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The Campaign

of Napoleon in Russia

Strategic Game (Area Version)
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The 1812 Area Version is a simulation of
Napoleon's invasion of Russia between June
and December 1812. This version is based
upon systems different from the usual ""hex-
agonal" pattern, The map s divided into
geographical Areas and Sub-areas, while the
Areas have egual supply capacity, the Sub-
areas encampass roughly the same distance
for movement and combal purposes. A totally
new system of combat simulates the major
factors important in Napoleonic battles without
excessive guantification and simplification. In
addition, because supply was so crucial to
movement and combat decisions in  this
campaign, unigque supply rules compliment the
innovative movement and combat systems.

GAME SCALE

Fach Game-Turn represents half a month of
real ime, each inch on the map 48 kilometers
{about 30 miles), and each Corps about 25,000
men

GAME COMPONENTS

The complete 1812 Strategic Game should
include the following:

one Game Map

one Rules Folder

one set of Die-cut Counters
ane die

If any of these parts are damaged or missing,
write:

Simulations Publications Inc.,

44 East 23rd Street,

New York, N.Y. 10010

Game Equipment

THE GAME MAP

The 22x28" map sheet portrays the area of
European Russia and vicinity in which Napo-
leon’s actual 1812 campaign tock place. The
map is divided into ""Areas” by solid lines and
color-tints, and some Areas are subdivided into
"Sub-areas’” by dashed lines. The Areas and
Sub-areas regulate movement and combat,
and accomodate supply rules. Areas are also
numbered and named for ease of location and
historical interest.

GAME CHARTS AND TABLES

Various visual aids are provided for the players
to simplify and illustrate key game functions.
The Scenarios shows the game set-up for each
of the three Scenarios, The Turn Record &
Reinforcements Chart shows the current
Game-Turn, Victory Points Index (failure to
meet the Index level of Victory Paints will hurt
the French Player), and the arrival of additional
reinforcements. The Attrtion Table details
attrition losses for each Player each turn. The
Forced March Table is used 10 resolve the
success of Forced March attempts. The Battle
Plan, Combat Results and Pursuit Tables are
used to resolve each battle during the game.
The Unsupplied and Area Depletion Charts
determine the effect of the supply rules on
playing pieces in a map Area, and on the Area
itself

THE PLAYING PIECES

The two differently colored sets of playing
pieces represent the oppasing French and
Russian combat troops, supply services, and
leaders (optional rules only). Each playing
piece represents a military unit, or a collection
of units

Infantry Corps
& &
Cavalry Corps
& B ® -
One Corps. Two Corps Three Corps
B3 E '
@ @ & 6 B
Four Corps Five Corps Six Corps

Corps markers: each Player has a certain
number of Infantry and Cavalry Corps. Each of
these Corps is a single combat unit, indivisible.
The Corps markers represent tha presence of
one of more of these combat units in a given
map Area or Sub-area. The Corps markers are

combined and subdivided as the owning Player
desires, any time he desires, provided the
number and position of the Corps represented
15 not changed. Thus one “'five corps’ marker
could be replaced by five “one corps'’ markers,
or two "two corps’ markers replaced by one
“four corps". Provided the number and type of
Corps represented is the same, any amount of
Corps markers may be used in a given Area or
Sub-area to represent them.

LJ& | Supply unit

O Depot unit
a4 | (French only)

Depot and Supply units represent the supply
services of each army. These units have no
effect on combat, and unlike Corps markers,
each unit represents one unit, no more.

50% Area Depletion marker c
Depleted Battle Plan chit | Assault
Leader unit
[i- c {optional rules only) Game
Turn
Game-Turn marker 2

Other markers, units and chits; A vanety of
additional pieces are provided to facilitate
various game procedures. Each Player will play
one of his eight Battle Plan chits in almost
every battle. The Area Depletion marker
represents decreases in an Area's supply
capacity. The Area Control marker is an
inverted unit from the other 1812 version, and
represents French control of Areas or Sub-
areas that produce Victory Points. The Game-
Turn marker is used on the Scenario chart to
demonstrate the Game-Turn currently being
played. The Leader units are only used in
a game including the Optional rules.
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GENERAL COURSE OF PLAY

The 1812 Strategic Game is basically a two-
player game. Each Player moves his units and
executes his attacks in turn, with capture of
territory the objective. Combat is resolved by
selecting a Battle Plan, resolving Infantry
Combat, and resolving Cavalry Pursuit. After
each Player has moved and resolved battles, a
Supply Interphase occurs in which both
Players take part.

GAME SET-UP

The Players refer to the Scenario Chart and
set-up the units on the map according to the
Area locations specified.

GAME LENGTH
Although each Scenario starts upon a different
Game-Turn, all Scenarios end after Game-Turn
13 is completed.

The Sequence of Play

1812 is played in turns. Each Game-Turn is
composed of two Player-Turms and two
Interphases. Each Player-Turn is composed of
three Phases. These Phases are further broken
down into segments or steps. After the two
Player-Turns are completed, the Supply Inter-
phase and Victory Points Interphase finish that
Game-Turn. A typical Game-Turn would pro-
ceed as follows:

A. RUSSIAN PLAYER-TURN

1. ATTRITION PHASE. The phasing Player
consults the Scenario Chart and places any
new reinforcement units on the map. The
Phasing Player then consults the appropriate
Attrition Table and loses the Corps called for (if
any; see Attrition rules).

2, MOVEMENT PHASE.

a. Basic Movement Segment: the phasing
Player may move units to any adjacent Area
or Sub-area (see Movement Rules).

b. Forced March Movement Segment: the
phasing Player may move units again, to any
adjacent Area or Sub-area (see Movement
rules for restrictions),

3. COMBAT PHASE. For each battle the
following seven-step procedure is used, Not
every battle will require all seven steps. (See
the Combat rules for greater detail.)

Step 1 — Battle Plan chits chosen
Step 2 — Stacks revealed

Step 3 — Retreat Before Combat
Step 4 — Battle Plan Resolution
Step 5 — Combat Resolution
Step 6 — Pursuit Resolution

Step 7 — Retreat After Combat

B. FRENCH PLAYER-TURN
Repeat Phases 1 through 3, with the French
Player becoming the phasing Player.

C. SUPPLY INTERPHASE

Source of supply for Corps and Depletion of
Areas is determined, Area by Area. Each
unsupplied Corps requires consulting the
Unsupplied Table to determine the effect.

D. VICTORY POINTS INTERPHASE

The -current number of Victory Points s
calculated, and French political losses are
determined.

Attrition

GENERAL RULE:

The wvery act of campaigning produces a
certain attrition of combat forces. Each Player-
Turn the Player rolls one die to determine the
level of these losses.

PROCEDURE:

During the Attrition Phase of each Player-
Turn, the phasing Player rolls the die on his
Attrition Table, and determines his losses (if
any). The opposing Player will specify the Area
from which the losses must be taken; if not
enough units of the appropriate type and
strength are stacked in that Area, the results
called for by the Attrition Table are met as best
possible, and the opposing Flayer selects
another Area. This continues until the full
result of the Attrition Table is fulfilled.

ATTRITION TABLE

die Players’ Losses:
_r_'gﬁ: French: Russian:
7 none none
23 1cc none

4 lic none

5 lic Tcc

6 lic + 1cc lic

HOW TO USE THE ATTRITION TABLE:
The phasing Player rolls one die, and cross-
references the die number with the appropriate
column of results. The opposing Player then
specifies the Area from which the losses must
be taken; if not enough units of the appropriate
type are stacked in that Area, the results called
for by the Attrition Table are met as best
possible, and the opposing Player selects
another Area. This continues until the full
result of the Attrition Table is fulfilled.

lcc = one Cavalry Corps eliminated; lic =
one Infantry Corps eliminated; 1cc + 1ic =
one Infantry and one Cavalry Corps eliminated.

MOVEMENT

GENERAL RULE:

The map is divided into color-tinted Areas,
which have names and a letter-number code.
Some very large Areas are divided by dashed
lines into Sub-areas for Movement and Com-
bat purposes onfy. Each unit may move one
Area per Movement Phase, and Corps may
attempt to move an additional Area by Forced
March.

PROCEDURE:

During the Basic Movement Segment the
phasing Player may move any unit, part of a
stack, or stack of units one Area or Sub-area.
Each unit may only move once. Units starting
in the same Area may move together in a stack
to conceal the identity of those inside the stack,
but all units starting in an Area need not move
to the same Area, or even move at all. After
this movement is completed, Corps (and
Leaders) may move one additional Area in the
Forced March Movement Segment. An un-
limited number of units may end up stacked in
any Area.

"

{A) When moving “one Area,’” each unit or
stack of units may move to any Area or
Sub-area that is adjacent (has a comman
border with the initial Area or Sub-area). No
unit may cross more than one Area/Sub-area
boundary in a Movement Segment.

(B) During the Basic Movement Segment units
may move from any Area or Sub-area to any
other Area or Sub-area with the following
exceptions:
1. If units are moving into an Enemy occupied
Area or Sub-area, at least one of the moving
units must be an Infantry or Cavalry Corps.
2. A French Depot unit may only move if
stacked with a French Supply unit through-
out the Movement Segment. Each Supply
unit may only “carry’” one Depot.
The presence of Fortresses or other Friendly
units does not affect movement. There are no
“Zones of Control,” and the only movement
restrictions due to terrain are certain Areas
marked "off limits'' to all units.

(C) Area Depletion markers are never moved.

(D) Forced March: During the Forced March
Movement Segment, the phasing Player may
attempt to move any Corps one additional
Area or Sub-area. The phasing Player declares
and resolves Forced March attempts for each
individual Corps in turn. Roll the die once for
each Corps on the Forced March Table to
determine the effect on the Corps of the
Forced March attempt. (Note: optional Leader
units may Force March without penalty, they
do not require a resolution of the attempt on
the Forced March Table).

FORCED MARCH TABLE

die

roll: result:

12 Forced March succeeds

34 Corps may not Force March
56 Corps eliminated

HOW TO USE THE FORCED MARCH TABLE:
The phasing Player rolls the die once for each
Corps he is attempting to Force March.
EXPLANATION OF RESULTS:

Forced March succeeds: The Corps attempting
to Force March successfully finishes the
Forced March Movement Segment in the Area
or Sub-area it desired to enter.

Corps may not Force March: The Corps may
not move during the Forced March Movement
Segment.

Corps eliminated: The Corps attempting to
Force March is eliminated from the game.

Stacking

GENERAL RULE:
All of a Player's units in the same Area or
Sub-area are considered a "'stack.”

PROCEDURE:
At the end of the Movement Phase all of a
Player's units in a given Area should be
combined into one stack. The Enemy Player
may examine the contents of a stack only
during certain steps in the Combat Phase
when a battle occurs between oppaosing
stacks.

CASES:

{A) Units need not be moved individually, but
may move in stacks or portions of a stack to
maintain secrecy. Forced March attempts
however must still be resolved Corps by Corps.

(B) To confuse the Enemy, a Player may vary
the number of Corps markers used to repre-
sent the number of Corps in a given Area.
Thus, to make a stack look more impasing, a
Player might use four 1 Corps” markers
instead of one "4 Corps'' marker.



COMBAT

GENERAL RULE:

If, at the start of any Combat Phase, both
Players have a unit or stack of units (hereafter
called a "'stack”) in the same Area or Sub-area
a battle occurs and the battle resolution
procedure is used. The phasing Player is
considered the Attacker, the non-phasing
Player the Defender, regardless of the overall
stance of the Player in the game. Each battle is
resolved by steps. A battle may ultimately
result in nothing happening, either or both
Flayers may lose units (perhaps the whole

stack), and/or a stack may retreat to an
adjacent Area or Sub-area.

PROCEDURE:

The phasing Player resolves each battle in turn.
The battle resolution procedure consists of
seven steps. Not every battle will require all
seven sleps, the procedure is considered
completed and the battle over whenever called
for on a table, or whenever only one Player has
a stack left in the Area or Sub-area.

Step 1 — Battle Plan chit choosen. Each Player
secretly chooses one Battle Plan chit for the
battle, The Attacker may only choose from
chits A, B, C or D; the Defense from chits E, F,
G or H.

Step 2 — Stacks revealed. Each Player reveals
all units in his stack, and keeps them revealed
for the remainder of the battle resolution
procedure for that battle.

Step 3 — Retreat Before Combat. Each Player
may retreat Cavalry Corps, Leaders, and/or
Cavalry Corps and Supply units to any
adjacent Area. In certain cases these units
must retreat. Next, all automatic eliminations
are determined. Only if both Players have
Infantry Corps in the Area is the resolution
procedure continued.

Step 4 — Battle Plan Resolution. The Battle
Plan chits {choosen in step one) are revealed
and the Battle Plan Table consulted to
determine the results.

Step 5 — Combat Resolution. The number of
attacking Infantry Corps is compared to the
number of defending Infantry Corps, and the
Combat Odds Percentage is determined. A die
is rolled and the Combat Results Table
consulted. “Retreat’’ results are not applied
until step seven (Retreat After Combat),

HOW TO USE THE BATTLE PLAN CHART:
Cross index the Attacker's Battle Plan chit with
the Defender’'s Battle Plan chit to determine
the result.

EXPLANATION OF BATTLE PLAN RESULTS:
Each cross-indexing on the Battle Plan Chart
may produce one or more results, all of which
should be followed. If there is a choice
between results (such as "“Cav Dr(D) or go
CRS—PS—RAC with "D choice” marked
below), the indicated (in this case Defender)
chooses the result he desires, provided the
result is allowable (in the above example, Cav
Dr(D) might not be a permissable choice).

stop = Battle ends. Do not go to the Combat
Resolution, Pursuit, or Retreat After Combat
steps.

go CRS—PS—RAC = Continue Resolution
Procedure by going to the Combat Resolution

step, then the Pursuit step, and then the
Retreat After Combat step.

go PS—RAC = Skip the Combat Resolution
step, go directly to the Pursuit step and Retreat
After Combat step.

A -1¢ = Attacker loses one Corps of his
choice.
D -1c = Defender loses one Corps of his
choice.
A cx2 = Each Attacking Infantry Corps

counts as two during the Combat Resolution
step of this battle.

D cx2 = Each defending Infantry Corps
counts as two during the Combat Resolution
step of this battle.

DriD) = The defending stack is retreated to
any adjacent Area or Sub-area by the De-

fender. The stack may not retreat into areas

containing unfriendly units. If no retreat is
possible, the stack is eliminated. This retreat
movement is in addition to movement during
the Movement Phase.

Cav Dr(D) = Same as “Dr(D),” but the
Defender may only choose this result if he/she
has more Cavalry Corps than the Attacker.

A&D switch = Attacker becomes the De-
fender, and the Defender becomes the
Attacker in the Combat Resolution and Pursuit
steps of this battle only.

e mod = For this battle only, the following
Combat results are changed:
all “Ae’ become "“Ar(D)
all A Yae’” become "Ar(A)"
all “De’” become “'Dr{A)"
all “D %e” become “'Dr(D)"*

D choice = Defender may choose between
the results given.

Battle Plan Chart Attacker’'s Battle Plan chit:
Defender’s
Battle Plan A B G D
chit: OUTFLANK CONTACT ASSAULT PROBE
E Cav Dr(D) & stop Dr(D) D-1c Dr(D)
WITHDRAW orgo CRS—PS—RAC stop Dr(D) & stop stop

D choice orgo CRS—PS—RAC

D choice

F Acx2 no effect A-lc no effect
ENTRENCH go CRS—PS—RAC go CRS—PS—RAC go CRS—PS—RAC stop
G A-lc A&D switch A-1c A&D switch
COUNTER- 5 —PS—RAC
ATTACK Dcx2 Dr(D) D -lc go CRS

go CRS—PS—RAC go PS—RAC go CRS—PS—RAC
H D -1c e mod DriD) no effect
CORDON go CRS—PS—RAC go CRS—PS—RAC 9o PS—RAC stop

Odds less

The




Step 6 — Pursuit Resolution. This step is
skipped unless the Attacker has more Cavalry
Corps than the Defender and desires to make a
Pursuit Attack. In such a case, the Pursuit
Table is consulted and additional losses may
OCCUr.

Step 7/ — Retreat After Comat. Automatic
elimination after Combat is determined, and
then all “retreat’’ results that occurred on the
Cambat Results Table lin step fivel are
executed. IT no "retreat” results occurred,
nothing happens and the battle is over.

CASES:

fetreat Before Combat.

(A) The Defender or Attacker may have re-
treated any or all Cavalry Corps in his stack
during the Retreat Before Combat step. If
there is a choice, the Enemy Player determines
the Area or Sub-area retreated to. The
Defender has retreated any units he can, and
desires to, first.

(B} Cavalry Corps may not retreal to an
adjacent Area or Sub-area occupied by Enemy
units, If one or more Cavalry Corps retreat, any
Supply units in the stack may remain stacked
with the Cavalry and also retreat. Otherwise,
Supply units may not retreat. Optional Leader
units may also Retreat Before Combat. Depots
and Infantry units may never retreat.

(C)If a stack does not cantain any Infantry
Corps, and the Enemy stack does, the Player
without Infantry must retreat all Cavalry Corps
to any adjacent Area (s) or Sub-areas(s). If no
retreat is possible (due to the restrictions of
case A above) the stack is eliminated (see case
C below).

(D) After Retreats Before Combat, automatic
eliminations are determined. A stack without
Infantry Corps is automatically eliminated by

an Enemy stack with one or more Infantry
Corps. A stack without any Corps at all is
automatically eliminated by a stack with any
kind of Corps. If both stacks contain no
Infantry Corps, but do have Cavalry Corps,
there is no effect and the battle is over. If both
stacks contain Infantry Corps, continue the
resolution by proceeding to step four (Battle
Plan Resclution).

Battle Plan Resolution:

(E) During the Battle Plan Resolution step
Battle Plan chits are compared and results
determined on the Battle Plan Table, The table
has a wide range of effects, and lists what
further steps the resolution of the batte will
include. /mportant: one possible effect is that
the roles of Attacker and Defender will be
switched (i.e. the phasing Player who was
Attacker becomes Defender, and the non-
phasing Player who was Defender becomes
Attacker). This switch of roles only applies for
the remainder of that particular battle, no
others. See the Battle Plan Table for details.

Combat Resolution:

(F) This step is only used if called for on the
Battle Plan Table. The number of attacking
Infantry Corps is compared as a percentage of
the number of defending Infantry Corps. A die
is rolled and the Combat Results Table is
consulted. All "exchange' and "elimination®’
results from the Combat Results Table are
applied immediately, all “retreat” results are
applied after the Pursuit Resolution step,
during the Retreat After Combat step. See the
Combat Results Table for details.

(G} If the French Player is attacking a Russian
stack in a Russian Area or Sub-area with a
Fortress, the French Player must subtract
“one’’ from his die roll for the Combat Results
Table.

(H) Standard Game Only: When attacking, the
French Player always adds one to his die roll
for the Combat Results Table, the Russian
Player always subtracts one. \Commentary:
this reflects the leadership of each army, The
optional Leaders rules simulate the situation
differently, in more detail.)

Pursuit Resolution:

{1} This step is never used if the Attacker does
not have more Cavalry Corps than the
Defender — go directly to the Retreat After
Combat step. If the Attacker does have more
Cavalry Corps, he may choose to make a
Pursuit Attack or go directly to the Retreat
After Combat step. To resolve a Pursuit
Attack, the Attacker compares the number of
attacking Cavalry Corps in excess of defending
Cavalry Corps with a die roll on the Pursuit
Table. See the Pursuit Table for details.

Retreat After Combat:

(J) After Pursuit results are determined (if
any), if one stack has no Infantry or Cavalry
Corps left, it is automatically eliminated. If both
stacks are without Infantry and Cavalry,
neither is eliminated.

(K} After automatic elimination (case J above)
is determined, any retreats dictated by the
Combal Results Table are carried out. These
are the only retreats allowed in this step.
Stacks may not retreat into adjacent Areas or
Sub-areas occupied by Enemy units. If no Area
or Sub-area unoccupied by Enemy units exists,
the retreating stack stack is eliminated instead.
If no “retreat’” result occurred, no retreats are
macde and the battle is over,

(L) Retreat After Combat, like Retreat Before
Combat, is in addition to movement during the
Movement Phase.

bat Results Table

Combat Odds Percentage:
80% 100% 120% 140% 160% 180% 200% 300% 400%
thru thru thru thru thru thru thru thru thru Die
99% 109% 139% 159% 179% 199% 299 399

Ar(A)

% ex :

Ar(A) Ar(A) ‘zex Yrex

DriD) DriDl

DriD) Dr(D)

s than 60% are automatically an “Ae" result

Y ex

DriD) De De De De De

hex  Vhex

Dr(A) Dr{A) De 1

Dr(A) DYe

De De De '}

Odds more than 439% are automatically a ""De’’ result

e French Player must subtract one when attacking Russian units on a Fortress (see Combat case G).

