whole 
Piedmontese army stands before him, and urgently 
asks Radetzky for reinforcements. His 15.000 men and 
42 pieces are facing nearly 30.000 infantry and 60 
cannons. To complicate things further, the III Corps 
commanded by general Appel, find it difficult to quickly 
intervene for back up because the carriages belonging 
to the II Corps clutter the road for kilometres. The 
Austrians are on the verge of a terrible crisis. At 1pm 
the Piedmontese 4th division counterattacks. 


The Austrian right side gives in and the Piedmontese 
infiltrate deeply into enemy lines. The Duke of Genoa 
tries to convince a puzzled Chrzanowski, who did not 
use the scouting units to gather intelligence, to launch 
a general attack. Chrzanowski ignores this request and 
orders the Duke of Genoa to retreat. This is the battle’s 
turning point: the Austrians gather their strength, 
reorganize their lins and their reinforcements flow in. In 
the meantime, general Thurn, commanding the IV 
Corps marching towards Vercelli, hears the cannons in 
the distance and changes direction towards Novara. 
The Austrian army is moving in and the Piedmontese 

are pushed out. Radetzky positions himself at the front 
line and directs the decisive stages of the battle. 


Around 5.30 pm, the Imperial army takes over Bicocca. 
At 6pm the Feldmarschall orders the general attack, 
which ranges from East to the West, deploying the III, II 
and IV Corps. A little after 7pm, the last Savoy troops 
retreat inside the Novara walls, avoiding to be cut off. 
At 8pm the cannons make their last noise: the battle is 
finally over.


Losses on the Piedmontese side count 578 dead, 1405 
wounded and 409 missing. Losses on the Austrian side 
are 410 dead, 1850 wounded and 963 missing. Recent 
studies evaluate the losses to a number of 
approximately 8.000 men on both sides. 

Not all the forces belonging to both armies participated 
in this war: about half of the Piedmontese resources 
were not involved and only one third of the Austrian 
ones were used. The units that were most involved had 
a 25% loss rate, demonstrating how harsh the fight 
must have been.


As a consequence of the battle king Carlo Alberto 
abdicated that same night in favour of his son Vittorio 
Emanuele II. The war ended with a ceasefire agreement 
signed on March 26th followed by the peace of Milan, 
ratified on August 6th. The Hapsburg Empire, winning 
its last great victory, will provide its land and its 
subjects a 10 years long peace. The Kingdom of 
Sardinia will remember the lesson and learn from it and 
12 years later will unite Italy.


Paolo Cirri 
 Association Friends of the Park of the  

Novara Battle 
- Novara  1

 This association serves the purpose to guarantee the protection and conservation of the territory where the battle took place on March 23rd 1

1849. It founded, together with the Novara local administration, a museum of the battle. The association also supports a group playing 
historical re-enactments.
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THE TWO ARMIES 
AUSTRIAN EMPIRE (Kaiserreich Österreich) 

The Infanterie-Regiment (IR) is the main line infantry 
unit. In 1848, there were 58 regiments of the line in the 
Austrian Empire, designated either as German or 
Hungarian according to the recruitment area of the 
regiment. Thus, IR45 (Erzherzog Sigismund) would be 
considered a German regiment, even though 38% of its 
members had Italian surnames and were recruited 
around Verona. Each regiment carried both a numerical 
designation (i.e. IR No. 3) and the name of its  Inhaber, 
its titular owner, usually a member of the highest rank 
of the aristocracy who were not expected to actually 
lead their units into battle. Each regiment had three 
field battalions. A regiment also had two Landwehr 
battalions (except those from Italy) and two grenadier 
companies organized into separate battalions. They 
were armed with M1842 smoothbore muskets. 
Hungarian regiments wore a slightly more elaborate 
and flashier uniform. As these soldiers served for 
longer time periods than their Piemontese adversaries, 
they were, in general, more experienced. 


Grenadiers (G) were elite heavy infantry unit. While 
they continued to be administratively part of their 
designated Infanterie-Regiment, they were organized 
into separate grenadier battalions composed of 
grenadier companies from different regiments.


Landwehr (L) were reserve units suitable for local 
defence and garrison duty. Their main purpose was to 
free up the regiment’s field battalions for deployment.

Feldjäger (FJ) were independent battalion-sized light 
infantry units. There were 12 Feldjäger battalions 
overall, plus 4 Tyrolean Feldjäger battalions organized 
as a Tiroler Jäger-Regiment. They were known as 
Kaiserjäger (KJ), as the Inhaber of the regiment was 
the Emperor himself. The first two ranks of the 
F e l d j ä g e r w e r e a r m e d w i t h s h o r t r i fl e s 
(Kammerbüchse), the third rank with carbines. They 
wore grey uniforms.