49%% Roll

HOW TO USE THE COMBAT RESULTS TABLE:

The number of attacking Infantry Corps is compared to the number
of defending Infantry Corps. The number of attacking Corps is
expressed as a percentage of the number defending (6 attacking 4
would be 150%, 4 attacking 4 100%, etc. Mathematically, to
compute a percentage divide the Attacker's value into 100 times
the Defender’s value. Thus 8 attacking 4 is computed as 4 divided
into 800, yielding a result of 200, or 200%). Now roll the die.
Cross-reference the die result row with the Odds Percentage
column to determine the result(s), Apply those shown to the
attacking and/or defending units involved in the battle.
Standard Game Only: The French Player always adds one to his die
roll when attacking, the Russian Player always subtracts one from
his die roll when attacking. Die roll additions and subtractions are
always cumulative.

EXPLANATION OF COMBAT RESULTS:

The first (capital) letter indicates which Player the result applies to.
The other Player is not affected (exception: ' Yex'" affects both
Players).

A = Attacker affected

D = Defender affected

The letters following the capital letter indicate the result applied:

Yeex = Half Exchange. Each Player has half the Infantry Corps in
the stack eliminated (Round fractions upward).

e = Eliminated. Whole stack is eliminated.

Yse = Half Eliminated. Half the Infantry Corps in the stack are
eliminated (Round fractions upward).

riD) = Stack retreated by Defender. Stack is retreated to any
adjacent Area or Sub-area by the Defender. Stacks may not retreat
into areas containing unfriendly units. If no retreat is possible, the
stack is eliminated. This retreat movement is in addition to
movement during the Movement Phase, and is carried out after the
Pursuit step, during the Retreat After Combat step.

rlA) = Stacking retreated by Attacker. Same as 'r{D)", but the
Attacker may choose the Area retreated to if there is a choice.




COMBAT SITUATION SUMMARY

Attacker’s Stack Contains:*

Defender’s
Stack Contains:

At least one
Infantry Corps

At least one
Cavalry Corps, no Infantry

continue with
resolution.

At least one
Infantry Corps

Attacker must retreat;
those unable to retreat
are eliminated.**

At least one
Cavalry Corps,
no Infantry.

Defender must retreat;
those unable to retreat
are eliminated.**

Either may retreat.
If both leave Cavalry in Area,
there is no further effect.**

No Cavalry or

Infantry Corps eliminated.**

Defender automatically

Defender automatically
eliminated.**

* Attacker must have a Corps to enter an Enemy occupied Area (see Movement case B.1)
** Battle resolution is completed after the Retreat Before Combat step.

Pursuit Table

Die +1Cavalry
Roll Corps

+2 Cavalry

Corps Corps

i 1111
T e | L PR

D+1ex D+2ex

+3 Cavalry

Attacker’s Cavalry Superiority

+ 5 Cavalry Die
Corps or more

+4 Cavalry
Corps

HOW TO USE THE PURSUIT TABLE:

The Attacker may elect to use the Pursuit Table only
if he has more Cavalry Corps than the Defender, The
amount by which the number of attacking Cavalry
Corps exceeds defending Cavalry Corps is cross-
referenced with a Die Roll, and the result applied to
the attacking Cavalry Corps and a// defending Corps.

EXPLANATION OF PURSUIT RESULTS:

A +1/D-1ex = Attacker loses a number of attacking
Cavalry Corps equal to one more than the total of
defending Infantry and Cavalry Corps. Defender
loses a number of Corps equal to one less than the

number of original attacking Cavalry Corps. Losses
are simultaneous, the Defender may chose which
defending Corps to lose.

D+ 1 ex = Attacker chooses how many attacking
Cavalry Corps he wishes to lose (including none).
The defender must then lose that amount of Corps
plus one extra. The Defender may choose which
Corps to lose.

D +2 ex = Attacker chooses how many attacking
Cavalry Corps he wishes to lose (including none).
The Defender must then lose that amount of Corps
plus one extra. The Defender may choose which
Corps to lose,

SUPPLY

GENERAL RULE:

Corps within an Area will either deplete the
Area or expend a Depot (if French) to produce
a source of supply. Corps within an Area
already 100% depleted use an adjacent Area
containing a Supply unit, expend a Depot, or
become unsupplied. Unsupplied Corps risk
elimination on the Unsupplied Chart. The
effect of Corps depleting Areas is shown on
the Area Depletion Chart. Areas become
"50%" or “100% " depleted, the latter state
making the Area useless for supply purposes
for the rest of the game.

PROCEDURE:

In each Supply Interphase the supply of Corps
and depletion of Areas 15 resolved Area by
Area. Sub-area boundries are ignored during
the Supply Interphase. The source of supply
for all Corps of both Players is determined Area
by Area. Those Areas in which a Player plans
to use an adjacent Area as a supply source
should be resolved first, If there is debate over
which Areas should be tesolved first, the
Russian Player chooses. After the situation in a
given Area is determined, the Area Depletion
Chart is consulted if any Corps used the Area
as a supply source, and if necessary Depletion
markers are placed in the Area, If there are any
unsupplied Corps in the Area, a die is rolled for

each and the resulting effect found on the
Unsupplied Chart.

CASES:

(A} A Corps may use an Area or a Depot as a
source of supply. A Corps may never be
"unsupplied" if a source of supply is available.
A Corps without a source of supply is
“unsupplied.” All Supply units and Depots
{and Leaders) are automatically supplied at all
times, and have no effect on Area depletion.

-,
Depots |French onlyl
(B) At the end of any Movement Phase, any
Supply unit in an Area undepleted and
unoceupied by Enemy units may create a
Depot, The Depot is stacked with the Supply
unit, and a 100% depleted marker placed in the
Area. The Russian Player may never create
Depots, bul a Russian Supply unit may
voluntarily 100% deplete any Area occupied at
the end of any Russian Movement Phase.

(C) To move, a Depot must be stacked with a
Supply unit for the entire French Movement
Phase. No more than one Depot may be
“carned” by a single Supply unit,

(D) Depots can be a source of supply for any
Corps in the same Area, Depots cannot be a
source for units in other Areas, Enemy units in
an Area do not affect a Depot's supply source
funection. If four or more Friendly Corps use a
Depot as a source of supply, the Depot is
expended (removed from the map). Depots
may also be voluntarily eliminated. Expended
or eliminated Depots may be recreated (see
case B). If three or less Friendly Corps use a
Depot as a scurce of supply, the Corps are
supplied and the Depot is not affected.

Supply from Areas |French or Russian]

{E) Undepleted and 50% depleted Areas can
be sources of supply for any and all Corps in
the Area. 100% depleted Areas are never a
source of supply.

(F) Corps in an undepleted Area must use the
Area or Depot as a source of supply. Corps in a
50% depleted Area must use a Depot if a
Friendly one is in the Area, if not the Corps
must use the Area as a source of supply. Corps
ina 100% depleted Area must use a Depot or
an adjacent Area containing a Friendly Supply
unit (see case G), or are considered '‘un-
supplied.” For each unsupplied Corps roll once
on the Unsupplied Chart to determine the
effect.

(G) A Corps in a 100% depleted Area may use
an adjacent Area as a source of supply if all five
of the following conditions are met;

1. no Enemy stack occupies the adjacent
Area,

2. no more than two Friendly Corps occupy
the adjacent Area,

3. the adjacent Area Is undepleted or 50%
depleted.

4. the adjacent Area contains a Supply unit,
and

5. the adjacent Area was not used by any
Carps from a third, different Area as a source
of supply during the Supply Interphase.
For each Corps using a Supply unit in an
adjacent Area as a source of supply, place one
blank counter on the Supply unit to denote it.



Unsupplied Chart

Results:
Die Roll Game-Turns 1-8
1.2 no effect no effect
3 no effect
4,56 Corps eliminated

Game-Turns 9-13

Corps eliminated
Corps eliminated

HOW TO USE

THE UNSUPPLIED CHART:

Roll the die once for each Corps un-
supplied. Use the left result column
on Game-Turns 1 through 8, the
right column on Game-Turns 9
through 13.

Area Depletion Chart

Corps using Area as supply source:

9-13

Game-Turns | With Supply unit 0-4 5-6 7-14 15+
Game-Turns Wit.h Supply unit

Initial State of Area:

Undepleted

HOW TO USE

THE AREA DEPLETION CHART:

The chart cross-indexes the number of Corps
with the Initial State of the Area to determine
the Depletion of the Area in question. To use
the Chart, the appropriate track and sub-track
must be determined before the number of
Corps is found. On Game-Turns 1 through 8,
use the upper track, on 9 through 13 the lower.
Always use the “Without Supply unit’” sub-
track, except when only one Player has units in
the Area, and that Player both has a Supply
unit and wishes to use the “With Supply unit”*
sub-track, Having determined the proper track
and sub-track, add together all Corps of both
Players in the Area and cross-reference this
column with the proper Initial State of Area
row.

explanation of results.
The results show the final state of the Area at
the end of the Supply Interphase.

n = MNormal. Area is unaffected, remains
undepleted.
50d = Area 50% depleted. Area becomes

50% depleted. If already 50% depleted there is
no additional effect.

100d = Area 100% depleted. Area becomes
100% depleted. If already 100% depleted, the
Area Depletion Chart was not necessary, since
no Corps could use that Area as a source of
supply,

Depletion of Areas

{H} After the source of supply for all Corps in
an Area has been determined, the Area
Depletion Chart is consulted by cross-indexing
the iniual state of the Area with the number of
Corps using it as a source of supply. Naturally
both Players must reveal the number of Corps
in the Area at this time. |f only one Player has
units in the Area, and also has a Supply unit,
the “With Supply unit” track on the Area
Depletion Chart may be used if desired. Any
Corps from adjacent Areas using the one in

question for supply (as in case G) are added to
the total Corps using the Area as a source of
supply. Here also the “With Supply unit” row
may be used. If both Players have units in the
Area, the "Without Supply unit” row must be
used, and the combined total of both Player's
Corps is used on the Chart.

(I} The Depletion of Areas takes effect at the
completion of the Supply Interphase. Place
Depletion markers on the box in each affected
Area to indicate depletion.

Victory Points and
Conditions

GENERAL RULE:

Victory Points, based on the control of certain
Areas or Sub-areas, affect French Political
losses and determine the winner of the Game.
Unlike many Simulations games, Victory
Points are not scored by a specific Player, but
impartially tallied each Game-Turn.

PROCEDURE:

Victory Points for Areas or Sub-areas con-
trolled by the French Player are computed at
the end of each Game-Turn, during the Victory
Points Interphase. The current total of Victory

Points affects French Political losses. The final
total after Game-Turn 13 determines the
WIrnner.

CASES:

{A) Scoring Points. If only French units were
the last to pass through or currently occupy an
Area or Sub-area listed on the Victory Points
Table, a Control marker is placed in the Area or
Sub-area (use inverted counters from the other
1812 version as Control Markers). The Victory
Points Table below listed Areas or Sub-areas
that may be controlled, and the number of
Victory Points scored if a Control marker is
currently in the Area or Sub-area. At the start
of each Scenario Victory Points are at a certain

level. For each Control marker added to the
map, raise the level of Victory Points the
appropriate amount. For each Control marker
removed, lower the level of Victory Points the
appropriate amount.

VICTORY POINTS TABLE
French Control of +5 points
St. Petersburg (R41a)
French Control of +5 points
Maoscow (R57)
French Control of + 3 points
Kiev (R40c)
French Control of +1 point
any other Area or Sub-area each
containing a Fortress

OPTIONAL RULES ONLY
Elimination of -5 points
Napoleon Leader unit
Each Game-Turn of +1 point
French “Victory”
Each Game-Turn of -1 point

French “Defeat”

(B) French Folitical losses: At the end of each
Game-Turn, during the Victory Points Inter-
phase, the current total of Victory Points must
be at least the number shown on the Victory
Points Index for that Game-Turn. If the current
total is beloew the Index value, the French
Player must immediately remove from the
map one Corps of his/her choice.

(C) Game winner. The following list shows, for
a given level of Victory Points, which Player
won the game.

POINTS VICTORY LEVEL
22 or more French Decisive Victory
18-21 French Marginal Victory
15-17 Draw (Russian moral victory)
12-14 Russian Substantive Victory
11 orless Russian Decisive Victory

OPTIONAL RULES

The following rules may be used at the
discretion of the Players. Some replace Stan-
dard rules, some are additional. The Optional
rules add intellectual interest, bul decrease
speed and ease of play. The Optional rules
cannot be used selectively: if one is used, all
must be used.

Leaders
General Leader

Name

— Napoleon
Identification
""’*3 Aer Letter

Leadership Points-

Cavalry Leader

A
Name |

— Platov
Identification
Leadership Paints-'—'—"2 G‘__Letter




GENERAL RULE:

General Leader units present in a stack affect
Combat during the Combat Resolution step,
Cavalry Leader units during the Pursuit Resolu-
tion step, General Leaders determine how
many Infantry Corps may be used to attack,
and may cause additions or subtractions to the
Combat Results die roll. Cavalry Leaders only
cause additions or subtracts to the Pursuit die
roll.

PROCEDURE:

During the Combat Resolution step each
Player counts the total number of General
Leadership Points in his stack. The Attacker’s
number of Infantry Corps counted in deter-
mining the Combat Odds Percentage cannot
be larger than the total General Leadership
Points in the stack. In addition, the highest
valued General Leader unit of each side adds
that amount to the Combat Results Table
die-result if attacking, and subtracts that
amount if defending. Thus a Napoleon-led
stack attacking a Kutusov-led stack (among
the various leaders in each stack, these were
selected by their owning Players as the
strongest) would add three (Napoleon attack-
ing) and subtract two (Kutusov defending) to
the Combat Results Table die result, producing
a net effect of adding one.

During the Pursuit Resolution step the highest
valued Cavalry Leader unit of each side adds (if
attacking) or subtracts (if defending} the
Leadership Points to and from the die result for
the Pursuit Table, Cavalry Corps counted in
Pursuit Resolution may be in excess of the
total Cavalry Leadership Points in the stack.

CASES:

{A) Leader units may Force March, and do not
require a die-roll on the Forced March table
li.e. they may Force March “free,” without
risk).

(B) Leader units may always Retreat Before
Combat. They need not be stacked with a
Cavalry Corps to do so.

(C) When determining the number of attacking
Infantry Corps present for Combat Odds
Percentages, the number of attacking Infantry
Corps can never exceed the number of General
Leadership Points in the stack. Excess attack-
ing Infantry Corps are liable to all results of
Combat and Pursuit Resolution, however. If
the Attacker has no General Leader units, he
may not attack and the battle is over. All
defending Infantry Corps may be used, regard-
less of the Leadership Points available. (Note
that as a result of the Battle Plan Table, the
original Defender (non-phasing Player) may
become the Attacker, and vice versa. The
original Defender (now Attackerl must have
General Leadership points to “attack,” and the
amount available naturally determines the
number of attacking Infantry Corps counted
for Combat Odds Percentage purposes.)
(Commentary. Unled or poorly led troops
never significantly helped an attack in the
Napoleon era, but as ‘‘cannon fodder” were
invariably affected by the results.)

(D) Whenever the die is rolled for the Combat
Results or Pursuit Table, the highest valued
General Leader unit in each stack for Combat
Results, or the highest valued Cavalry Leader
unit in each stack for Pursuit, affects the die
roll. The Leadership Points of the attacking
Leader unit is added to the die roll, and the
Leadership Points of the defending Leader unit

is subtracted from the die roll. If the stack has
no Leader units, zero points are added or
subtracted,

{E) Leader units are never unsupplied, and
never need a source of supply. Thus they never
affect Area Depletion.

Fortresses o
GENERAL RULE:

In addition to Combat Results advantages for a
defending Russian stack (see Combat, case G

and the Combat Results Table), an Area or
Sub-area containing a Fortress affects Supply,

PROCEDURE:

The first Player to occupy an Area or Sub-area
containing a Fortress must place his stack
directly upon the Fortress symbol. If a stack is
on a Fortress symbol, any one Corps in that
stack automatically has a source of supply.
This Corps may never be unsupplied, and will
not count towards Area Depletion.

CAGSES:

{A) The French Player may not place a stack
on any Fortress inside Russia. The Russian
Player may not place a stack on any Fortress
outside Russia.

(B} A Player may not place a stack on a
Fortress if Enemy units already occupy that
Area or Sub-area. If the Enemy units are
destroyed or leave the Area or Sub-area, the
Fortress may be occupied within the restric-
tions of case A above.

Victory Conditions

GENERAL RULE:

The following additional cases influence the
accumulation of Victory Points, and thus
French Political losses and the winner of the
game.

CASES:

(A} If the Napoleon Leader unit is eliminated,
five points are subtracted from the current
Victory Points level.

(B) Each Game-Turn in which the Russian
Player loses more Corps through Combat than
the French is a Game-Turn of French “"Vie-
tory'’, each in which the French Player loses
more through combat than the Aussian is one
of French “Defeat”, and each in which both
Players lose an equal amount is a draw, Corps
lost due to Attrition, Supply, or Political losses
are not counted when determining French
“Victory” or "Defeat’’. Each Game-Turn of
French “Victory'' adds one Victory Point, each
of French *'Defeat” subtracts one Victory
Point. Thus if every Game-Turn was a French
"Victory,'" at the end of Game-Turn 13 the
French would have accumulated 13 Victory
Paints.

THE SCENARIOS

1812 has three different Scenarios represent-
ing three different portions of the actual
campaign. Scenario 1 starts with the French
invasion, and allows Players to simulate the
whole campaign. Scenario 2 starts in late
August 1812, where Napoleon in the actual
campaign made the decision to march on
Moscow. Scenario 3 starts in early October
1812, where Napoleon in Moscow pondered
the problems of salvaging his campaign.

The Initial Placement of Units sections are
divided into two options. Players may either
start the Scenario with the actual historical
dispositions, or may place their units within
freer confines that duplicate the general
territorial and strategic situation, but allow for
more discretion in the commitment of forces.

ABBREVIATIONS
After the location is given, a code is used to
denote which units are to be placed in the
given Area or Areas. First is the number of
units, then an abbreviation for that type of
unit:

ic = Infantry Corps

cc = Cavalry Corps

su = Supply Unit

dp = Depot

Thus "7ic" would indicate seven Infantry
Corps should be placed in the listed Areals) or
Sub-areas(s). Leader units are referred to by a
single capital letter, the same identification
letter that appears on the playing piece.

REINFORCEMENTS:

The Game-Turn & Reinforcement Chart shows
the number, type and location of arriving units.
Reinforcements arriving in a specific Area(s) or
Sub-areals) may arrive in any of those listed,
regardless of the presence of Enemy units.
Russian reinforcements arriving in any uncon-
trolled Fortress must arrive in Areas R55b,
R56b, R60, R61, R62 or RE3 if all Fortress Areas
and Sub-areas are controlled by the French.

Scenario 1

Game Starts: Game-Turn 1

Victory Points level: 7

French Control: FP2, FF3, FP5, FWT1,
FW13, FA16

Area Depletion: none

INITIAL PLACEMENT OF UNITS,
FREE

Russians: deploy first
anywhere in Russia [Areas 19 through 63):
7ic, bee, A, B, C, G, H, J

In any Russian Fortress:
2su

French: deploy second

No more than one Corps in each of the
following Areas; FP2, FP3, FW7, FW11, FWI3:
4ic, 1su

Deploy anywhere in Areas 12 through 18:
lic, 1cc, N

Deploy in FP2 and/or FWE:
lic, lcc, 1su

Anywhere outside Russia [Areas 1 through 18]
14ic, 8cc, 2su, A, B,C,D,E,F, G, H,J, K, L, M

INITIAL PLACEMENT OF UNITS,

HISTORICAL
Russians:

R21: tig, 1ce.-H
R22: lic, A
R24: lic, 1cc, B, G
R25: 1cc

R26: Tic

R30: lie. €
R32: lie, 2cc, J
R33: 1su

R38: Tic

R40c: 1su



French

FP1: lic, 1ce, 1su

FP2: lic

FP3 lic

FP5 2ic, 1cc

FW7: lic

FWS: 3ic, 1cc, K.L, M

FW9: 9ic, 6cc, 2su, A,B,C, D, E, F, G, H,
J

FW11: lic, 1su

FW13: lic, 1cc, N

Scenario 2

Game starts: Game-Turn 5

Victory Points: 15

French Control: FP2, FP3, FP5, FWII,
FWI13, FA16, R25
R3la, R38, R34, R36,
R37, R38, R44

FW8, FW13, R33, R34
R22, R25, R26, R35,
R36

Area 100% depleted:
Area 50% depleted:

INITIAL PLACEMENT OF UNITS,
FREE

Russians: deploy first

Anywhere in Areas 27, 39, 40, 46, 47 or 56:
3ic, 1cc, 1su, E

Anywhere in Areas 28-30, 39, 41-43, 46-63:
6ic, 3cc, 1su, A, C, G, H, J

French: deploy second
Anywhere in Areas 1-3, 6, 7, 10:
lic

Anywhere in Areas 1-18:

2ic

Anywhere in Areas 20-25:

1su

Anywhere in Areas 20-26, 32-33, 36:
1su

Anywhere in Areas 20-26, 31-38, 44-45;
10ic; 7cc,. 28u, A, B, C, D, E, F, H, J, K, L, N

INITIAL PLACEMENT OF UNITS,

HISTORICAL

Russians:

R27a: 2i¢, loc, B

R30: lic, C

R31b: lic, H

R39: lic

R40c: 1su

R50: 4ic, 3cc, 1su, A, G, J
French:

FP3: lic

Fws lic

FWS: lic

R21: lic, 1su

R24: lic, 2cc, 1su, K, N
R31: lce

R33: lic, 1ce, H

R35: 1su

R36: 1su

R38: lic

R44: Bic, 3cc, A, B, €, D, E:F J L

Scenario 3
Game Starts: Game-Turn 8
Victory Points: 17

French Control: FP2, FP3, FP5, FW7,
FA16, R25, R34, R36,

R37, R44, R57

Areas 100% depleted: FWS, FW13, R22, R32,
R33, R34, R44, R51,
R52, R57

Areas 50% depleted: AR23, R24, R25, R26,
R27, R30, R31, R35,
R36, R43, R50, R53,
R58.

INITIAL PLACEMENT OF UNITS,
FREE

Russians: deploy first

Anywhere in Areas 53b, 54, 55b, 58-63

4ic, 2cc, A, B, D, G

Anywhere in Areas 27, 39, 40, 46b, 47, 56
3ic, 1ce, 1suy, E, F

Anywhere in Areas 28-31, 33, 41, 42, 48, 53b,
54, 55h, 58-63:

3ic, 1cc, C, H, K

French: deploy second

Anywhere in Areas 51, 52, 57:
5ic,-3cc,2su, A, B, C, D, E. F.d, L
Anywhere in Areas 20-27a, 32, 34-38, 43-45,
48, 50:

bic, 3cc, 2su, H, K, N, P

On any Control marker, no more than one per

marker:
2dp

Anywhere in Areas 1-3, 6, 7, 10, 11; no more
than one per Area:
2ic

INITIAL PLACEMENT OF UNITS,

HISTORICAL

Russians:

R27a: 2ic, 1ce, E, F
R30: lic, C

R31a: lic, K

R33: lic, 1cc, H
R39: lic

R40c: 1su

R53b: 4ic, A, B, D, G

French:

FP2: lic

FP3: lic

R21: lic

'R22: 1dp

R27a: lic, 1cc, 1su, K, N
R31b: lic, H

R36: lic, 1dp

R37: lce

R44: lie, 1ce, 1su, 1dp, P
R51: 1cc

R52: tie, 1ce, 1su

R57: 3ic. T, 1su, A, B, C, D, E, F, J, L

STRATEGIC GUIDELINES

French. Advance into central Russia, but keep
your forces in several adjacent areas. Before
reaching Smolensk choose Moscow, St
Petersburg or Kiev as your single objective.
Meanwhile take Riga and guickly eliminate
Russian northern forces. The south can be
easily contained by a single army and the
Pripet Marsh off-limits area. Single cavalry
corps can probe and reveal unknown Russian
stacks. Then Force March to produce a
decisive battle, do not wasle your troops on
Force Marching otherwise. Although early
defeat of the Russian army is always the
primary objective, keeping a winler retreal
route available through undepleted areas or
depots as you advance is vital.

Aussians: Retreat your infantry, by force
marching when necessary, to avoid battle.
Cancentrate your central forces, while main-
taining northern and sauthern armies that can
descend on the French rear, As the French
chase your main army, 100% deplete the areas
around them, Finally, if you have avoided
losing troops, you can close in with over-
whelming strength at the end of the game,
recapluring Russia at will,

EXAMPLE OF A BATTLE:

In Area R44 a French stack attacks a Russian
stack. The French stack contains seven Infan-
iry Corps, three Cavalry Corps, one Supply
unit, and leaders Napoleon, Ney, Victor and
Murat. The Russian stack has three Infantry
Corps, two Cavairy Corps, one Supply unit and
leaders Barclay and Bagration

In step 1 the French Player secrelly choose
Battle Plan chit A, while the Russian laid
different plans with chit E. In step 2 the stacks
are revealed, while in step 3 neither side elects
1o Retreat Before Combat. Thus the compari-
son of Battle Plans produces a "go CRS -
PS—RAC" result, since the French Cavalry
supernority preciuded the “Cav DriD) & stop”
choice.

In step 5 only six of the seven French Infantry
Corps count for odds determination because
only six General Leadership Points (Napo-
leon-3, Ney-2, Victor-1) are available. Against
1he three Russian Infantry Corps, this is 200%.
A die roll produces a result of “3". This is
modified by adding three (for Napoleon),
subtracting two (for Barclay) and then sub-
tracting ane (for the Russians defending on a
Fortress Areal. At 200% odds a 3" produces
a DriA) result, which is not applied until step 7.

In step 6 the French Player makes a Pursuit
Attack. With three Cavalry Corps against two,
the * + 1 Cavalry Corps" column is used. A die
roll of 3 had 3 more added (Murat's Leadership
value), and thus the result is “D+1 ex.”” The
French Player elects to lose all three Cavalry
Corps, so the Russian chooses both Cavalry
and two Infantry Corps for his required loss of
four. Now in step 7 the retreal is carried out.
Note the ene surviving Russian Infantry Corps
prevented autormatic elimnation of the Supply
and two Leader units.

B e e ———————
e

1 1s suggested that the French Player sit on the
wes! side of the map and the Russian Player on
the south side.
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The 1812 Area Version is a simulation of
Napoleon'’s invasion of Russia between June
and December 1812. This version is based
upon systems different from the usual “hex-
agonal' pattern. The map s divided into
geographical Areas and Sub-areas; while the
Areas have equal supply capacity, the Sub-
areas encompass roughly the same distance
for movement and combat purposes, A totally
new system ol combat simulates the major
factors important in Napoleonic battles without
excessive quantification and simplification. In
addition, because supply was so crucial to
movement and combat decisions in this
campaign, unique supply rules compliment the
innovative movement and combat systems.

GAME SCALE

Fach Game-Turn represents half a month of
real time, each inch on the map 48 kilometers
{about 30 miles), and each Corps about 25,000
men.

GAME COMPONENTS

The complete 1812 Strategic Game should
include the following:

one Game Map

one Rules Folder

one sel of Die-cut Counters
one die

If any of these parts are damaged or missing,
write:

Simulations Publications Inc.,

44 East 23rd Street,

New York, N.Y. 10010

Game Equipment

THE GAME MAP

The 22x28"” map sheet portrays the area of
European Russia and vicinity in which Napo-
leon’s actual 1812 campaign took place. The
map is divided into " Areas” by solid lines and
color-tints, and some Areas are subdivided into
“Sub-areas” by dashed lines. The Areas and
Sub-areas regulate movement and combat,
and accomodate supply rules. Areas are also
numberad and named for ease of location and
historical intaerest.

GAME CHARTS AND TABLES

Various visual aids are provided for the players
1o simplify and illustrate key game functions.
The Scenarios shows the game set-up for each
of the three Scenarios. The Tum Record &
Reinforcements Chart shows the current
Game-Turn, Victory Points Index (failure to
meet the Index level of Victory Points will hurt
the French Player), and the arrival of additional
reinforcements. The Attrition Table details
attrition losses for each Player each turn. The
Forced March Table is used to resolve the
success of Forced March attempts. The Battle
Plan, Combat Results and Pursuit Tables are
used to resolve each battle during the game.
The Unsupplied and Area Depletion Charts
determine the eifect of the suppiy rules on
playing pieces in a map Area, and on the Area
itself.

THE PLAYING PIECES

The two differently colored sets of playing
pleces represent the opposing French and
Russian combat troops, supply services, and
leaders (optional rules only), Each playing
piece represents a military unit, or a collection
of units.

Infantry Corps
& 7]
Cavalry Corps
=
b4 B & &
=4
One Corps Two Corps Three Corps
B ® nmm B
ol =
2 &2 68 6 E =
Four Corps Five Corps Six Corps

Corps markers: each Player has a certain
number of Infantry and Cavalry Corps. Each of
these Corps is a single combat unit, indivisible.
The Corps markers represent the presence of
one or more of these combat units in a given
map Area or Sub-area. The Corps markers are

combined and subdivided as the owning Player
desires, any time he desires, provided the
number and position of the Corps represented
15 not changed. Thus one "five corps” marker
could be replaced by five “one corps”’ markers,
or two "two corps” markers replaced by one
"tour corps”'. Provided the number and type of
Corps represented is the same, any amount of
Corps markers may be used in a given Area or
Sub-area 1o represent them.

L& | Supply unit

O Depot unit
84 (French only)

Depot and Supply units represent the supply
sarvices of each army. These units have no
effect on combat, and unlike Corps markers,
each unit represents one unit, no more.

50% Area Depletion marker c
Depleted Battle Pian chit | Assault
Leader unit
ii-C (optional rules only) Game
Turn
Game-Turn marker .

Other markers, units and chits. A variety of
additional pieces are provided to facilitate
various game procedures. Each Player will play
one of his eight Battle Plan chits in almost
every battle. The Area Depletion marker
represents decreases in an Area's supply
capacity. The Area Control marker is an
inverted unit from the other 78712 version, and
represents French control of Areas or Sub-
areas that produce Victory Points. The Game-
Turn marker is used on the Scenario chart to
demonstrate the Game-Turn currently being
played. The Leader units are only used in
a game including the Optional rules.

Copyright ® 1972, Simulations Publications, New York, Printed in U.S.A.

GENERAL COURSE OF PLAY

The 1812 Strategic Game is basically a two-
player game. Each Player moves his units and
executes his attacks in turn, with capture of
territory the objective. Combat is resolved by
selecting a Battle Plan, resolving Infantry
Combat, and resaclving Cavalry Pursuit, After
aach Player has moved and resolved battles, a
Supply Interphase occurs in which both
Players take part,

GAME SET-UP

The Players refer to the Scenario Chart and
sel-up the units on the map according to the
Area locations specified.

GAME LENGTH
Although each Scenario starts upon a different
Game-Turn, all Scenarios end after Game-Turn
13 is completed.

The Sequence of Play

1812 is played in turns. Each Game-Turm is
composed of two Player-Turns and wo
Interphases. Each Player-Turn is composed of
three Phases. These Phases are further broken
down into segments or steps. After the two
Player-Turns are completed, the Supply Inter-
phase and Victory Points Interphase finish that
Game-Turn. A typical Game-Turn would pro-
ceed as follows:

A, RUSSIAN PLAYER-TURN

1. ATTRITION PHASE. The phasing Player
consults the Scenario Chart and places any
new reinforcement units on the map. The
Phasing Player then consults the appropriate
Attrition Table and loses the Corps called for (if
any; see Atfrition rules).

2. MOVEMENT PHASE.

a. Basic Movement Segment: the phasing
Player may move units to any adjacent Area
or Sub-area |see Movement Rules).

b. Forced March Movement Segment’ the
phasing Player may move units again, to any
adjacent Area or Sub-area (see Movement
rules for restrictions).

3. COMBAT PHASE. For each battle the
following seven-step procedure is used. Not
avery battle will require all seven steps. (See
the Combat rules for greater detail.)

Step 1 — Battle Plan chits chosen
Step 2 — Stacks revealed

Step 3 — Retreat Before Combat
Step 4 — Battle Plan Resolution
Step 5 — Combat Resolution
Step 6 — Pursuit Resolution

Step 7 — Retreat After Combat

B. FRENCH PLAYER-TURN
Repeat Phases 1 through 3, with the French
Player becoming the phasing Player.

C. SUPPLY INTERPHASE

Source of supply for Corps and Depletion of
Areas is determined, Area by Area. Each
unsupplied Corps requires consulting the
Unsupplied Table to determine the effect.

D. VICTORY POINTS INTERPHASE
The . current number of Victory Points s
calculated, and French political losses are
determined,

Attrition

GENERAL RULE:

The very act of campaigning produces a
certain attrition of combat forces. Each Player-
Turn the Player rolls one die to determine the
level of these losses.

PROCEDURE:

During the Attrition Phase of each Player-
Turn, the phasing Player rolls the die on his
Attrition Table, and determines his losses (if
any). The opposing Player will specify the Area
from which the losses must be taken; if not
enough units of the appropriate type and
strength are stacked in that Area, the results
called for by the Attrition Table are met as best
possible, and the opposing Player selects
another Area. This continues until the full
result of the Attrition Table is fulfilied.

ATTRITION TABLE

die Players’ Losses:
rc;ﬂ: French: Russian:
7 none none
23 1cc none

4 lic none

5 lic 1cc

] lic + 1ce lic

HOW TO USE THE ATTRITION TABLE:
The phasing Player rolls one die, and cross-
references the die number with the appropriate
column of results. The opposing Player then
specifies the Area from which the losses must
be taken; if not enough units of the appropriate
type are stacked in that Area, the results called
for by the Attrition Table are met as best
possible, and the opposing Player selects
another Area. This continues until the full
result of the Attrition Table is fulfilled.

lcc = one Cavalry Corps eliminated; lic =
one Infantry Corps eliminated; 1cc + 1ic =
one Infantry and one Cavalry Corps eliminated.

MOVEMENT

GENERAL RULE:

The map is divided into color-tinted Areas,
which have names and a letter-number code.
Some very large Areas are divided by dashed
lines into Sub-areas for Movement and Com-
bat purposes onfy. Each unit may move one
Area per Movement Phase, and Corps may
attempt to move an additional Area by Forced
March.

PROCEDURE:

During the Basic Movement Segment the
phasing Player may move any unit, part of a
stack, or stack of units one Area or Sub-area.
Each unit may only move ance. Units starting
in the same Area may mave together in a stack
to conceal the identity ol those inside the stack,
but all units starting in an Area need not move
to the same Area, or even move at all. After
this mowvement is completed, Corps (and
Leaders) may move one additional Area in the
Forced March Movement Segment. An un-
limited number of units may end up stacked in
any Area.

(A) When moving “one Area,” each unit or
stack of units may move to any Area or
Sub-area that s adjacent (has a common
border with the initial Area or Sub-area). No
unit may cross more than one Area/Sub-area
boundary in @ Movement Segment.

(B) During the Basic Movement Segment units
may move from any Area or Sub-area to any
other Area or Sub-area with the following
exceptions:
1. If units are moving into an Enemy occupied
Area or Sub-area, at least one of the moving
units must be an Infantry or Cavalry Corps.
2. A French Depot unit may only move if
stacked with a French Supply unit through-
out the Movement Segment. Each Supply
unit may only “carry” one Depot.
The presence of Fortresses or other Friendly
units does not affect movement. There are no
“Zones of Control," and the only movement
rastrictions due to terrain are certain Areas
marked “off limits” to all units.

(C) Area Depletion markers are never moved.

(D) Forced March: During the Forced March
Movement Segment, the phasing Player may
altempt to move any Corps one additional
Area or Sub-area. The phasing Player declares
and resolves Forced March attempts for each
individual Corps in turn. Roll the die once for
each Corps on the Forced March Table to
determine the effect on the Corps of the
Forced March attempt. (Note: optional Leader
units may Force March without penalty, they
do not require a resolution of the attemp! on
the Forced March Table).

FORCED MARCH TABLE

die
roll; result:

12 Forced March succeeds
34 Corps may not Force March
5,6 Corps eliminated

HOW TO USE THE FORCED MARCH TABLE:
The phasing Player rolls the die once for each
Corps he is attempting to Force March.
EXPLANATION OF RESULTS:

Forced March succeeds: The Corps attempting
to Force March successfully finishes the
Forced March Movement Segment in the Area
or Sub-area it desired to enter.

Corps may not Force March: The Corps may
not move during the Forced March Movement
Segment.

Corps eliminated: The Corps attempting to
Force March is eliminated from the game.

Stacking

GENERAL RULE:
All of a Player's units in the same Area or
Sub-area are considered a "stack.”

PROCEDURE:

At the end of the Movement Phase all of a
Player's units in a given Area should be
combined into one stack. The Enemy Player
may examine the contents of a stack only
during certain steps in the Combat Phase
when a battle occurs between opposing
stacks.

CASES:

(A) Units need not be moved individually, but
may move in stacks or portions of a stack to
maintain secrecy, Forced March attempits
however must still be resolved Corps by Corps.

(B) To confuse the Enemy, a Player may vary
the number of Corps markers used to repre-
sent the number of Corps in a given Area.
Thus, to make a stack look more imposing, a
Player might use four "1 Corps’ markers
instead of one "4 Corps"” marker,



COMBAT

GENERAL RULE:

If, at the start of any Combat Phase, both
Players have a unit or stack of units (hereafter
called a "stack") in the same Area or Sub-area
a battle occurs and the battle resolution
procedure is used. The phasing Player is
considered the Attacker, the non-phasing
Player the Defender, regardless of the overall
stance of the Player in the game. Each battle is
resolved by steps. A battle may ultimately
result in nothing happening, either or both
Players may lose units (perhaps the whole

stack), and/or a stack may retreat to an
adjacent Area or Sub-area.

PROCEDURE:

The phasing Player resolves each battle in turn.
The battle resolution procedure consists of
seven steps. Not every battle will require all
seven steps; the procedure is considered
completed and the battle over whenever called
for on a table, or whenever only one Player has
a stack left in the Area or Sub-area.

Step 1 — Battle Plan chit choosen. Each Player
secretly chooses one Battle Plan chit for the
battle. The Attacker may only choose from
chits A, B, C or D; the Defense from chits E, F,
G or H.

Step 2 — Stacks revealed. Each Player reveals
all units in his stack, and keeps them revealed
for the remainder of the battle resolution
procedure for that battle.

Step 3 — Retreat Before Combatr. Each Player
may retreat Cavalry Corps, Leaders, and/or
Cavalry Corps and Supply units to any
adjacent Area. In certain cases these units
must retreat. Next, all automatic eliminations
are determined. Only if both Players have
Infantry Corps in the Area Is the resolution
procedure continued.

Step 4 — Battle Plan Resolution. The Battle
Plan chits {choosen in step one) are revealed
and the Battle Plan Table consulted to
determine the results.

Step 5 — Combat Resolution. The number of
attacking Infantry Corps is compared to the
number of defending Infantry Corps, and the
Combat Odds Percentage is determined. A die
is rolled and the Combat Results Table
consulted. “‘Retreat’” results are not applied
until step seven (Retreat After Combat),

HOW TO USE THE BATTLE PLAN CHART:
Cross index the Attacker’s Battle Plan chit with
the Defender’s Battle Plan chit to determine
the result.

EXPLANATION OF BATTLE PLAN RESULTS:
Each cross-indexing on the Battle Plan Chart
may produce one or more results, all of which
should be followed. If there is a chaoice
between results (such as “Cav Dr(D) or go
CRS—PS—RAC with “D choice’’ marked
below), the indicated (in this case Defender)
chooses the result he desires, provided the
result is allowable (in the above example, Cav
Dr(D) might not be a permissable choice).

stop = Battle ends. Do not go to the Combat
Resolution, Pursuit, or Retreat After Combat
steps.

go CRS—PS—RAC = Continue Resolution
Procedure by going to the Combat Resolution

step, then the Pursuit step, and then the
Retreat After Combat step.

go PS—RAC = Skip the Combat Resolution
step, go directly to the Pursuit step and Retreat
After Combat step,

A -1c = Attacker loses one Corps of his
choice.
D -1c¢ = Defender loses one Corps of his
choice.
A cx2 = Each Attacking Infantry Corps

counts as two during the Combat Resolution
step of this battle.

D cx2 = Each defending Infantry Corps
counts as two during the Combat Resolution
step of this battle.

Dr(D) = The defending stack is retreated to
any adjacent Area or Sub-area by the De-

‘fender. The stack may not retreat into areas

containing unfriendly units. If no retreat is
possible, the stack is eliminated. This retreat
movement is in addition to movement during
the Movement Phase.

Cav Dr(D) = Same as “Dr(D),” but the
Defender may only choose this result if he/she
has more Cavalry Corps than the Attacker.

A&D switch = Attacker becomes the De-
fender, and the Defender becomes the
Attacker in the Combat Resolution and Pursuit
steps of this battle only.

e mod = For this battle only, the following
Combat results are changed:
all “Ae’ become “Ar{D)
all “A%e" become “Ar(A)"”
all ""'De’* become "'Dr(A)""
all “D %e' become “Dr(D)"

D choice = Defender may choose between
the results given.