Grenz-Regiment (Grnz) were a Habsburg specialty. In 
order to protect the Empire from Ottoman incursions in 
Croatia and Hungary, a special military border region 
was established. All men living in these areas were 
liable for military service for life in exchange for fiscal 
and other privileges. In 1848/1849, this was already an 
anachronism, as the danger of an Ottoman invasion 
was minuscule. There were 18 Grenz-Regimenter of 
two field and one reserve battalions each. Each 
company had a complement of 20 sharpshooters.

Styrian Rifles (ST) and Vienna Volunteers (VVI) are 
volunteer units raised in Styria and Vienna in 1848 with 
the purpose of defending the unity of the Empire in 
Italy.


Dragoons (Drg - Dragoner) were heavy cavalry, though 
not as heavy as Cuirassiers. A Dragoon regiment had 
six squadrons. Heavy cavalry as well as the Chevaux-
Legers were recruited in the German part of the 
Empire. Of the different types of light cavalry units were 
12 regiments of  Hussars (Hus), 4 of Uhlans (Uhl) and 
the already mentioned 7 regiments of Chevaux-Legers 
(Chl). Each light regiment had eight squadrons. Uhlans 
were equipped with lances. Hungary provided the 
Empire with Hussars, among them Husaren-Regiment 
No. 5 whose primary Inhaber used to be King Carlo 
Alberto of Sardinia replaced as its new Inhaber by the 
victorious Field Marshal Radetzky himself.

The artillery was divided into field artillery (on foot or 
horse artillery), the bombardier corps and the rocket 
corps (Feuerwerker). There were 16 rocket batteries 
overall, with six rocket tubes each. The Field batteries 
had 6 pieces each, with 6 and 12 pound cannons and 
7-pound howitzer.


SARDINIAN KINGDOM 

Infantry - The infantry of the Kingdom of Sardinia-
Piedmont was organized into ten brigades 2 regiments 
each. The guard brigade was formed by two grenadier 
regiments of three active battalions and a Cacciatori 
regiment of two active battalions. The other line infantry 
brigades were named on the basis of the original 
prevalent recruitment area. The 18 line infantry 
regiments had three field and one depot battalion each. 
The line infantry regiments were numbered sequentially. 
Each battalion was composed of 4 companies: the 1st 
and 2nd btg. were composed of three companies of  
Riflemen and one of a grenadiers, the 3rd btg,  all the 
companies,  hunters. The infantrymen were armed with 
a French-style smooth-bore rifle.

Bersaglieri were a new type of elite light infantry first 
organized in 1836. There were five battalions of regular 
Bersaglieri and three battalions composed of Lombard 
and Venetian volunteers. The regular Bersaglieri were 
armed with rifled carbines that allowed precision 
shooting.They were assigned both as battalions as well 
as company-sized detachments. There was also an 
under-strength battalion of royal marine infantry.


Cavalry - The cavalry was divided into six regiments of 
six squadrons each. They were named according to 
some of the Kingdom’s regions: Nizza, Royal Piedmont, 
Genoa, Novara, Savoy and Aosta. They were all 
regiments of heavy cavalry, armed with spear, saber 
and pistol. The artillery was organized into fortress, 
horse, field and position artillery. The field artillery had 
8-piece batteries each, with 8 and 16-pounder guns 
and 32-pound howitzer.


Jean-Claude Brunner 
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FM Graf J.J. F. Radetzky 

LG W. Chrzanowski 

Order of Battle of the Armies on 20th March, 1849


3°- 4° btg. Bers 
Guide  
3ª btr. pos. 
Btr. Modena

1ª D. - DURANDO 
B. Aosta 
   5° rgt. 
   6° rgt. 
B. Regina 
   9° rgt. 
   10° rgt. 
5ª cp Bers 
Rgt. Nizza Cav 
6ª btr. battaglia 
8ª btr. battaglia 

2ª D. - BES 
B. Casale 
   11° rgt. 
   12° rgt. 
B. Composta 
   17° rgt. 
   23° rgt. 
6ª cp Bers 
Rgt. Piemonte Cav 
4ª btr. battaglia 
2ª btr. pos. 

3ª D. - PERRONE 
B. Savoia 
   1° rgt. 
   2° rgt. 
B. Savona 
   15° rgt. 
   16° rgt. 
7ª cp Bers 
Rgt. Genova Cav 
3ª btr. battaglia 
7ª btr. pos. 