Step 6 — Pursuit Resolution. This step s
skipped unless the Attacker has more Cavalry
Corps than the Defender and desires to make a
Pursuit Attack. In such a case, the Pursuit
Table is consulted and additional losses may
oceur,

Step 7 — Retreat After Comat. Automatic
elimination after Combat is determined, and
then all “'retreat’” results that oecurred on the
Combal Results Table (in step five) are
executed. If no "retreat” results occurred,
nothing happens and the battle is over.

CASES:

Aetreat Before Combat:

(A) The Defender or Attacker may have re-
treated any or all Cavalry Corps in his stack
during the Retreat Before Combat step. If
there 18 a choice, the Enemy Player determines
the Area or Sub-area retreated to. The
Defender has retreated any units he can, and
desires to, first.

(B} Cavalry Corps may not retreat to an
adjacent Area or Sub-area occupied by Enamy
units, If one or more Cavalry Corps retreat, any
Supply units in the stack may remain stacked
with the Cavalry and also retreat, Otherwise,
Supply units may not retreat, Optional Leader
units may also Retreat Before Combat. Depots
and Infantry units may never retreat.

{C) It a stack does not contain any Infantry
Corps, and the Enemy stack does, the Player
without Infantry must retreat all Cavalry Corps
to any adjacent Area (s) or Sub-areas(s). If no
retreat is possible (due to the restrictions of
case A above) the stack is eliminated (see case
C below),

(D) After Retreats Before Combat, automatic

eliminations are determined. A stack without
Infantry Corps is automatically eliminated by

an Enemy stack with one or more Infantry
Corps, A stack without any Corps at all is
automatically eliminated by a stack with any
kind of Corps. If both stacks contain no
Infantry Corps, but do have Cavalry Corps,
there 1s no effect and the battle is over. If both
stacks contain Infantry Corps, continue the
resolution by proceeding to step four (Battle
Plan Resolution)

Battle Plan Resolution:

{E) During the Battle Plan Resolution step
Battle Plan chits are compared and results
determined on the Battle Plan Table. The table
has a wide range of effects, and lists what
further steps the resolution of the battle will
include. Important. one possible effect is that
the roles of Attacker and Defender will be
switched (i.e. the phasing Player who was
Attacker becomes Defender, and the non-
phasing Player who was Defender becomes
Attacker). This switch of roles only applies for
the remainder ol that particular battle, no
others. See the Battle Plan Table for details.

Combat Resolution:

(F) This step is only used if called for on the
Battle Plan Table. The number of attacking
Infantry Corps 1s compared as a percentage of
the number of defending Infantry Corps. A die
is rolled and the Combat Results Table is
consulted. All “exchange'' and “elimination”
results from the Combat Results Table are
applied immediately, all “retreat™ results are
applied after the Pursuit Resoltution step,
during the Retreat After Combat step. See the
Combat Results Table for details.

(G) If the French Player is attacking a Russian
stack in a Russian Area or Sub-area with a
Fortress, the French Player must subtract
“one’’ from his die roll for the Combat Results
Table.

(H) Standard Game Only: When attacking, the
French Player always adds one to his die roll
for the Combat Results Table, the Russian
Player always subtracts one. (Commentary:
this reflects the leadership of each army. The
optional Leaders rules simulate the situation
difterently, in more detail,)

Pursait Resolution;

{1} This step is never used if the Attacker does
not have more Cavalry Corps than the
Defender — go directly to the Retreat After
Combat step. If the Attacker does have more
Cavalry Corps, he may choose to make a
Pursuit Attack or go directly to the Retreat
After Combat step. To resolve a Pursuit
Attack, the Attacker compares the number of
attacking Cavalry Corps in excess of defending
Cavalry Corps with a die roll on the Pursuit
Table. See the Pursuit Table for details.

Retrear After Combat;

{J) After Pursuit results are determined {if
anyl, il one stack has no Infantry or Cavalry
Corps left, 1 is automatically eliminated. If both
stacks are without Infantry and Cavalry,
neither is eliminated.

(K} After automatic elimination (case J above)
is determined, any retreats dictated by the
Combat Results Table are carried out, These
are the only retreats allowed in this step.
Stacks may nol retreal into adjacent Areas or
Sub-areas occupied by Enemy units. I no Area
or Sub-area unoccupied by Enemy units exists,
the retreating stack stack is eliminated instead.
If no "'retreat’’ result occurred, no retreats are
made and the battle is over.

(L) Retreat After Combat, ke Retreat Before
Combal, is in addition 10 movement during the
Movement Phase

Battle Plan Chart Attacker's Battle Plan chit:
Defender'’s
Battle Plan A B c D
chit: OUTFLANK CONTACT ASSAULT PROBE
E Cav Dr(D) & stop Dr(D) D-1c Dr(D)
WITHDRAW orgo CRS—-PS—RAC #Hop DHD) & stop atop

D choice orgo CRS—-PS—-RAC

D choice

F Acx2 no effect A-lc no effect
ENTRENCH go CRS—PS—RAC go CRS—PS—RAC go CRS—-PS—RAC stop
G A-1c A&D switch A-1c A&D switch
COUNTER- “ —PS—_RAC
ATTACK Dex2 DriD) D-lc go CRS—PS—RA

go CRS—-PS—-RAC go PS—RAC go CRS—-PS—RAC
H D -le e mod DriD) no effect
CORBON g0 CRS—PS—RAC g0 CRS—PS—RAC go PS—RAC stop

Combat Results Table

Die
Roll

9

Odds less than 60% are automatically an "Ae” result

Combat Odds Percentage:
60%  80% 100% 120% 140%  160%
thru  thru thru thru thru thru thru
%%  99% 109 139% 159% 179% 199%

A'se

Yaex

Ar(D)

DHD)

Yaex

ArlA) Y ex

3  Ae A%e ArA) %ex DrD) DrD) Dr(A) DrA) D%e De 3 |

DriD) Dr(D)

Dr(D)

The French Player must subtract one when attacking Russian units on a Fortress (see Combat case G).

180% 200% 300% 400%
thru
299

D%:e

De De De De De

Odds more than 499% are automatically a "'De" result

HOW TO USE THE COMBAT RESULTS TABLE:
The number of attacking Infantry Corps is compared to the number
of defending Infantry Corps. The number of attacking Corps is

thru thru Die
399 499% Roll

Dr(A)

expressed as a percentage of the number defending (6 attacking 4
would be 150%, 4 attacking 4 100%, etc, Mathematically, to
compute a percentage divide the Attacker's value into 100 times
the Defender’s value, Thus 8 attacking 4 is computed as 4 divided
into 800, yielding a result of 200, or 200%). Now roll the die,
Cross-reference the die result row with the Odds Percentage
column to determine the result(s), Apply those shown to the
attacking and/or defending units involved in the battle.
Standard Game Only: The French Player always adds one to his die
roll when attacking, the Russian Player always subtracts one from
his die roll when attacking, Die roll additions and subtractions are
always cumulative,

EXPLANATION OF COMBAT RESULTS:

The first {capital) letter indicates which Player the result applies to.

IR 2 De The other Player is not affected (exception: ” Yiex” atfects both

De Ds De 8

A = Attacker affected

D = Defender atfected

The letters following the capital letter indicate the result applied:
Y2ex = Half Exchange. Each Player has half the Infantry Corps in
the stack eliminated (Round fractions upward).

e = Eliminated. Whole stack is eliminated.

Yee = Half Eliminated. Half the Infantry Corps in the stack are
eliminated (Round fractions upward).

1iD) = Stack retreated by Defender. Stack is retreated to any
adjacent Area or Sub-area by the Defender, Stacks may not retreat
into areas containing unfriendly units, If no retreat is possible, the
stack is eliminated. This retreat movement is in addition to

movement during the Movement Phase, and is carried out after the

Pursuit step, during the Retreat After Combart step.

rlA) = Stacking retreated by Attacker. Same as "r(D)", but the

Antacker may choose the Area retreated to if there is a choice.




COMBAT SITUATION SUMMARY

Attacker’s Stack Contains:*

Defender’s At least one At least one
Stack Contains: Infantry Corps Cavalry Corps, no Infantry
B Attacker must retreat;

At least one continue with X

- those unable to retreat
Infantry Corps resolution. Ara aliminatad o
At least one Defender must retreat; Either may retreat,
Cavalry Corps, those unable to retreat If both leave Cavalry in Area,
no Infantry. are eliminated.** there is no further effect.**
No Cavalry or Defender automatically Defender automatically
Infantry Corps eliminated.** eliminated **

* Attacker must have a Corps to enter an Enemy occupied Area (see Movement case B.1)
**Battle resolution is completed after the Retreat Before Combat step.

Pursuit Table

Die + 1Cavalry
Roll Corps

Co. Corps

+1/D-1ex

D+1sx D+x

+3 Cavalry

Attacker’s Cavalry Superiority

+5 Cavalry Die
Corps ormore  Roll

+4 Cavalry
Corps

D+2ax

D+Za

HOW TO USE THE PURSUIT TABLE:

The Attacker may elect to use the Pursuit Table only
if he has more Cavalry Corps than the Defender. The
amount by which the number of attacking Cavalry
Corps exceeds defending Cavalry Corps is cross-
referenced with a Die Roll, and the result applied to
the attacking Cavalry Corps and alf defending Corps.

EXPLANATION OF PURSUIT RESULTS:

A +1/D-1ex = Attacker loses a number of attacking
Cavalry Corps equal to one more than the total of
defending Infantry and Cavalry Corps. Defender
loses a number of Corps equal to one less than the

number of original attacking Cavalry Corps. Losses
are simultaneous, the Defender may chose which
defending Corps to lose.

D+ 1 ex = Attacker chooses how many attacking
Cavalry Corps he wishes to lose (including none).
The defender must then lose that amount of Corps
plus one extra. The Defender may choose which
Corps 1o lose.

D +2 ex = Anacker chooses how many attacking
Cavalry Corps he wishes to lose (including none).
The Defender must then lose that amount of Corps
plus one extra. The Defender may choose which
Corps 10 lose.

SUPPLY

GENERAL RULE.

Corps within an Area will either deplete the
Area or expend a Depot (if French) to produce
a source of supply. Corps wathin an Area
alteady 100% depleted use an adjacent Area
containing a Supply unit, expend a Depot, or
become unsupplied. Unsupplied Corps risk
elimination on e Unsupphed Chart. The
effect of Corps depleting Areas is shown on
the Area Depletion Chart, Areas become
"B0% " or “100%" depleted, the latter state
making the Area useless tor supply purposes
for the rest of the game,

PROCEDURE;

In each Supply Interphase the supply of Corps
and depletion of Areas is resolved Area by
Area. Sub-area boundries are ignored during
the Supply Interphase. The source of supply
for all Corps of both Players is determined Area
by Area. Those Areas in which a Player plans
to use an adjacent Area as a supply source
should be resolved first, If there is debate over
which Areas should be fesolved first, the
Russian Player chooses. After the situation in a
given Area is determined, the Area Depletion
Chart is consulted if any Corps used the Area
as a supply source, and if necessary Depletion
markers are placed in the Area. If there are any
unsupplied Corps in the Area, a die is rolled for

each and the resulting effect found on the
Unsupplied Chart.

CASES:

(A} A Corps may use an Area or a Depot as a
source of supply. A Corps may never be
“unsupplied” if a source of supply is available.
A Corps without a source of supply is
“"unsupplied.” All Supply units and Depots
tand Leaders) are automatically supplied at all
times, and have no effect on Area depletion.

-,
Depots |Franch onlyl
(B) At the end of any Movement Phase, any
Supply unit in an Area undepleted and
unoccupied by Enemy units may create a
Depot. The Depot is stacked with the Supply
unit, and a 100% depleted marker placed in the
Area, The Russian Player may never create
Depots, but a Russian Supply unit may
voluntarily 100% deplete any Area occupied at
the end of any Russian Moverment Phase.

(C) To move, a Depot must be stacked with a
Supply unit for the entire French Movement
Phase. No more than one Depot may be
“carmed"” by a single Supply unit,

(D} Depots can be a source of supply for any
Corps in the same Area. Depols cannot be a
source for units in other Areas. Enemy units in
an Area do not affect a Depot’s supply source
function. If four or more Friendly Corps use a
Depot as a source of supply, the Depot is
expended (removed from the map). Depots
may also be voluntarily eliminated. Expended
or eliminated Depots may be recreated (see
case B). If three or less Friendly Corps use a
Depot as a source of supply, the Corps are
supplied and the Depol is mor affected.

Supply from Areas [French or Russian)

{E) Undepleted and 50% depleted Areas can
be sources ol supply for any and all Corps in
the Area. 100% depleted Areas are never a
source of supply.

(F) Corps in-an undepleted Area must use the
Area or Depot as a source of supply. Corps in a
50% depleted Area must use a Depot if a
Friendly one is in the Area, if not the Corps
must use the Area as a source of supply. Corps
ina 100% depleted Area must use a Depot or
an adjacent Area containing a Friendly Supply
unit (see case Gl, or are considered “un-
supplied.” For each unsupplied Corps roll once
on the Unsupplied Chart 1o determine the
effect.

(G) A Corps in a 100% depleted Area may use
an adjacent Area as a source of supply if all five
of the following conditions are met:

1.no Enemy stack occupies the adjacent
Area,

2. no mare than two Friendly Corps occupy
the adjacent Area,

3. the adjacent Area is undepleted or 50%
depleted.

4. the adjacent Area contains a Supply unit,
and

5. the adjacent Area was not used by any
Corps from a third, different Area as a source
of supply during the Supply Interphase.
For each Corps using a Supply unit in an
adjpcent Area as a source of supply, place one
blank counter on the Supply unit to denote it.

Unsupplied Chart

Results:
Die Roll Game-Turns 1-8
12 no effect no effect
3 no effect

456 Corps eliminated

Game-Turns 9-13

Corps eliminated
Corps eliminated

HOW TO USE

THE UNSUPPLIED CHART:

Roll the die once for each Corps un-
supplied. Use the left result column
on Game-Turns 1 through 8, the
right column on Game-Tums 9
through 13.

Area Depletion Chart

Corps using Area as supply source:

Game-Turns
1-8

Game-Turns
9-13

HOW TO USE

THE AREA DEPLETION CHART:

The chart cross-indexes the number of Corps
with the Initial State of the Area to determine
the Depletion of the Area in question. To use
the Chart, the appropriate track and sub-track
must be determined before the number of
Corps is found. On Game-Turns 1 through 8,
use the upper track, on 9 through 13 the lower,
Always use the "Without Supply unit” sub-
track, except when only one Player has units in
the Area, and that Player both has a Supply
unit and wishes to use the “With Supply unit”
sub-track. Having determined the proper track
and sub-track, add together all Corps of both
Players in the Area and cross-reference this
column with the proper Initial State of Area
row.

explanation of results.

The results show the final state of the Area at
the end of the Supply Interphase.

n = Normal Area is unaffected, remains
undepleted.

50d = Area 50% depleted. Area becomes
50% depleted. If already 50% depleted there is
no additional effect.

100d = Area 100% depleted. Area becomes
100% depleted. If already 100% depleted, the
Area Depletion Chart was not necessary, since
no C[orps could use that Area as a source of
supply.

Depletion of Areas

{H) After the source of supply for all Corps in
an Area has been determined, the Area
Depletion Chart is consulted by cross-indexing
the initial state of the Area with the number of
Corps using it as a source of supply. Naturally
both Players must reveal the number of Corps
in the Area at this time. If only one Player has
units in the Area, and also has a Supply unit,
the “With Supply unit” track on the Area
Depletion Chart may be used if desired. Any
Corps from adjacent Areas using the one in

question for supply (as in case G) are added to
the total Corps using the Area as a source of
supply. Here also the “With Supply unit” row
may be used. If both Players have units in the
Arga, the "Without Supply unit” row must be
used, and the combined total of both Player's
Corps 18 used on the Chart.

{1} The Depletion of Areas takes effect at the
completion of the Supply Interphase. Place
Depletion markers on the box in each affected
Area to indicate depletion.

Victory Points and
Conditions

GENERAL RULE:

Victory Points, based en the control of certain
Areas or Sub-areas, affect French Political
losses and determine the winner of the Game.
Unlike many Simulations games, Victory
Points are not scored by a specific Player, but
impartially tallied each Game-Turn.

PROCEDURE:

Victory Points for Areas or Sub-areas con-
trolled by the French Player are computed at
the end of each Game-Turn, during the Victory
Points Interphase. The current total of Victory

Points affects French Political losses. The final
total after Game:Turn 13 determines the
winner,

CASES:

{A) Scoring Points. If only French units were
the last to pass through or currently occupy an
Area or Sub-area listed on the Victory Points
Table, a Control marker is placed in the Area or
Sub-area (use inverted counters from the other
1812 version as Control Markers), The Victory
Points Table below listed Areas or Sub-areas
that may be controlled, and the number of
Victory Points scored if a Control marker is
currently in the Area or Sub-area. At the start
of sach Scenarlo Victory Points are at a certain

level. For each Control marker added to the
map, raise the level of Victory Points the
appropriate amount. For each Control marker
removed, lower the level of Victory Points the
appropriate amount.

VICTORY POINTS TABLE
French Control of +5 points
St. Petersburg (R41a)
French Control of +5 points
Moscow (R57)
French Control of + 3 points
Kiev (R40c)
French Control of +1 point
any other Area or Sub-area each
containing a Fortress

OPTIONAL RULES ONLY
Elimination of -6 points
Napoleon Leader unit
Each Game-Turn of + 1 point
French "“Victory"
Each Game-Turn of -1 point

French ""Defeat”

(B) French Political losses: At the end of each
Game-Turn, during the Victory Points Inter-
phase, the current total of Victory Points must
be at least the number shown on the Victory
Points Index for that Game-Turn. If the current
total is below the Index value, the French
Player must immediately remove from the
map one Corps of his/her choice.

(C) Game winner. The following list shows, for
a given level of Victory Points, which Player
won the game.

POINTS VICTORY LEVEL
22 or more French Decisive Victory
18-21 French Marginal Victory
15-17 Draw (Russian moral victory)
12-14 Russian Substantive Victory
11 orless Russian Decisive Victory

OPTIONAL RULES

The following rules may be used at the
discretion of the Players. Some replace Stan-
dard rules, some are additional, The Optional
rules add intellectual interest, bul decrease
speed and ease of play. The Optional rules
cannot be used selectively: if one is used, all
must be used.

Leaders
General Leader

Name —— Napoleon

Identification
Leadership Poims-""": ‘A‘_-anr

Cavalry Leader

Name “+— Platov

Identification
Leadership Ps{nts-—-""2 G+ Lotter




GENERAL RULE:

General Leader units present in a stack affect
Combat during the Combat Resolution step,
Cavalry Leader units during the Pursuit Resolu-
tion step. General Leaders determine how
many Infantry Corps may be used to attack,
and may cause additions or subtractions to the
Combat Results die roll. Cavalry Leaders only
cause additions or subtracts to the Pursuit die
roll.

PROCEDURE:

During the Combat Resolution step each
Player counts the total number of General
Leadership Points in his stack. The Attacker’s
number of Infantry Corps counted in deter-
mining the Combat Odds Percentage cannot
be larger than the total General Leadership
Points in the stack. In addition, the highest
valued General Leader unit of each side adds
that amount to the Combat Results Table
die-result if attacking, .and subtracts that
amount if defending. Thus a Napoleon-led
stack attacking a Kutusov-led stack (among
the various leaders in each stack, these were
selected by their owning Players as the
strongest) would add three (Napoleon attack-
ing) and subtract two (Kutusov defending) to
the Combat Results Table die result, producing
a net effect of adding one.

During the Pursuit Resolution step the highest
valued Cavalry Leader unit of each side adds (if
attacking) or subtracts (if defending) the
Leadership Points to and from the die result for
the Pursuit Table, Cavalry Corps counted in
Pursuit Resolution may be in excess of the
total Cavalry Leadership Points in the stack.

CASES:

{A) Leader units may Force March, and do not
require a die-roll on the Forced March table
li.e. they may Force March "free," without
risk).

(B) Leader units may always Retreat Before
Combat, They need not be stacked with a
Cavalry Corps to do so.

(C) When determining the number of attacking
Infantry Corps present for Combat Odds
Percentages, the number of attacking Infantry
Corps can never exceed the number of General
Leadership Points in the stack. Excess attack-
ing Infantry Corps are liable to all results of
Combat and Pursuit Resolution, however. [f
the Attacker has no General Leader units, he
may not attack and the battle is over. All
defending Infantry Corps may be used, regard-
less of the Leadership Points available. (Note
that as a result of the Battle Plan Table, the
original Defender (non-phasing Player) may
become the Attacker, and vice versa. The
original Defender (now Attackerl must have
General Leadership points to “attack,” and the
amount available naturally determines the
number of attacking Infantry Corps counted
for Combat Odds Percentage purposes.)
(Commentary: Unled or poorly led troops
never significantly helped an attack in the
Napoleon era, but as “cannon fodder” were
invariably affected by the results.)

(D) Whenever the die is rolled for the Combat
Results or Pursuit Table, the highest valued
General Leader unit in each stack for Combat
Results, or the highest valued Cavalry Leader
unit in each stack for Pursuit, affects the die
roll. The Leadership Points of the attacking
Leader unit is added to the die roll, and the
Leadership Points of the defending Leader unit

is subtracted from the die roll. If the stack has
no Leader units, zero points are added or
subtracted.

{E) Leader units are never unsupplied, and
never need a source of supply. Thus they never
affect Area Depletion.

Fortresses o
GENERAL RULE:

In addition to Combat Results advantages for a
defending Russian stack (see Combat, case G

and the Combat Results Table), an Area or
Sub-area containing a Fortress affects Supply.

PROCEDURE:

The first Player to occupy an Area or Sub-area
containing a Fortress must place his stack
directly upon the Fortress symbol. If a stack is
on a Fortress symbol, any one Corps in that
stack automatically has a source of supply.
This Corps may never be unsupplied, and will
not count towards Area Depletion.

CAGSES:

{A) The French Player may not place a stack
on any Fortress inside Russia. The Russian
Player may not place a stack on any Fortress
outside Russia.

{B) A Player may not place a stack on a
Fortress if Enemy units already occupy that
Area or Sub-area. If the Enemy units are
destroyed or leave the Area or Sub-area, the
Fortress may be occupied within the restric-
tions of case A above.

Victory Conditions

GENERAL RULE:

The following additional cases influence the
accumulation of Victory Points, and thus
French Political losses and the winner of the
game.

CASES:

(A} If the Napoleon Leader unit is eliminated,
five points are subtracted from the current
Victory Points level.

(B) Each Game-Turn in which the Russian
Player loses more Corps through Combat than
the French is a Game-Turn of French “Vie-
tory'’, each in which the French Player loses
more through combat than the Russian is one
of French “Defeat”, and each in which both
Flayers lose an equal amount is a draw, Corps
lost due to Attrition, Supply, or Political losses
are not counted when determining French
“Victory” or "Defeat'’. Each Game-Turn of
French “Victory'' adds one Victary Point, each
of French "Defeat” subtracts one Victory
Point. Thus if every Game-Turn was a French
"Victory,'" at the end of Game-Turn 13 the
French would have accumulated 13 Victory
Paints.

THE SCENARIOS

1812 has three different Scenarios represent-
ing three different portions of the actual
campaign. Scenario 1 starts with the French
invasion, and allows Players to simulate the
whole campaign. Scenario 2 starts in late
August 1812, where Napoleon in the actual
campaign made the decision to march on
Moscow. Scenario 3 starts in early October
1812, where Napoleon in Moscow pondered
the problems of salvaging his campaign.

The Initial Placement of Units sections are
divided into two options. Players may either
start the Scenario with the actual historical
dispositions, or may place their units within
freer confines that duplicate the general
territorial and strategic situation, but allow for
more discretion in the commitment of forces.

ABBREVIATIONS
After the location is given, a code is used to
denote which units are to be placed in the
given Area or Areas. First is the number of
units, then an abbreviation for that type of
unit:

ic = Infantry Corps

cc = Cavalry Corps

su = Supply Unit

dp = Depot

Thus “7ic"” would indicate seven Infantry
Corps should be placed in the listed Areals) or
Sub-areas(s). Leader units are referred to by a
single capital letter, the same identification
letter that appears on the playing piece.

REINFORCEMENTS:

The Game-Turn & Reinforcement Chart shows
the number, type and location of arriving units.
Reinforcements arriving in a specific Areals) or
Sub-areals) may arrive in any of those listed,
regardless of the presence of Enemy units.
Russian reinforcements arriving in any uncon-
trolled Fortress must arrive in Areas R55b,
R56b, R60, R61, R62 or RE3 if all Fortress Areas
and Sub-areas are controlled by the French.

Scenario 1

Game Starts: Game-Turn 1

Victory Points level: 7

French Control: FP2,. FP3, FP5, FW11,
FW13, FA16

Area Depletion: none

INITIAL PLACEMENT OF UNITS,
FREE

Russians: deploy first
anywhere in Russia [Areas 19 through 63):
7ic, bee, A, B, C, G, H, J

In any Russian Fortress:
2su

French: deploy second

No more than one Corps in each of the
following Areas; FP2, FP3, FW7, FW11, FWI3:
4ic, 1su

Deploy anywhere in Areas 12 through 18:
lic, 1ece, N

Deploy in FP2 and/or FWE:
lie, 1ec, 1su

Anywhere outside Russia [Areas 1 through 18|
14ic, 8cc, 2su, A,B,C,D,E, F, G, H, J, K, L, M

INITIAL PLACEMENT OF UNITS,

HISTORICAL
Russians:

R21: tlg, dce.H
R22: lic, A
R24: lic, 1ec, B, G
R25:; 1cc

R26: Tic

R30: lie, €
R32: lig, 2ece, . J
R33: 1su

R38: Tic

R40c: 1su

French

FPi: lic, 1ce, 1su
FP2: lic

FP3 Tic

FP5 2ic, 1cc

FW7: lic

FW8: 3ie, 1cc, K,L, M

FWB: 9ic, 6¢cc, 2su, A, B,C, D, E, F, G, H,
J

FW11: lic, 1su
FWI13:  1lic, 1cc, N

Scenario 2

Game starts: Game-Turn 5

Victory Points: 15

French Control: FP2, FP3, FP5, FWTI,
FWI13, FA16, R25
R31a, R33, R34, R36,
R37, R38, R44

Area 100% depleted: FW3, FWI13, R33, R34

Area 50% depleted: R22, R25, R26, R35,
R36

INITIAL PLACEMENT OF UNITS,
FREE

Russians: deploy first

Anywhere in Areas 27, 39, 40, 46, 47 or 56:
3ic, 1o, dsu; E

Anywhere in Areas 28-30, 39, 41-43, 46-63:
6ic, 3cc, 1su, A, C, G, H, J

French: deploy second
Anywhere in Areas 1-3, 6, 7, 10:
Tic

Anywhere in Areas 1-18:

2ic

Anywhere in Areas 20-25:

1su

Anywhere in Areas 20-26, 32-33, 36:
1su

Anywhere in Areas 20-26, 31-38, 44-45:
10ic, 7cc, 2su,.A, B, C, D, E,.F, H, J, K, L, N

INITIAL PLACEMENT OF UNITS,

HISTORICAL

Russians:

R27a: 2ic, 1ce, E

R30: e e

R31b: lic, H

R39: lic

R40c: 1su

R50; dic, 3cc, 1su, A, G, J
French:

FP3: lic

FW8 lic

FW3: lic

R21: lic, 1su

R24: lic, 2ce, 1su, K, N
R31: lcc

R33: tie: 1ee, . H

R35: 1su

R36: 1su

R38: lic

R44: Bic: 3cc, A B G, B, E.Fialiik

Scenario 3

Game Starts: Game-Turn 8

Victory Points: 17
French Control: FP2, FP3, FP5, FW?7,
FA16, R25, R34, R36,
R37, R44, R57

Areas 100% depleted: FW8, FWI13, R22, R32,
R33, R34, R44, RS51,
R52, R57

Areas 50% depleted: R23, R24, R25, R26,
R27, R30, R31, R35,
R36, R43, R50, R53,
R58.

INITIAL PLACEMENT OF UNITS,
FREE

Russians: deploy first

Anywhere in Areas 53b, 54, 55b, 58-63

4ic, 2cc, A, B, D, G

Anywhere in Areas 27, 39, 40, 46b, 47, 56
3ic, lcc, 1su, E, F

Anywhere in Areas 28-31, 33, 41, 42, 48, 53b,
54, 55b, 58-63:

Bic, oo €. H, K

French: deploy second

Anywhere in Areas 51, 52, 57:

bic, aee, 2su, A B, € D E F ol L
Anywhere in Areas 20-27a, 32, 34-38, 43-45,
49, 50:

Big i dee; 2au;-H; KN, B

On any Control marker, no more than one per

marker:
2dp

Anywhere in Areas 1-3, 6, 7, 10, 11; no more
than one per Area:
2ic

INITIAL PLACEMENT OF UNITS,

HISTORICAL

Russians:

R27a: 2ic, leo, E, F
R30: lic, C

R31a: Tic, K

R33: lic, 1ee, H
R39: lic

R40c: 1su

R53b: 4ic, A, B, D, G

French:

FP2: lic

FP3: lic

R21: lic

'R22: 1dp

R27a: lic, 1cc, 1su, K, N
R31b: lic, H

R36: lic, 1dp

R37: lee

R44: lic, 1ce, 1su, 1dp, P
R51: lee

R52: lic, 1ec, 1su

R57: die; Tce; tsu, A, B, €, D.E; F;d, L

STRATEGIC GUIDELINES

French: Advance into central Russia, but keep
your forces in several adjacent areas. Before
reaching Smolensk choose Moscow, St
Petersburg or Kiev as your single objective.
Meanwhile take Riga and quickly eliminate
Russian northern forces, The south can be
easily contained by a single army and the
Pripet Marsh off-limits area. Single cavalry
corps can probe and reveal unknown Russian
stacks. Then Force March to produce a
decisive battle, do not waste your troops on
Faorce Marching otherwise, Although early
defeat of the Russian army is always the
primary objective, keeping a winler retreat
route available through undepleted areas or
depots as you advance is vital.

Russians: Retreat your infantry, by force
marching when necessary, to avoid battle.
Concentrate your central forces, while main-
taining northern and southern armies that can
descend on the French rear. As the French
chase your main army, 100% deplete the areas
around them, Finally, if you have avoided
losing troops, you can close in with over-
whelming strength at the end of the game,
recapturing Russia at will.

EXAMPLE OF A BATTLE:

In Area R44 a French stack attacks a Russian
stack. The French stack contains seven Infan-
try Corps, three Cavalry Corps, one Supply
unit, and leaders Napoleon, Ney, Victor and
Murat. The Russian stack has three Infantry
Corps, two Cavalry Corps, one Supply unit and
leaders Barclay and Bagration.

In step 1 the French Player secretly choose
Battle Plan chit A, while the Russian laid
different plans with chit E. In step 2 the stacks
are revealed, while in step 3 neither side elects
to Retreat Before Combat. Thus the compari-
son of Battle Plans produces a "go CRS—
PS— RAC" result, since the French Cavalry
superiority precluded the ""Cav Dr(D) & stop”
choice

In step B only six of the seven French Infantry
Corps count for odds determination because
only six General Leadership Points {(Napo-
leon-3, Ney-2, Victor-1) are available. Against
the three Russian Infantry Corps, this is 200%.
A die roll produces a result of “3". This is
modified by adding three (for Napoleon),
subtracting two (for Barclay) and then sub-
tracting one (for the Russians defending on a
Fortress Area). At 200% odds a '3 produces
a DriA) result, which is not applied until step 7.

In step 6 the French Player makes a Pursuit
Attack. With three Cavalry Corps against two,
the*' + 1 Cavalry Corps' column is used, A die
roll of 2 had 3 more added (Murat's Leadership
value), and thus the result is "D+ 1 ex.”” The
French Player elects to lose all three Cavalry
Corps, so the Russian chooses both Cavalry
and two Infantry Corps for his required loss of
four. Now in step 7 the retreat is carried out.
Note the one surviving Russian Infantry Corps
prevented automatic elimination of the Supply
and two Leader unis.

It is suggested that the French Player sit on the
west side of the map and the Russian Player on
the scuth side.
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HOW TO USE THE ATTRITION TABLE: ATTRITION TABLE
Y The phasing Player rolls one die, and cross- ]
U nsupplled Chart s references the die number withlthe appropriate die Players’ Losses:_
column of results. The opposing Player then roll: French: Russian:
Results: St. Petershufrg specifies the Area from which the losses must ’
HOW TO USE THE UNSUPPLIED CHART: Die Roll Game-Turns 1-8 Game-Turns 9-13 ' be taken; if not enough units of the appropriate none none
Roll the die once for each CO[ps unsupp“ed_ 5pts type are stacked in that Area, the results called 2.3 1cc none
1,2 no effect no effect for by the Attrition Tabl b
Use the left result column on Game-Turns 1 r e - R41 or by the Attrition Ta e are met as best 4 tic nene
through 8, the right column on Game-Turns 9 3 no effect Corps eliminated possll:)le, Aand ’%[lf opposing Playi_alr ﬁele:t: 5 fig S
through 13. —_— Coris Slinfinsted another Area. This continues until the fu
40,6 Catpasliniatad B Undepleted result of the Attrition Table is fulfilled. 6 lic + 1cc lic
1cc = one Cavalry Corps eliminated; lic =
R28 one Infantry Corps eliminated; 1cc + 1ic =
ESTH ONIA R41a one Infantry and one Cavalry Corps eliminated.
an e DedlEdoN Rl lanation of resuits i Al
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with the Initial State of the Area to determine the end of the Supply Interphase. ST. PETERSBURG Bompe He 16 Brekping] o Fors. March die
the Depletion of the Area in question. To use = WNormal. Area is unaffected, remains [ . roll; result:
the Chart, the appropriate track and sub-track  ndepleted. EXPLANATION OF RESULTS: =
must be determined before the number of gy _ Ares 50% depleted. Area becomes Forced March succeeds: The Corps attempting 1,2 Forced March succeeds
Corps is found. On Game-Turns 1 through 8, o 2 - g o
50% depleted. If already 50% depleted there is to Force March successfully finishes the c may not Force March
use the upper track, on 9 through 13 the lower. i ] 34 orps v
Py s no additional effect. Forced March Movement Segment in the Area
Always use the ““Without Supply unit” sub- ! € g iniated
e 100d = Area 100% depleted. Area becomes or Sub-area it desired to enter. 56 Corps elimin

track, except when only one Player has units in 1005 dealoted. 1f aleady 160% danietad the ‘
the Area, and that Player both has a Supply < DD EFIJ ete ch a\ready ; 9 papleted, Corps may not Force March: The Corps may R60
unit and wishes to use the “With Supply unit" re(a: ep euon art "}_‘:af RO necessary,rsénc(:; not move during the Forced March Movement
sub-track. Having determined the proper track 23 Iorps could use that Area as a sou Segment.
and sub-track, add together all Corps of both PPl Corps eliminated: The Corps attempting to Undepleted

Players in the Area and cross-reference this
column with the proper Initial State of Area

row.

Area Depletion Chart

Corps using Area as supply source:

Game-Turns With Supply unit

1-8

Without Supply unit

15+
8+

0-4
0-2

5-6
3

7-14
4.7

Game-Turns With Supply unit

9.13

Without Supply unit

0-2
0-1

47
34

8+
5+

Initial State of Area:

Undepleted
50% Depleted

FP2

Undepleted

FP1

Undepleted

FWé

Undepleted

Undepleted |

FW10

Undepleted

DU C

FW12

Undepleted

FA14-_ FA15

Undepleted Undepleted

Undepleted

FW8

Undepleted

Undepleted

Undepleted

\ @ Czymochen

@ Schtschotsin

@ Novogorod

@ Lublin

R19

Undepleted

COURLAND

r ® Pilviski

| Undeplated
; Olecko

R23

Undeplated

R30

RIGA

Undepleted

Riga
7 pt

R31

Undepleted

R21

Undepleted

1 pt

@ Prenn
® Miriampol

GRODNO

R27

Undepleted Lutsk

@ Grodno

A QN
| 57 Vo J5 |

KOVNO

Vilkomir
@

@ Svencionys

R32

R22

| Undapleted

Undepleted

svm

® Vilna
VILNA

R26

Undepleted

OFF LIMITS

® Smorgonie

R36 ¢ Minsk

Undepleted

\

\

POLOTSK

Dunaburg R31a

i bt
R33 ',

Undepleted

\
\

\

Drissa

DRISSA

Borisov

MINSK

R39

\ R31b

\

Undepleted

@ Polotsk

Undepleted

R38

Undepleted

Undepleted

SMOLENSK

o Smolensk

1 pt

Force March is eliminated from the game.

Undepleted

Undepleted

Undepleted

Undepleted

BOBRUISK

Bobruisk

Undeplated

ks '3ll:iaijeqllzi§i!.

Undepleted

'_
R49 '
SOUT}-IIITVER

Undepleted

| Rasb
R4%a

R51

Undepleted

Undeplzted

DMITROV

Undepleted

SOUTH TULA

R57
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The Campaign’

ET 3 (8)

of Napoleon in Russia
Grand Tactical Game (Hex~Grid Version)

The 1812 Grand Tactical game is a simulation
of the French invasion of Russia. The defeat of
Napoleon in this campaign eventually led to
the collapse of the French Empire, and the
demise of that truly great military leader. The
Grand Tactical game simulates the mechanics
of strategic maneuver and tactical decision in
this campaign. The game is divided into three
Scenarios: Scenario 1 starts in June with the
opposing forces deployed and ready to start
the campaign. Scenario 2 starts in August,
with Napoleon deep inside Russia and prepar-
ing his final drive to Moscow. In October,
Napoleon in Moscow is about to begin the epic
winter retreat as Russian armies converge from
all directions.

GAME SCALE

Each Game-Turn represents ten days of real
time. Each hex is 25 kilometers (about 16
miles), and each Corps Is about 25,000 soldiers.

GAME COMPONENTS:

The 1812 Grand Tactical game should include:
one Game Map (22x34")

one Map Extension

one set of Die-cut Counters

one Terrain Effects Chart

one Time Record & Reinforcement Chart
one die

If any of these parts are damaged or missing,
write:

Simulations Publications, Inc.

44 East 23rd Street,

New York, N.Y. 10010

THE GAME MAP

The 22x34" map sheet portrays the section of
Eastern Europe and Western Russia in which
the 1812 campaign took place. A hexagonal
grid has been superimposed over the map to
reqularize movement and the position of the
playing pieces. There is also a small extension
to the main mapsheet showing the St.
Petersburg area of Russia. This extension
should be “added on" to the main mapsheet.
The map has, in addition to the grid, color-
tinted Areas superimposed for supply pur-
poses.

GAME CHARTS AND TABLES
Various visual aids are provided for the player
1o simplify and illustrate certain game func-

tions, The rules folder and Time Record &

Reinforcement Chart shows the initial place-
ment of playing pieces, further arrivals, and
tracks for recording the current Game-Turn.
The Terrain Effects Chart gives the effect of
each hex's terrain on movement and/or
combat, The Forced March Chart details
conditions and results of special Forced March
movement. The Supply Effects Chart shows
the effect of supply upon units (Unsupplied
Chart) and map Areas (Area Depletion Chart).
The Attrition Charts detail the results of
campaign attrition upon each Player's army;
and the Combat Resufts Table shows the
resolution of “"battles’ between playing pieces.

THE PLAYING PIECES

The multi-colored set of die-cut playing pieces
(henceforth known as units) represent the
opposing forces in the campaign. The Scen-
ario Chart shows which particular units are
used for a game. It is recommended that the
Players sort their units by type and color
immediately after removing them from the
sheet, and keep them segregated. This greatly
facilitates set-up and play of the game. The
Playing Pieces are distinguished by type,
strength, nationality and mobility, as repre-
sented by the color, numbers and symbols on
the units’ faces.

SAMPLE UNIT:

Unit Size —]

i-.._‘
Unit Type ——D%HQ—-Unil Identification

\
Movement Allowance

Combat Slrength/

Unit Size shows the historical size of the unit.
XXX = Corps
XX = Division

Unit Type shows the classification of the unit.
Classification is important for distinguishing
the special functions of certain units.

COMBAT UNITS:

XXX
Bz l%ﬂ
5-5 3-6
Infantry Cavalry

NON-COMBAT UNITS:

5 & " v
18 13 0-0
Leader Supply Depot

Combat Strength is the basic offensive and
defensive power of the unit expressed as a
number

Movement Allowance is the basic movement
capability of a unit, expressed as a number
representing the basic number of hexagons the
unit may move in a single Movement Phase.

Unit Identification is to distinguish between
otherwise identical pieces. The identification is
not historical.

OTHER MARKERS: The Area Depleted
markers are placed on the map to denote the
depletion of an Area’s supply ability. Inverted
counters from the 1812 Strategic Game should

Copyright ® 1972, Simulations Publications, New York, Printed in U.S.A.



be used as Contro/ markers, which indicate
French control of various cities and fortresses.

0% 100%
Depleted Depleted

GENERAL COURSE OF PLAY

1812 is basically a two-player game. Each
Player moves his units and executes attacks in
turn with the objective being to destroy Enemy
units, while minimizing Friendly unit losses.
Combat is resolved by comparing the strength-
numbers of adjacent opposing units and
expressing the comparison as a simplified
probability ratio (odds). A die is rolled and the
outcome indicated on the Combat Results
Table is applied to the units being attacked.
(See the Combat Results Table for greater
detail).