4ª D. -P. FERDINANDO 
B. Piemonte 
   3° rgt. 
   4° rgt. 
B. Pinerolo 
   13° rgt. 
   14° rgt. 
8ª cp Bers 
Rgt. Aosta Cav 
9ª btr. battaglia 
4ª btr. pos.  

5ª D. - RAMORINO  
1ª B. Lombarda 
   19° rgt. 
   20° rgt. 
2ª B. Lombarda 
   21° rgt. 
   22° rgt. 
6° btg. Bers 
Btg. Studenti 
Legione Ungherese 
Legione Polacca 
Rgt. CL Lombardi 
btr. battaglia  
btr. pos.  

D. Ris.- P. VITTORIO 
EMANUELE 
B. Guardie 
   1° rgt. Granatieri 
   2° rgt. Granatieri 
   3° rgt. Cacciatori 
B. Cuneo 
   7° rgt. 
   8° rgt. 
Rgt. Savoia Cav 
Rgt. Novara Cav 
1ª btr.  pos.  
1ª btr. battaglia   
1ª btr.  cav. 
2ª btr.  cav. 

B. SOLAROLI 
30° rgt. 
31° rgt. 
Btg. Real Navi 
Btg. Valtellinesi 
Btg. Bergamaschi 
2ª btr. Lomb.  

II/IR 56  
M. Bt. 1 
H. Bt. 1  
Rak. Bt. 5,7 

I. Korps - WRATISLAW 
Div. HALLER 
Br. Strassoldo 

IR 17  
FJ 10  
Hus 5 - 2 s. 
Fuss. Bt. 2 

Br. Clam-Gallas 
Grnz 8 
IR 7 
Hus 5 - 2 s. 
Ber. Art. 1 

Div. WOHLGEMUTH 
Br. Görger 

KJ 4 
Grnz 3 
IR 44 
Hus 5 - 2 s. 
Fuss. Bt. 3 

Br. Festetics 
IR 28 
II/IR 44 
Hus 5 - 2 s. 
Fuss.Bt. 1 

Bt. 1  
Ber. Art. 3 
Rak. Bt. 1 

II. Korps - D’ASPRE 
Div. SCHAFFGOTSCH 
Br. Liechtenstein 

KJ 2  
VV 2 
I/IR 56 
Hus 7 - 2 s. 
Fuss. Bt. 5 

Br. Simbschen 
IR 47 
Hus 7 - 2 s. 
Fuss. Bt. 6 

Div. ALBRECHT 
Br. Kolowrat 

FJ 9 
IR 1 
IR 52 
Hus 7 - 2 s. 
Ber. Art. 2 

Br. Stadion 
FJ 11 
IR 21 
IR 33 
Hus 7 - 2 s. 
Fuss. Bt. 4 

Bt. 2 
Ber. Art. 5 
Rak. Bt. 2 

III. Korps - APPEL 
Div. LICHNOWSKY 
Br. Maurer 

FJ 3  
ST 3 
IR 45 
Fuss. Bt. 20 

Br. Alemann 
L/IR 20 
IR 53 
Chl 5 - 4 s. 
Fuss. Bt. 12 

Br. Cavriani 
VV 1 
L/IR 3 
IR 38 
Fuss. Bt. 24 

Div. TAXIS 
Br. Poppowicz 

Grnz 12 
Fuss. Bt. 9 

Br. Thun 
FJ 1 
IR 3 
L/IR 4 
Fuss. Bt. 8 

Bt. 4 
Ber. Art. 7 
Rak. Bt. 4 

IV. Korps - THURN 
Div. CULOZ 
Br. Grawert 

Grnz 7 
Grnz 9 
IR 32 
Uhl 3 - 2 s. 
Ber. Art. 10 

Br. Degenfeld 
KJ 3 
II/IR 19 
IR 30 
Uhl 3 - 2 s. 
Fuss. Bt. 22 

Br. Liechtenstein 
IR 43 
IR 61 
Uhl 3 - 2 s. 
Fuss. Bt. 16 

Bt. 8 
Rak. Bt. 6 

I. Res Korps - WOCHER 
Div. SCHWARZENBERG 
Br. Wimpffen 

ST 1 
VV 3 
IR 27 
Fuss. Bt. 13 

Br. Sigismund 
Marziani Gr 
Crenneville Gr 
Neydisser Gr 
Pöltinger Gr 
Engelhofer Gr 
Fuss. Bt. 10 

Div. STÜRMER 
Br. Ernst 

Uhl 4  
Chl 4  
Ber. Art. 4 

Br. Schaffgotsch 
Dr 2  
Ber. Art. 6 

Fuss. Bt. 5 
Fuss. Bt. 17 
Rak. Bt. 9 