GAME LENGTH

Each Scenario starts on a different Game-
Turn, as shown on the Scenario Chart. All
Scenarios end after the Victory Paints Inter-
phase of Game-Turn 19. This final comparison
of Victory Points is used to determine the
winner of the game.

The Sequence of Play

1812 is played in turns. Each Game-Tum is
composed of two Player-Turns. Each Player-
turn is composed of three Phases. These
Phases are further broken down into Seg-
ments. After both Player-Turns are completed,
there is a Supply Interphase in which both
Players evaluate the supply status of their units
and the map Areas. Following that is a Victory
Points Interphase where the current level of
Victory Points is determined, and French
Political losses (if any) determined and
removed. A typical Game-Turn would proceed
as follows:

A. RUSSIAN [FIRST] PLAYER-TURN
(The Russian Player always plays first each
Game-Turn. )

1. ATTRITION PHASE: The phasing Player
places newly arrived units on the map, and
then determines Attrition for his units (see
Attrition rules).

2. MOVEMENT PHASE: The phasing Player
may move as many of his units as he wishes,
each in any direction, up to the full Movement
Allowance of each. Restrictions are outlined in
the Movement and Zone of Control rules, and
on the Terrain Effects Chart.

3. COMBAT PHASE:

{[composed of the following segments)

a. Retreat Before Combat Segment. the non-
phasing Player may voluntarily retreat units
under attack.

b. Combat Resolution Segment: each battle
is resolved and the results applied. One battle
must be fully resclved and all results applied
before going on to resolution of the next.
¢. Advance After Combat: the phasing Player
may advance attacking units across rivers or
into Fortresses, or into hexes vacated by a
Retreat Before Combat.

B. FRENCH |SECOND] PLAYER-TURN

The French Player executes Phases 1 through
3, becoming the phasing Player,

C. SUPPLY INTERPHASE

The source of supply for Combat units and
depletion of Areas is determined, Area by
Area. Each unsupplied Combat unit requires
consulting the Unsupplied Table to determine
the effect.

D. VICTORY POINTS INTERPHASE

Caontrol markers are adjusted and the current
Victory Point level determined. If this level is
below the Victory Points Index value for that
Game-Turn, the French Player must calculate
the French Political losses.

Area 50% Depleted

Area 100% Depleted

Attrition

COMMENTARY:

One of the more interesting aspects of the
1812 campaign was the enormous number of
deserters. Half the overall French Army was
actually allied foreign contingents. However,
the attrition rule also covers "losses” due to
disorganization, starvation, other hazards
plaguing 19th Century armies, and ‘the political
situation in other parts of Europe.

PROCEDURE:

Before each Movement Phase, the phasing
Player determines his losses due to Attrition.
The phasing Player rolls the die once on his
Attrition Table, and then removes the unit
types and sizes specified from the map.

FRENCH ATTRITION TABLE

die

roll  result

1 no effect

23 one cavalry corps
eliminated

45 one infantry corps
eliminated

6 one infantry and
one cavalry corps
eliminated

RUSSIAN ATTRITION TABLE
die

_ra_ll result

1,2,3.4 no effect

5 one cavalry corps
eliminated

6 one infantry corps
eliminated

MOVEMENT

GENERAL RULE:

During the Movement Phase, the phasing
Player may move as many or as fews of his units
as he wishes. Units move hex by hex through
the grid. Entering a hex requires a unit to
expend one or more Movement Points. A unit
may move into a hex only if it ha:s remaining
the requisite number of Movememt Points.

PROCEDURE:

Move each unit individually, tracing) the path of
movement through the hexagonall grid.
CASES:

(A) Movement is never required, iit is always
voluntary.

(B) No Enemy Movement is permiitted during
the phasing Player's Movement Phase. No
combat may take place during a. Movement
Phase (exception: see Automatic Elimination,
Combat cases K-0).

(C) Units are moved individually, im any direc-
tion or combination of directions. A unit may
be moved as many or as few hexes as the
phasing Player wishes, as long asi the Move-
ment Allowance is not exceeded. Unused
Movement Points are not accumwlated from
Phase to Phase, or Turn to Turn. Movement
Points may not be transfered between units,
either.

(D) Units may never enter, or pass through, a
hex containing Enemy units (exception: see
Automatic Elimination, Combat rules).

(E) Each hex contains (“representsi’’) a certain
type of terrain. The number of Movement
Points a unit must expend to enter i@ hex varies
with the terrain. See the Movemen ! section of
the Terrain Effects Chart for a full list of these
different “‘entry costs.”” Units may be moved
through different types of terrain in the same
Phase, provided they have enough Movement
Points to expend for each hex entered.



Forced March

(F) During the Movement Phase a Player may
attempt to double the Movement Allowance of
any unit or units by a Double Forced March. A
Player may attempt to triple the Movement
Allowance of any Infantry unit by a Triple
Forced March,

(G) A unit attempting a Double Forced March
is moved its normal Allowance, then the
Double Forced March Table is consulted, and
the result applied. Units able to complete the
Forced March are then moved their Movement
Allowance again, giving them in effect a
“double” move.

(H) A unit attempting a Triple Forced March is
meved double its normal Allowance, then the
Triple Forced March Table is consulted and the
result applied. Units able to complete the
Forced March are then moved their Movement
Allowance again, giving them in grand total a
“triple’” move.

Stacking

{I) A Combat unit leaving a hex containing
other Friendly Combat units must expend one
additional Movement Point. With this restric-
tion, units may move through hexes occupied
by other Friendly units freely.

(J) Combat units may only finish a Friendly
Movement Phase stacked on the same hex if
they are all involved in an attack (see Combat).
Units may never stack except to attack, and a
stack must attack on a Friendly Combat Phase.
An unlimited number of units may stack in a
given hex.

(K) Leader, Supply and Depot units never
count in stacking. These units are not Combat
units, and neither cause nor suffer the stacking
penalites given in cases | and J above. Leader,
Supply and Depot units may stack with other
units at any time, and with no movement
penalty. They may remain stacked and need
not attack.

Depot Movement

(L) French Depot units may only move with a
Supply unit, Unless a Depot unit starts the
Movement Phase in the same hex as the
Supply unit, and is moved with the Supply
unit, the Depot cannot move.

Winter

(M} During Game-Turns 12 through 12 (winter)
all units have their Movement Allowance
reduced by one Movement Point. Thus a unit
with a normal Allowance of five would have an
Allowance of four during the winter.

FORCED MARCH TABLES
DOUBLE FORCED MARCH TABLE

TRIPLED FORCED MARCH TABLE

I1st  1st Die

Die Roll

Roll Results: 2nd Die Roll
12 »

1st 1st Die

Die Roll

Roll Results 2nd Die Roll
2 a3 4

12 °

e 2nd Die Roll Results

HOW TO USE
THE FORCED MARCH TABLES:

Consult the appropriate Table once for each
unit attempting a Forced March.

Any unit may attempt a Double Forced March.
The unit is moved its normal Movement
Allowance, the Double Forced March Table is
consulted, and if the unit completes the March
it may be moved its normal Movement
Allowance again.

Only Infantry units may attempt a Triple
Forced March. The Infantry unit is moved
twice its normal Movement Allowance, the
Triple Forced March Table is consulted, and if
the unit completes the March it may be moved
its normal Movement Allowance again (for a
total of triple its normal Allowance).

For each unit attempting a Forced March, roll
one die and on the appropriate Table find the
“1st Die Roll Result.” If the result is ““Op" the
Force Marching Player has the option to halt
the Forced March attempt at that point, or
continue and use the appropriate “2nd Die
Roll” track to determine the final result.

EXPLANATION OF RESULTS:
e = Success. The unit successfully com-
pletes the Forced March with no adverse effect.

Op = Option. The Force Marching Player may
halt the unit in its current position with no
adverse effect (it doesn’t complete the March,
and thereby ends its movement for that
Phase), or the die may be rolled again and the
results of the corresponding “2nd Die Roll”
track applied.

d = Disrupted. The unit completes the
Forced March, but is then disrupted. (A
disrupted unit remains so until the end of the
same Phase of the following Game-Turn.
While disrupted it may not move, retreat
before combat, or attack; if disrupted again it is
eliminated. See the Disruption rules.) If a
Leader unit, the unit completes the Forced
March with no adverse effect (Leader units are
never disrupted).

e = Eliminated. If the unit is a '6-5"" Infantry
Corps, it completes the Forced March and is
then replaced by a '2-3"" Infantry Division. If
the unit is a “'3-6'" Cavalry Corps, it completes
the Forced March and is then replaced by a
“1-4"” Cavalry Division. If the unit is of any
other type it is eliminated (i.e., this result
eliminates a Leader, Supply, Depot, 2-3 or 1-4
unit).

EXAMPLE:

A French 5-5 Infantry Corps attempts a Triple
Forced March during the French Movement
Phase. The French Player moves the 5-5 ten
Movement Points, then consults the Triple
Forced March Table. He rolls a 3" (Op). The
French Player could elect to halt the March
attempt at this point (being content with the
movement already made), but decides to risk
continuing instead. The Player then rolls the
die again, getting a 5" (e). This result dictates
that the 5-6 may move another five Movement
Points, and then is replaced by a 2-3 Infantry
Division unit.




Movement &
Zones of Control

GENERAL RULE

A unit or stack of units will extend a Zone of
Control into the six immediately surrounding
hexagons. Hexes upon which a unit is exerting
its Zone of Control are termed controlled
hexes. Only Combat units exert a Zone of
Control; Cavalry units exert a total Zone of
Control, Infantry units a partia/ Zone of
Control,

CASES:

(A) If both total and partial Zones of Control
extend onto the same hex, the hex is
considered totally contralled, Friendly units
occupying a hex will only negate an Enemy
Zone of Control during the Combat Phase.

(B) Infantry and Non-Combat units entering
any Enemy controlled hex, or Cavalry units
entering a totally controlled hex, must stop;
they may move no further that Movement
Phase. If starting a Movement Phase on such a
hex, they may only move to an uncontrolled
hex (Cavalry units may also move to a partially
controlled hex). Thus Cavalry units must stop
when entering and never move through a
totally controlled hex. Infantry and Non-
Combat units must stop and never move
through any type of Enemy controlled hex.

(C) Cavalry units may move into, through
and/or out of partial Zones of Control. Cavalry
units suffer no movement penalty to enter a
partially controlled hex, but must expend two
additional Movement Points to leave a partially
controlled hex. Cavalry units starting the phase
on a controlled hex never need expend
additional Movement Points to leave that hex.

(D) Zones of Control do not extend across
unbridged River hex-sides, but do extend
across bridged River hex-sides.

(E) Zones of Control never extend into or out
of a Fortress hex.

(F) Leader, Supply and Depot units never
extend a Zone of Control.

(G)Zones of Control have no effect on
Combat, only Movement.

COMBAT

GENERAL RULE:

When opposing units or stacks of units are
adjacent, Combat may occur at the phasing
Player’s discretion. The phasing Player is the
Attacker, the non-phasing Player the De-
fender, regardless of their overall strategic
position,

PROCEDURE:

The Attacker states all attacks he wishes to
make, and the Defender may then retreat units
under attack in the Retreat Before Combat
Segment. If the defending units did not or
could not retreat, Combat Strengths of attack-
ing and defending units are compared in the

Combat Resolution Segment, and the resulting
odds percentage is cross-referenced with a die
roll on the Combat Results Table to determine
the result of each battle. The Attacker chooses
the order in which battles are resolved. In the
Advance After Combat Segment the Attacker
may occupy the Defender’s hex if the defend-
ing units Retreated Before Combat, or if a
successful attack was made across a river or
against units in a Fortress.

CASES:

{A) During the Combat Phase the phasing
Player may attack Enemy units adjacent to
Friendly units. When opposing units are
adjacent, attack is voluntary. However, if the
Attacker has stacked Combat units, he must
attack (see Movement case J).

(B) The phasing Player may not use units on
different hexes in the same attack. All attack-
ing units in a particular attack must be on the
same hex. (Exception: see Fortress rules.) All
units stacked on a hex must participate in the
same attack. No unit may ever attack more
than once per Combat Phase.

(C) Each Defender-occupied hex must be
attacked separately; no unit or stack of units
may simultaneously attack more than one hex.
All units in the hex attacked must either
Retreat Before Combat or defend (at the
Defender's discretion; of course, those units
unable or unwilling to Retreat Before Combat
must defend). Units defending on a hex always
defend together; they can never be attacked
individually. Units may defend an unlimited
number of times each Combat Phase (excep-
tion: see Fortress rules).

Retreat Before Combat

(D) The non-phasing Player (Defender) may
Retreat Before Combat any unit attacked. A
unit may not be retreated, and thus must
defend, if any of the following apply:

1. The unit is surrounded by Enemy units or
totally controlled hexes. Friendly units on a
hex negate Enemy Zones of Control during
the Combat Phase.

2. The unit is Infantry, Supply or Depot, and
is attacked at 500% or greater odds. Cavalry
and/or Leader units may retreat regardless of
the odds percentage.

3. The unit is disrupted.

(E) Each unit Retreating Before Combat is
moved by the Defender its full Movement
Allowance. It may not move through un-
bridged River hex-sides, onto Enemy units,
Enemy totally controlled hexes unoccupied by
Friendly units, or hexes already moved through
during the retreat. If a retreat is impossible, the
unit may not Retreat Before Combat, and must
defend. After a Retreat Before Combat is
executed, the retreating unit becomes
disrupted,

Combat Resolution

(F)} All units involved in an attack have their
Combat Strengths totaled (Leader Bonuses
may be added). All units on the defending hex
are also totaled (and Leader Bonuses added,
and this new total may be doubled or tripled if
the units are defending on certain types of
terrain — see the Terrain Effects Chart).
(G) Units with a Combat Strength in paren-
thesis (Leader and Supply units) only use that
Combat Strength if they are defending alone
on a hex. Otherwise, such units have a Combat
Strength of zero when defending, and may
never have their Combat Strength involved in
an altack.

(H) The total Combat Strength of the attack-
ing unit(s) is compared to that of the defending
unitlsl. The comparison is expressed as a
percentage: the Attacker's Strength as a
percentage of the Defender’s. This percentage
is then cross-referenced with the result of one
die roll, and the result indicated on the Table is



Odds Percentage

80% 99% 109%
2 Ar'l Drs ArI Drs

3 :-‘ql..'@mjmgww

Ars Ar1 Drs Dr1

Ar1Drs Dr2

COMBAT RESULTS TABLE

less B0% 100% 110% 120%
Die than thru thru thru thru
119% 139%

o WWJM‘W'MTHWMW%@W

Drs Drs Yrex De
Bl T 'fmﬁf 1 i lﬁ% f]
Drs Vex e De

(..,.;! " IM Drs. l\llllﬂ]_h"\‘ll d b'ﬂi Tm—‘; "I"‘\ H@_[ﬁ”M l
Drs Yhex De De De De

140%  160% 180%  200%  300%  400%
thru thru thru lhru thru or Die
159%  179% 199% more Rolf

HOW TO USE

THE COMBAT RESULTS TABLE:

Compare the total Combat Strength of all
involved Attacking units to the total Combat
Strength of all units on the Defender’'s hex.
Express the Attacker’s total as a percentage of
the Defender's (6 attacking 4 would be 150%,
4 attacking 4 100%, etc.). (Mathematically, to
compute a percentage divide the Attacker’s
value into 100 times the Defender's value.
Thus 8 attacking 4 is computed as 4 divided
into 800, yielding a result of 200, or 200%.)
Now roll the die. Cross-reference the die resuit
row with the Odds Percentage column to
determine the result(s). Apply those shown to
the attacking and/or defending units involved
in the battle.

EXPLANATION OF RESULTS
Each code of letters and numbers is a result. If
more than one result occurs (such as "Arl
Drs” when a 2 is rolled with 100% odds), apply
the results in the order given.

The first, capital letter of the code refers to the
Player affected:

A = Attacker’s units affected

D = Defender’s units affected
Only the units of the Player specified, and only
those units involved in the battle, are affected.

The small letters andl numbers following the
capital letter refer to the specific result applied:

e = Eliminated. All the Player's involved
units are eliminated.

Y%2ex = Half Exchange. All involved Defend-
ing units are eliminated. The Attacker must
lose units whose total Combat Strength is at
least half the total basic Strength of the
Defending units lost. The Attacker chooses
which of his units are eliminated.

rs = Retreat Scatitered. Each unit is separ-
ately retreated its full Movement Allowance,
and must finish the retreat on an unoccupied
hex or Friendly controlled Fortress hex. If
unable to finish the retreat on an unoccupied
hex or Friendly conrolled Fortress hex. If
unable to finish the retreat on an unoccupied
of Friendly Fortress hex, the unit is eliminated.

r2 = Retreat. All of the Player's involved
units retreat two hexes, or onto an adjacent
Fortress hex. The units are then disrupted.

rl = Retreat. All of the Player's involved
units retreat to an adjacent hex{es) and are
then disrupted.

Note: In "Ars" or “Ar1"” results the Attacker
may retreat any wuninvolved unit with any
involved unit if desired. The uninvolved unit
must be on the same attacking hex as the
involved units to also participate in the retreat.

RETREAT PROCEDURE:

The Player affected always retreats his own
units. Units which have not moved onto a
Friendly Fortress hex must retreat the full
amount specified by the result. If a retreating
unit does move onto a Friendly Controlled
Fortress hex, it must stop its retreat on that
hex.

A unit may not retreat through unbridged river
hex-sides, onto hexes occupied by Enemy
units, or hexes already passed through by that
unit during the retreat. A unit unable to
complete a retreat due to one or more of these
restrictions is eliminated. Units may retreat
through Enemy Zones of Control.

Sometimes a retreating unit will have available
a variety of retreat routes. The Player retreat-
ing the unit may choose the route, provided
the priorities below are followed:

1. The unit is retreated through the minimum
number of Enemy controlled hexes (preferably
none at all).

2. The unit is retreated toward (onto if
possible) the nearest Friendly Controlled Fort-
ress hex. Units that retreat onto a Friendly
Fortress hex never continue their retreat.

DISRUPTION

Disrupted units remain so until the end of the
same Phase of the following Game-Turn.
Disrupted units may not move, Retreat Before
Combat, or attack. If disrupted again they are
eliminated. Leader units are never disrupted
{see Disruption rules).

ADVANCE AFTER COMBAT:

If the defending units Retreated Before Com-
bat, or if the attack was made across a River
hex-side or against a Fortress hex, the Attacker
may Advance After Combat into the Defen-
der's hex. See Combat case J.

AUTOMATIC ELIMINATION:

If 500% or greater odds are achieved, the
defending unit(s) are Automatically Eliminated.
See Combat cases K through O for details.

applied to the attacking and/or defending
units. See the Combat Results Table for
details.

(1) Attacks made through an unbridged river
hex-side must be at least 160% . Attacks at less
than 160% odds are always an ""Ae" result (all
attacking units are eliminated).

Advance After Combat
(J) If the Attacker aftacked across a River
hex-side or a Fortress lhex, he may occupy the

hex in the Advance After Combat. The
Attacker may always advance if the Defender
Retreated Before Combat all units on the
defending hex. The Attacker may never

advance if a combat result of “Ae”, "'Ars”, or
“Ar1" occurred. The Attacker may advance
into the attacked hex any attacking units
involved in the battle, including all of them.
This is the only hex he may advance into.

Automatic Elimination

(K) If, during the Movement Phase, 500% or
greater odds are achieved against a defending
Infantry, Supply and/or Depot unitls), the
defending unit(s) are Automatically Eliminated.
There is no Retreat Before Combat, since this
action is during the Movement Phase.

{L) Any Infantry or Cavalry unit automatically
has 500% Automatic Elimination odds against
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Itis suggested that the French Player sit on the
west side of the map and the Russian Player on

the south side.

ET 7 (8)

The italic number in the upper right hand corner of
the Game-Turn box indicates the minimum number
of Victory Points which the French Player must have
accrued by the end of that Game-Turn. If the total
Victory Points accrued are less than the minimum,
the French Player must lose one corps (his choice) at

the end of that Game-Tum.

SCENARIO 1

SCENARIO 2

SCENARIO 3

WINTER BEGINS GAME-TURN 12:
Movement Allowance of

all units reduced by ane
for remainder of game.
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HOW TO USE THE REINFORCEMENT CHART:

All reinforcements are indicated in terms of number
of units arriving at a location. Each picture of a unit
indicates that the Player receives (in that Game-
Turn) one unit of the type depicted.

All French reinforcements are brought in on the
west side of the map, the first hex entered is
counted as the beginning of the unit's move.

All Russian reinforcements that are not specifically
asigned a side of the map to enter, may enter at any
Friendly Fortress that has either not been passed
through by Enemy units, nor is under siege — or,
they may enter anywhere on the Eastern map edge.

(NEM): Units appear on the north edge of the St.
Petersbrug insert. They must enter on the insert.

(SEM): Units appear on the south edge of the map.
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Designer’s Notes
and Historical Background:

When Napoleon invaded Russia on June 24, 1812, he
had assembled the largest military force ever known
to Europe. His Central Army Group alone contained
361,000 men. The Flanking armies contained a
further 62,000 men; in Prussia and Poland 61,000
more were mobilizing. Roughly 80,000 more men
arrived later in the campaign, as garrisons and
replacements. Altogether, the French Empire and
eighteen of its allies and subject states had gathered
600,000 men, 175,000 horses, and 100,000 cattle and
pigs for the subjugation of Russia.

To oppose this force, the Russians had 175,000 men
facing the French, and another 123,000 men on other
fronts (Finland, the Danube, etc.). During the
campaign another 185,000 men were drawn into the
colors. There was no hope of assistance; a cowed
Europe opposed Russia, who fought alone.

By January 1813, the French were back behind the
Elbe river of Germany (to the west, off the maps).
Prussia had revolted, and Austria was mobilizing. A
restive Gerrnany threatetied to finish the collapse of
Napoleon's European domination.

Of those 600,000 invaders, only 115,000 escaped in
organized formations. Tens of thousands of starving
stragglers littered the countryside. Of the 115,000
men, 48,000 deserted the French cause, or were
interned; another 40,000 were left in now isolated
garrisons. The remainder had re-assembled into one
of the smallest French armies in Europe, to defend
against over 100,000 pursuing Russians,

The largest factor in this enormous bloodbath was
supply. Thus the game design treats this as the
central paint. The ability of a Napoleonic army to
supply itself depend primarily on the surrounding
countryside. A Corps of 25,000 men can live off the
produce surplus of an equivalent number of people
for roughly 15 days. This area is then "stripped”
{depleted of supply), and the army must move or
starve. However, to mollify this, all armies had supply
gathering organizations, which would assemble
supplies and stockpile them for use, occasionally
even doing some limited transport.

In Western Europe, supply became a problem only
when massive numbers of troops concentrated for a
battle. This is why so much of Napoleon’s art of war
consisted of converging marches to battles, and
divergent pursuits. This approach minimized the
time/concentration factor. Other armies travelled in
large masses, which were greatly slowed down due
to the radius of foraging necessary to supply
themselves. France had an average population
density of roughly 140 people per square mile;
however, Russia varied between five and twenty per
cent of that. This meant that even the average corps
could simply not move on a march, gathering supply
as it went along. It had to slow down and deliberately
forage even when marching.

Each infantry corps in both games represents 25,000
men, each cavalry corps represents 10,000 horse.
Each of these units would consume in one Game-
Turn 90% of the supply in three hexes (the horses eat
a lot more). Thus all of Western Russia would be
eaten out in a campaign of nine months with forces
of over 1 million men. A quick campaign was the only
alternative to starvation for both sides.

Napoleon was aware of the problem. His estimation
was that Russia was capable of supplying only 20%
of his forces, an estimation that was borne out by the
proportion of troops that escaped from Russia. Many
extraordinary measures were taken to Insure the
necessary flow of supplies. Napoleon ordinarily
considered that a proportion of fourteen wagons per
1000 men was necessary. For this operation, in
addition to the four wagons per 1000 men integral in
the corps, a further equivalent of 15,610 wagons
were attached to the invading force, Overall, this was
roughly 30 wagons per 1000 men, more than double
the norm. The naval service was to set up a water
borne flow of supplies using the extensive river
networks, and project supply deep into Russia. Most

importantly, all the strategic planning was dependent
on a decisive victory near the border, eliminating the
bulk of the Russian field armies; this would prevent
the need for projecting too many men beyond the
supply network.

The Russian plans were quite simple; give ground,
reacl to what the French did, and wait until the
French had wasted themselves on lunging marches,
lack of food, and winter. Then, and only then, were
they to strike back. This was actually more instinctive
than planned on the Russian part, and there was
always'the danger that some hot head would decide
to defend Holy Russia, or that the Tsar would be too
influenced by the apparent catastrophe of events.

Nearly all of the French planning failed. The water
borne supplies were interdicted by a British fleet in
the Baltic, and probably was unteasible to begin
with. The wagons could not move at nearly the
planned speed; the roads on the maps were no more
than sandy tracks. The wagons were also excessively
vulnerable to damage to raiding. As the campaign
progressed, the units slowly lessened in mobility as
the amount of supply that could be stored and
carried decreased: The Russians refused to stand and
fight, so Napoleon lost nearly 100,000 men in the first
month fruitlessly force-marching around what he
thought time and again would be their new final
position. Most important of all, no one had
anticipated the capacity of the Russian mind in
terms of resistance. They were perfectly willing to
destroy a province, devastate their own territory, kill
therr own people, and burn their own supplies to
deny the French those benefits, Even the occupation
of Moscow was aceepted with relative calm. Roughly
twe million civilian casualties were incurred in the
invasion, but the Tsar barely blinked an eye.

The major French advantage was in leadership.
Napoleon himself and many of his marshals were
grossly superior to virtually all the Russian generals.
This only counted in battle though, and there was
but a single great battle (Borodino; see Strategy &
Tactics, issue 32) in the entire campaign. It was only
if the Russians ventured onto the offensive tactically
that their poor leadership would show. Almost
instinctively, the Russians adopted the proper mix of
a strategic delaying action, followed by the offensive,
while tactically always remaining on the defensive.
They would place themselves in positions that the
French could not bypass, and force them to attack.
Since the Russians could operate in the peripheral
parts of the French march areas, relatively unaffected
by supply, they easily cut up the French units without
leaders, especially the invaluable supply-generating
units.

The Victory Conditions are not what they seem to be.
Although expressed in terms of occupying territory,
this can only be accomplished by first destroying the
opponent's army. If either Player spreads himself thin
holding territory, he will ultimately lose the game to
the Player who concentrates and defeats in detail. As
in all Napoleonic campaigns, it is the destruction of
the enemy army that brings victory, not territory.

There was a great deal of synergism among the staff
at SPI in developing the game. It is a product of an
atmosphere rather than of any individuals. The
original game was based very closely on the Leipzig
game, Basically the game was unsatisfactory since it
omitted the crucial elements of the campaign, such
as the political/morale impact of progressive defeat
or victory on the non-French troops (60% of the
entire army), and supply problems in the sparsely
settled areas. So the Strategic version was devel-
oped to reflect the primacy of logistical problems.
Having eliminated the hexagonal grid as a vehicle to
reflect the tactical finesse in battles, it became
necessary to evolve a rather complicated combat
procedure to reflect this loss. In turn, we went back
to the Grand Tactical version and adopted many of
the rules included in the Strategic version on a
different level. The difference is unique, to our minds.
So we decided to offer both games in this combined
package, and leave it up to you, the Players, to
decide which is the superior representation of the
campaign.




any hex containing only Depot units. This is
because Depot units have a Combat Strength
of 0", thus units of the phasing Player may
move right through or over them as if they
didn’t exist.

(M) Automatically Eliminated Combat units
immediately lose their Zone of Control for the
remainder of the Movement Phase. The hex
they occupied may be moved into or through
at the cost of one additional Movement Point
when entering the hex. Automatically Elimin-
ated Combat units are eliminated at the start of
the Combat Phase following the Movement
Phase.

(N) Automatically Eliminated Supply and
Depot units are immediately removed from the
game (eliminated). They have no Zone of
Control to lose, and the hex they occupied
does not inhibit movement of the phasing
Player's units.

(O) Cavalry and Leader units may never be
Automatically Eliminated.

Disruption

GENERAL RULE:

A unit is disrupted after a Retreat Before
Combat, as a result of a Forced March
attemp!t, or of a battle. Leader units are never
disrupted.

CASES:

(A) A disrupted unit may not move, Retreat
Before Combat, or attack, but does defend
normally. Disrupted Supply and Depot units
may not be used for any Supply functions.
Leaders are never disrupted.

(B) A unit disrupted during a certain Phase will
remain disrupted until the end of the same
Phase on the following Game-Turn. Thus a
unit will remain disrupted for the six Phases
and two Interphases following the Phase of
disruption leach Game-Turn has six Phases,
three for each Player-Turn, and two Inter-
phases). Example: a unit disrupted by an
Enemy attack would remain disrupted until the
end of the Enemy Combat Phase on the follow-
ing Game-Turn. A unit disrupted by a Forced
March attempt would remain disrupted until
the end of the Friendly Movement Phase of the
following Game-Turn.

(C) A unit currently disrupted is destroyed
when disrupted again.

SUPPLY =

&5
13

COMMENTARY:
Before armies were tied to a complex “line of
communication” (roads, railroads airfields,
beachheads, etc.) they lived off the land, Men
made use of almost anything that could be
found, with some material being loaded into
horse-drawn wagons and taken with the main
body of the army. Troops without land suitable
for living from, or well-stocked wagons, were
disorganized, demoralized, and starved. Thus
in 1812 supply affects the survival of units, not
their Movement or Combat. The inability of the
countryside to host an army continuously is
reflected in the depletion of Areas.

GENERAL RULE:

The map sheet is divided into Supply Areas
represented by the different color-tints. Com-
bat units within an Area either deplete the Area
itself, or use a Depot unit within the Area.
Units within an already depleted Area may
deplete an adjacent Area having a Supply unit,
use a Depot unit, or become unsupplied.
Unsupplied units risk elimination on the
Unsupplied Chart. Areas are “B0%" and
"100%" depleted, the latter state making the
Area worthless for all future supply. The effect
of units depleting an Area is shown on the
Area Depletion Chart.

PROCEDURE:

In each Supply Interphase, the supply of units
and depletion of Areas is resolved Area by
Area. Supply for a/ units (of both sides) is
determined simultaneously in each Area,
Those Areas already 100% depleted should
be resolved first. After the situation in a given
Area is determined, the Area Depletion Chart is
consulted if any units used the Area as a
supply source, and if necessary Depletion
markers are placed in the Area. If there are any
unsupplied Combat units in the Area, a die is
rolled for each and the resulting effect found
on the Unsupplied Chart.

CASES:

(A) Combat units may use an Area or Depot
unit as a source of supply. A Combat unit may
never be deliberately “unsupplied” if a source
of supply is available. Combat units without a
source of supply are “‘unsupplied.” All Non-
Combat units are automatically "'supplied”’ at

all times,
-
0-0

Depot Units [French only)
(B) At the end of any French Movement Phase
any Supply unit in an un-depleted Area may
create a Depot unit. The Depot is stacked with
the Supply unit, and a 100% Depleted marker
placed in the Area. The Russians may never
create Depot units, but their Supply units may
voluntarily 100% Deplete the Area they
occupy at the end of any Russian Movement
Phase.

(C) Depot units are immediately and auto-
matically eliminated whenever alone in a hex
adjacent to an Enemy Combat unit. Thus
Enemy Combat units moving next to or past
only a Depot will destroy it. Depot units in a
stack of Friendly units are not affected by
adjacent Enemy units.

(D) Depot units can be a source of supply for
any Combat units in the same Area. Depot
units cannot be a source for units in other
Areas. Enemy units in an Area do not affect a
Depot’s supply source function. If 6 or more
Friendly Combat units use a Depot unit as a
source of supply, the Depot unit is expended
(removed from the map), Expended or auto-
matically eliminated Depot units may be
recreated (see case B above). If 5 or less
Friendly Combat units use a Depot as a source
of supply, the Combat units are supplied and
the Depot is not expended.

Supply from Areas [French or Russian]

(E) Undepleted and 50% depleted Areas can
be sources of supply for all units in the Area.
100% depleted Areas are never a source of
supply.

(F) Units in an undepleted Area may use the
Area or a Depot unit as a source of supply.
Units in a3 B0% depleted Area must use a
Friendly Depot if one is in the Area; if not the
Combat units use the Area. Units in a 100%
depleted Area cannot use the Area, but must
use a Depot unit or an adjacent Area (see case
G), or are considered unsupplied. For each
unsupplied unit roll once on the Unsupplied
Chart to determine the effect.

(G) A Combat unit in a 100% depleted Area
may use an adjacent Area as a source of
supply if a/f five of the following conditions are
met:

1.no Enemy Combat units occupy the
adjacent Area.

2. no more than two Friendly Combat units
occupy the adjacent Area,

3. the adjacent Area is undepleted or 50%
depleted,

4. the adjacent Area contains a Supply unit,
and



SUPPLY CHARTS

UNSUPPLIED CHART

HOW TO USE
THE UNSUPPLIED CHART:
Roll the die once for each Combat unit

Die Roll Result:
Game-Turns 1-11 Game-Turns 12-19
1.2 no effect no effect
3 no effect unit eliminated
4 5 6 unit eliminated unit eliminated

unsupplied. Use the left result column on
Game-Turns 1 through 11, the right coiumn
on Game-Turns 12 through 19. Non-Com-
bat units are always supplied, and never
consult this Chart.

Quantity of Corps-sized Combat
units using Area as supply source:

Game-Turns
1-11

Game-Turns
12-19

‘lnitia‘} State of Area:

Undepleted

el

HOW TO USE

THE AREA DEPLETION CHART:

The Chart cross-indexes the number of Corps-
sized Combat units using the Area as a supply
source with the Initial State of the Area in
question. To use the Chart, first determine the
appropriate upper track and sub-track to be
used. On Game-Turns 1 through 11 use the
upper track; on 12 through 19 the lower track.
Always use the ““Without Supply unit” sub-
track; except when only one Player has
combat units in the Area, and that Player has a
Supply unit in the Area and wishes to use the
“With Supply unit" sub-track. Having deter-
mined the proper track and sub-track, add
together the number of Corps-sized Combat
units of both Players in the Area and
cross-reference this column with the proper
Initial State of Area row.

EXPLANATION OF RESULTS:

The results show the final state of the Area at
the end of the Supply Interphase:

n = Normal. Area is unaffected, remains
undepleted.

50d = Area 50% depleted. Area becomes

50% depleted. If already 50% depleted there is
no additional effect.

100d = Area 700% depleted. Area becomes
100% depleted. (If already 100% depleted the
Area Depletion Chart is not necessary, since
no Combat unit could use the Area as a supply
source.)

EXAMPLE:

The French Player has one Leader unit, two 5-5
Infantry Corps units, one 2-3 Infantry Division
unit, and one 3-6 Cavalry Corps unit in an
undepleted Area at the end of Game-Turn 8.
The Russian Player has two 5-5 Infantry Corps,
one of which is within a Fortress. To determine
Area Depletion use the “Game-Turns 1-11”
track and the “Without Supply unit” subtrack.
The French Player has three Corps-sized
Combat units in the Area (the Leader and the
2-3 are not Corps-sized Combat units), the
Russian one (the other is using the Fortress
hex it occupies as a source of supply). Thus
the “4-7"" column for quantity of Corps-sized
Combat units is used. This column, cross-
referenced with the ""Undepleted” row, yields
a result of “60d". The Area becomes 50%
depleted at the end of the Supply Interphase,
so next time depletion for that Area is
determined, the Initial State of the Area will be
“50% depleted.”

5. the adjacent Area was not used by any
Combat units of a third, different Area as a
source of supply that Game-Turn.

For each Combat unit using a Supply unit in an
adjacent Area as a source of supply, denote it
by placing one blank counter on the Supply
unit,

Depletion of Areas

(H) After the source of supply for all Combat
units in an Area has been determined, the Area
Depletion Chart is consulted by cross-indexing
the initial state of the Area with the Combat
units using it as a source of supply. If only one
Player has Combat unitsin the Area, and has a
Supply unitin the Area also, the "“With Supply
unit" track on the Area Depletion chart may be
used if that Player desires. Any units from an
adjacent Area using the one in question for
supnlv (as in case G) are also added to the total

Combat units using the Area as a source of
supply. Here also the ""With Supply unit” track
may be used. If opposing Players both have
Combat units in the Area, the “Without
Supply unit” tracks must be used, and the
combined total of both Player's Combat units
is used on the Area Depletion Chart.

(1) The Depletion of Areas takes effect at the
completion of the Supply Interphase.

Fortresses

(J) Fortresses may be used as a supply source
for any one Combat unit on the Fortress hex.
All additional Combat units on the hex must
use an Area or Supply unit as a supply source.
Russian Combat units may only use as a
supply source Fortresses within Russia never
occupied or passed through by French units.
French Combat units may only use as a supply
source Fortresses outside Russia and never
occupied or passed through by Russian units.




Leaders

Offensive
Leadership Bonus

Identification Letter _| 7/
™C 174w

Leader's Name —1—pfam ™~ Defensive
(1-8

Leadership Bonus

Combat Strength/

N
Movement Allowance

GENERAL RULE:

A Leader unit adds the Offensive Leadership
Bonus to the Combat Strength of any attack
unit or stack of units it is stacked with. A
Leader unit adds the Defensive Leadership
Bonus to the Combat Strength of any defend-
ing unit(s) it is stacked with. (Exception: see
Fortress rules).

CASES:
(A) Leadership Bonuses are added before
Terrain effects are determined.

(B) More than one Leader may add its Bonus
to a group of attacking units, or a hex of
defending units. The total Bonus value added
to the Combat Strength may never exceed the
total Combat "Strength. Additional Bonus
points available from the Leader unit(s) are not
used for the battle. Example: A French 5-5
Infanty Corps unit and the Napoleon Leader
unit (25/25 bonuses) have a total Combat
Strength of ten Points. Napoleon could only
conribute five of the 256 Bonus Points. If seven
5-b's were stacked with Napoleon, the total
Strength would be 60 (35 Combat Strength
Points plus the full 256 Leadership Bonus
Points).

(C) Leader units only use their Combat
Strength when defending alone on a hex, They
may not attack alone, and when attacking or
defending with other units, they only add their
Leadership Bonus values.

Fortresses

GENERAL RULE:
A Fortress hex provides a source of supply for
any one Combat unit on it, stops Zones of
Control, and affects Combat. Besieging a
Fortress is as good as capturing it for Victory
Points purposes.

CASES:

(A) A Fortress hex automatically provides a
source of supply for any one Combat unit
stacked on the hex. Russian Combat units may
only use Fortresses within Russia never passed
through by French units. French Combat units
may only use Fortresses outside Russia never
passed through by Russian units. If such a
Fortress has been passed through by Enemy
units, the Fortress can no longer act as a
supply source, but is otherwise normal if re-
occupied by the original Player.

(B) Zones of Control never extend onto a
Fortress hex, and units on a Fortress hex never
exert a Zone of Control onto any adjacent
hexes.

(C) Units defending on a Fortress hex triple
their Combat Strength (see Terrain Effects
Chart). "Dr" and "Drs" results do not apply
(become no effect) to units defending on a
Fortress hex.

(D} All units adjacent to a Fortress may make
one combined attack if desired, even if the
units are not all on the same hex. Provided the
Fortress hex is being attacked, the attacker
may involve as many Friendly units adjacent to
the Fortress as desired. After the Combat
Strength of all Combat units involved is
totaled, the total Bonuses of all Leader units
involved is applied (Combat Strength total
permitting). This is the only exception to the

rule that all units involved in an attack must be
on the same hex.

(E) Attacking units on a Fortress hex must
attack all adjacent Enemy-occupied hexes in
one combined battle. Attacking units on a
Fortress hex may not attack individual hexes,
but must involve all adjacent Enemy units. If
any adjacent hexes are divided from the
Fortress by a River hex-side (bridged or
unbridged), the Attacker may or may not
involve them at his discretion. If Enemy units
on hexes separated by River hex-sides are
involved, all such units must be attacked.

(F) Sieges. At the end of the game, if Enemy
units, or Enemy controlled hexes occupied by
Friendly units, surround all hexes adjacent to a
Friendly Fortress hex, the Fortress is under
siege, and thus no longer controlled by the
Friendly Player. Units in a besieged Fortress
are destroyed at the end of the game. The
besieging Player receives Victory Points for the
besieged Fortress, but does not control the
Fortress. The besieged Player receives no
Victory Points for a Fortress under siege by the
Enemy,

(G) Control. If a Fortress is not under siege, the
last Player to move a unit through or onto the
Fortress hex controls the Fortress. Use in-
verted units from the other version of 1872 to
denote French Control of a Fortress hex, while
Fortress hexes without a Control marker
denote those Controlled by the Russian Player.

Victory Points & Conditions

GENERAL RULE:

Victory Points, based on the control of certain
cities or Fortresses, affect French Political
losses and determine the winner of the game.
Unlike many Simulations games, Victory
Points are not scored by a specific Player, but
impartially tallied each Game-Turn.

PROCEDURE:

Victory Points for cities or Fortresses con-
trolled by the French Player are computed at
the end of each Game-Turn, during the Victory
Points Interphase. The current total of Victory
Points affects French Political losses. The final
total after Game-Turn 19 determines the
winner.

CASES:

|A) Scoring Points: For each Control marker
added to the map, raise the level of Victory
Points the appropriate amount, for each
French Control marker removed, lower the
level of Victory Points the appropriate amount.

VICTORY POINTS TABLE

French Control of +5 points
St. Petersburg

French Control of +5 points
Moscow

French Control of + 3 points
Kiev

French Control of
any other Fortress

Elimination of
Napoleon Leader unit

+1 point each
-5 points

(B) French Political Losses: At the end of each
Game-Turn, during the Victory Points Inter-
phase, the current total of Victory Points must
be at least equal to the italic number to the
right of the Game-Turn number in the
Game-Turn box (see Time Record and Rein-
forcement Chart). If the current total is below
this number, the French Player must imme-
diately removed from the map one Corps of
his/her choice.

(C) Game Winner: The following list shows, for
a given level of Victory Points, which Player
won the game.



POINTS VICTORY LEVEL

22 or more French Decisivie Victory
18-21 French Marginal Victory
15-17 Draw (Russian moral victory)
12-14 Russian Substantive Victory
11 orless Russian Decisive Victory

THE SCENARIOS

1812 has three different Scenarios represent-
ing three different portions of the actual
campaign. Scenario 1 starts with the French
invasion, and allows Players to simulate the
whole campaign. Scenario 2 starts in late
August 1812, where Napoleon in the actual
campaign made the decision to march on
Moscow. Scenario 3 starts in early October
1812, where Napoleon in Moscow pondered
the problems of salvaging his campaign.

To set-up and start playing a game of 71812,
Players should set the main map on a large
table, placing the map extension on the north
edge so that it matches into the main map.
Distribute the playing pieces as indicated by
the Scenario, place a marker on the appro-
priate Game-Turn of the Time Record Track
(All Scenarios end on Game-turn 19), and
begin play with the Russian Player-Turn

KEY TO ABBREVIATIONS:

Leader units are referred to by their |dentifica-
tion Letter. All other units are indicated by their
Combat Strength and Movement Allowance. If
more than one unit is to be used, a number
followed by a multiplier symbol preceeds the
identification. Thus “5x5-5'" means five Infan-
try Corps unit (each have 5-5 values).

Scenario 1

The game starts on Game-Turn 1, and ends
after Game-Turn 19 is completed.

The French only Control those Fortress hexes
outside of Russia.

No Areas are depleted.
The current Victory Point level is 6.

FRENCH INITIAL DEPLOYMENT:
directly on

the hex of:
Tilsit: 5-5, 3-6, S
Prenn: 3x3-6, D, E
Pilviski: 5x5-5, 3-6, 2x1-3, A, C
F, G
Miriampol: 55, B
Olecko: 2x5-5, J
Czymochen:  5-5, 3-6, H
Augustow: 36
Schtschosin: 55, 3-6, L
Novogorod: 55 M
Novominsk: 55 K
Lublin: 5-5, 3-6, N
Thorn: 5-5
Medlin: 5-5
Koenigsberg: 5-5
Memel: 5-5
Warsaw: 1-3
Danzig: 1-3
RUSSIAN INITIAL DEPLOYMENT
directly on
the hex of:
Drissa: 1-3
Bobruisk: 5-5
Riga: 55, 1-3, C
Vilkomir: 5-5, 36, H, L
Vilna: 55, A

Lida: 5-5

Smorgonie: 3-6

Svencionys: 5-5, 3-6, J

Bialoystok: 36

Brest: 3-6

Radetshko: 5-5, B
Scenario 2

The game starts on Game-Turn 7, and ends
after Game-Turn 19 is completed.

The French Control all Fortress hexes on the
map but the following: St. Petersburg, Riga,
Smolensk, Tula, Lutsk, Mozyr, Kiev

The current Victory Point level is 14,

Areas 100% depleted are: FW9, FWI13, R22,
R32, R33, R44

Areas 50% depleted are: R23, R25, R30, R31,
R34, R35.

The Russian Player deploys his units first, the
French Player second.

RUSSIAN INITIAL DEPLOYMENT:
directly on

the hex of:
Riga: 5-5, C
Lutsk: 55, 14, E
Mozyr: 55
Kiev: 1-3
within three
hexes of:
Vyasama: 3x5-5, 2x3-6, 2x1-4, 1-3,

A ol
anywhere within
the Area of:

Polotsk (R31): 5-5, 1-4, H
|may not be deployed
within two hexes of the
Polotsk hex]

FRENCH INITIAL DEPLOYMENT
directly on

the hex of:
Roslavl: 1-4, D
Mogilev: 23
Bobruisk: 2-3
Minsk: 2-3
Orsha: 2-3
Vilna: 2-3
Kovno: 2-3
Minsk: 1-3
Konigsberg: 5-5
Warsaw: 55
Slonim: 23, K
within one
hex of:
Riga: 2-3
Dunaberg: 2-3, 14, 8
within two
hexes of:
Polotsk: 55, 2-3, 1-4, G, H
Tilsit: 5-5, 2-3, 1-3,
within three
hexes of:
Brest: 55, 1-4, 1-3, N
within four hexes of:
Smolensk:

3x5-5, 2x3-6, 2x2-3,
3x1-4,2x1-3,A, B, C, E,
)



Scenario 3

The game starts on Game-Turn 11, and ends
after Game-Turn 19 is completed.

The French Control all Fortress hexes on the
map but the following: St. Petersburg, Riga,
Tula, Lutsk, Bobruisk, Mozyr, Kiev. The French
also Control Moscow.

The current Victory Point level is 19.

Areas 100% depleted are: FW9, FWI13, R22,
R32, R33, R44, R51, R52, R57

Areas 50% depleted are: R23, R24, R25, R27,
R30, R31, R34, R35, R36, R43, R50, R53, R58

The French Player deploys his units first, the
Russian Player second.

FRENCH INITIAL DEPLOYMENT

directly on

the hex of:
Smolensk: 5-5. 23, 1-3, P
Polotsk: 55 14, H, G
Dunaberg: 23,14, 5
Minsk: 2-3, 0-0
Vilna: 1-4, 0-0
Borisov: 55
Kovno: 55
Danzig: 55
Vyasma: 23
Orsha: 2-3
Warsaw: 23
Vitebsk: 1-4
Mogilev: 1-4
within three
hexes of:
Brest: 5-5, 3-6, K, N
within four
hexes of:
Moscow: 2x5-5, 4x2-3, 3x1-4,

2x1-3,A,B,C, D, E, F,
J, L

RUSSIAN INITIAL DEPLOYMENT

directly on
the hex of:
Lutsk: 2x5-5, 36, E, F
Bobruisk: 2-3
Mozyr: 2-3
Riga: 2-3
Kiev: 1-3
within four
hexes of:
Kaluga: 3x5-5, 3x3-6, 2x2-3, 1-4,
18, A, D, J, L
[may not be on or
adjacent to French
units)
anywhere in
the Area of:
Polotsk (R31) 2x5-5, 3-6, K
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Game Design: John Young with Phil Orbanes
Physical Systems Design and Graphics:

Redmond A. Simonsen with Manfred F. Milkuhn
Game Development: Phil Orbanes and Arnold
Hendrick

Rules Compaosition: Arnold Hendrick

Production: Manfred F. Milkuhn and George Bouse

Example of Play

This is a typical (though somewhat inept)
Russian defense of a river line. It is the French
Player-Turn.

MOVEMENT PHASE

First the French Player moves the 5-5 unit with
leader "'P'" adjacent to the Russian 2-3; it
moves three hexes, through a river hexside,
expending four Movement Points. This resuits
in an Automatic Elimination against the Rus-
sian 2-3; it is a 10-2 (the French 5-5, plus the
leader bonus, equals ten), or a simplified 5-1
combat odds situation. The French 1-4 and 3-6
move through this hex, expending an addi-
tional Movement Point for moving on the
Automatically Eliminated unit's hex. N.B.: the
unit in the fortress has no effect, since Zones
of Control do not extend into or out of
Fortresses. In the center, the French move
leader "'C"', a b-5, a 2-3 and a 3-6 unit into the
hex opposite the Russian 5:b and leader "B"".
One French 1-4 moves to block the last
bridged hexside, while the other moves up.
Now the French Player force marches two
units. The 3-6 adjacent 1o the fortress double
force marches successfully (rolling a "1,
while the 1-4 rolls a 5" and, choosing to
continue the attempt, rolls a 4", reaching the
target hex, but becoming disrupted.

COMBAT PHASE

The French Player has three combat actions:
(1) the Automatic Elimination against the 2-3;
(2) an attack across the bridged hexside at the
Russian b-b and leader (four Bonus Points)
defending at 18, with the 5-5, 2-3 and 3-6, plus
ten of the leader's 13 Bonus Points, for a total
of 20, or a 20-18, simplified to a 110% combat
action; (3) the French 3-6 attacks the Russian
3-6at 100% combat odds. None of the Russian
units may retreat before combat. The auto-
matically eliminated 2-3 is removed first, and
the French units will not advance. Then the
110% combat action has a die result of ‘8", for
a combat result of “Drs;" since the units may
not retreat through Enemy occupied hexes or
unbridged river hexsides, they are eliminated
Finally the 100% combat action receives a
combat result of “Ar1 Drs'’. The effect of Arl
is applied first; the attacking 3-6 must retreat
one hex and be disrupted. This leaves a free
path for the Russian 3-6 to retreat its full
Movemen! Allowance and be disrupted.

Regular movement =
Double Forced March movement = Rl N N N A
Russian units are circled, others are French




The Campaign’

ET 3 (8)

of Napoleon in Russia
Grand Tactical Game (Hex~Grid Version)

The 1812 Grand Tactical game is a simulation
of the French invasion of Russia. The defeat of
Napoleon in this campaign eventually led to
the collapse of the French Empire, and the
demise of that truly great military leader. The
Grand Tactical game simulates the mechanics
of strategic maneuver and tactical decision in
this campaign. The game is divided into three
Scenarios: Scenario 1 starts in June with the
opposing forces deployed and ready to start
the campaign. Scenario 2 starts in August,
with Napoleon deep inside Russia and prepar-
ing his final drive to Moscow. In October,
Napoleon in Moscow is about to begin the epic
winter retreat as Russian armies converge from
all directions.

GAME SCALE

Each Game-Turn represents ten days of real
time. Each hex is 25 kilometers (about 16
miles), and each Corps is about 26,000 soldiers.

GAME COMPONENTS:
The 1812 Grand Tactical game should include:

one Game Map (22x34")

one Map Extension

one set of Die-cut Counters

one Terrain Effects Chart

one Time Record & Reinforcement Chart
one die

If any of these parts are damaged or missing,
write:

Simulations Publications, Inc.

44 East 23rd Street,

New York, N.Y. 10010

THE GAME MAP

The 22x34"" map sheet portrays the section of
Eastern Europe and Western Russia in which
the 1812 campaign took place. A hexagonal
grid has been superimposed over the map to
reqularize movement and the position of the
playing pieces. There is also a small extension
to the main mapsheet showing the St.
Petersburg area of Russia. This extension
should be “added on" to the main mapsheet.
The map has, in addition to the grid, color-
tinted Areas superimposed for supply pur-
poses.

GAME CHARTS AND TABLES
Various visual aids are provided for the player
1o simplify and illustrate certain game func-

tions, The rules folder and Time Record &

Reinforcement Chart shows the initial place-
ment of playing pieces, further arrivals, and
tracks for recording the current Game-Turn.
The Terrain Effects Chart gives the effect of
each hex's terrain on movement and/or
combat. The Forced March Chart details
conditions and results of special Forced March
movement. The Supply Effects Chart shows
the effect of supply upon units (Unsupplied
Chart) and map Areas (Area Depletion Chart).
The Attrition Charts detail the results of
campaign attrition upon each Player's army;
and the Combat Resufts Table shows the
resolution of “"battles’ between playing pieces.

THE PLAYING PIECES

The multi-colored set of die-cut playing pieces
(henceforth known as units) represent the
opposing forces in the campaign. The Scen-
ario Chart shows which particular units are
used for a game. It is recommended that the
Players sort their units by type and color
immediately after removing them from the
sheet, and keep them segregated. This greatly
facilitates set-up and play of the game. The
Playing Pieces are distinguished by type,
strength, nationality and mobility, as repre-
sented by the color, numbers and symbols on
the units’ faces.

SAMPLE UNIT:

Unit Size -]

—
Unit Type ——b§]]1—humr Identification

\
Movement Allowance

Combat Suength/

Unit Size shows the historical size of the unit.
XXX = Corps
XX = Division

Unit Type shows the classification of the unit.
Classification is important for distinguishing
the special functions of certain units.

COMBAT UNITS:

XXX
B2 l%ﬂ
5-5 3-6
Infantry Cavalry

NON-COMBAT UNITS:

B 3 L -
(18 13 0-0
Leader Supply Depot

Combat Strength is the basic offensive and
defensive power of the unit expressed as a
number

Movement Allowance is the basic movement
capability of a unit, expressed as a number
representing the basic number of hexagons the
unit may move in a single Movement Phase.

Unit Identification is to distinguish between
otherwise identical pieces. The identification is
not historical.

OTHER MARKERS: The Area Depleted
markers are placed on the map to denote the
depletion of an Area’s supply ability. Inverted
counters from the 1812 Strategic Game should

Copyright ® 1972, Simulations Publications, New York, Printed in U.S.A.

be used as Contro/ markers, which indicate
French control of various cities and fortresses.

50% Area 50% Depleted 100%
Depleted Area 100% Depleted | Depleted

GENERAL COURSE OF PLAY

1812 is basically a two-player game. Each
Player moves his units and executes attacks in
turn with the objective being to destroy Enemy
units, while minimizing Friendly unit losses.
Combat is resolved by comparing the strength-
numbers of adjacent opposing units and
expressing the comparison as a simplified
probability ratio (odds). A die is rolled and the
outcome indicated on the Combat Results
Table is applied to the units being attacked.
(See the Combat Results Table for greater
detail).

GAME LENGTH

Each Scenario starts on a different Game-
Turn, as shown on the Scenario Chart. All
Scenarios end after the Victory Points Inter-
phase of Game-Turn 19. This final comparison
of Victory Points is used to determine the
winner of the game.

The Sequence of Play

1812 is played in turns. Each Game-Turn is
composed of two Player-Turns. Each Player-
turn is composed of three Phases. These
Phases are further broken down into Seg-
ments. After both Player-Turns are completed,
there is a Supply Interphase in which both
Players evaluate the supply status of their units
and the map Areas. Following that is a Victory
Points Interphase where the current level of
Victory Points is determined, and French
Political losses (if any) determined and
removed. A typical Game-Turn would proceed
as follows:

A. RUSSIAN [FIRST) PLAYER-TURN
(The Russian Player always plays first each
Game-Turn, )

1. ATTRITION PHASE: The phasing Player
places newly arrived units on the map, and
then determines Attrition for his units (see
Attrition rules).

2. MOVEMENT PHASE: The phasing Player
may move as many of his units as he wishes,
each in any direction, up to the full Movement
Allowance of each. Restrictions are outlined in
the Movement and Zone of Control rules, and
on the Terrain Effects Chart.

3. COMBAT PHASE:
lcomposed of the following segments)
a. Retreat Before Combat Segment. the non-
phasing Player may voluntarily retreat units
under attack.
b. Combat Resolution Segment: each battle
is resolved and the results applied. One battle
must be fully resolved and all results applied
before going on to resolution of the next.
c. Advance After Combat: the phasing Player
may advance attacking units across rivers or
into Fortresses, or into hexes vacated by a
Retreat Before Combat.
B. FRENCH |SECOND)] PLAYER-TURN
The French Player executes Phases 1 through
3, becoming the phasing Player.

C. SUPPLY INTERPHASE

The source of supply for Combat units and
depletion of Areas is determined, Area by
Area. Each unsupplied Combat unit requires
consulting the Unsupplied Table to determine
the effect.

D. VICTORY POINTS INTERPHASE

Control markers are adjusted and the current
Victory Point level determined. If this level is
below the Victory Points Index value for that
Game-Turn, the French Player must calculate
the French Political losses.

Attrition

COMMENTARY:

One of the more interesting aspects of the
1812 campaign was the enormous number of
deserters, Half the overall French Army was
actually allied foreign contingents. However,
the attrition rule also covers “losses’ due to
disorganization, starvation, other hazards
plaguing 19th Century armies, and the political
situation in other parts of Europe.

PROCEDURE:

Before each Movement Phase, the phasing
Player determines his losses due to Attrition.
The phasing Player rolls the die once on his
Attrition Table, and then removes the unit
types and sizes specified from the map.

FRENCH ATTRITION TABLE

die

roll  result

1 no effect

23 one cavalry corps
eliminated

45 one infantry corps
eliminated

6 one infantry and
one cavalry corps
eliminated

RUSSIAN ATTRITION TABLE
die

roll  result

1234 no effect

b one cavalry corps
eliminated

6 one infantry corps
eliminated

MOVEMENT

GENERAL RULE:

During the Movement Phase, tthe phasing
Player may move as many or as few of his units
as he wishes. Units move hex by hex through
the grid. Entering a hex requires a unit to
expend one or more Movement Points. A unit
may move into a hex only if it ha:s remaining
the requisite number of Movememt Points.

PROCEDURE:
Move each unit individually, tracing the path of
movement through the hexagonail grid.

CASES:
(A) Movement is never required, Iit is always
voluntary.

(Bl No Enemy Movement is permiitted during
the phasing Player's Movement Phase. No
combat may take place during a Movement
Phase (exception: see Automatic Elimination,
Combat cases K-O).

(C) Units are moved individually, im any direc-
tion or combination of directions. A unit may
be moved as many or as few hexes as the
phasing Player wishes, as long as: the Move-
ment Allowance is not exceeded. Unused
Movement Points are not accumwlated from
Phase to Phase, or Turn to Turn. Movement
Points may not be transfered between units,
either.

(D) Units may never enter, or pass through, a
hex containing Enemy units (exception: see
Automatic Elimination, Combat rules).

(E) Each hex contains (“represents’‘) a certain
type of terrain. The number of Movement
Points a unit must expend to enter @ hex varies
with the terrain. See the Movemenit section of
the Terrain Effects Chart for a full llist of these
different “'entry costs.” Units may be moved
through different types of terrain in the same
Phase, provided they have enough Movement
Points to expend for each hex entered.

Forced March

(F) During the Movement Phase a Player may
attempt to double the Movement Allowance of
any unit or units by a Double Forced March. A
Player may attempt to triple the Movement
Allowance of any Infantry unit by a Triple
Forced March.

(G) A unit attempting a Double Forced March
is moved its normal Allowance, then the
Double Forced March Table is consulted, and
the result applied. Units able to complete the
Forced March are then moved their Movement
Allowance again, giving them in effect a
“double” move.

{H) A unit attempting a Triple Forced March is
moved double its normal Allowance, then the
Triple Forced March Table is consulted and the
result applied, Units able to complete the
Forced March are then moved their Movement
Allowance again, giving them in grand total a
“triple'" move.

Stacking

(1) A Combat unit leaving a hex containing
other Friendly Combat units must expend one
additional Movement Point. With this restric-
tion, units may move through hexes occupied
by other Friendly units freely.

(J) Combat units may only finish a Friendly
Movement Phase stacked on the same hex if
they are all involved in an attack {see Combat).
Units may never stack except to attack, and a
stack must attack on a Friendly Combat Phase.
An unlimited number of units may stack in a
given hex.

(K) Leader, Supply and Depot units never
count in stacking. These units are not Combat
units, and neither cause nor suffer the stacking
penalites given in cases | and J above. Leader,
Supply and Depot units may stack with other
units at any time, and with no movement
penalty. They may remain stacked and need
not attack.

Depot Movement

(L) French Depot units may only move with a
Supply unit. Unless a Depot unit starts the
Movement Phase in the same hex as the
Supply unit, and is moved with the Supply
unit, the Depot cannot move.

Winter

(M) During Game-Turns 12 through 19 (winter)
all units have their Movement Allowance
reduced by one Movement Point. Thus a unit
with a normal Allowance of five would have an
Allowance of four during the winter.

FORCED MARCH TABLES
DOUBLE FORCED MARCH TABLE

TRIPLED FORCED MARCH TABLE

Ist  1st Die

Die Roll

Roll Results: 2nd Die Roll
1203 "4 556
L I

12 e

Ist 1st Die
Die  Roll )
Roll Results 2nd Die Roll

L2 3 L5

5,6 2 2nd Die Roll Results

HOW TO USE
THE FORCED MARCH TABLES:

Consult the appropriate Table once for each
unit attempting a Forced March.

Any unit may attempt a Double Forced March.
The unit is moved its normal Movement
Allowance, the Double Forced March Table is
consulted, and if the unit completes the March
it may be moved its normal Movement
Allowance again.

Only Infantry units may attempt a Triple
Forced March. The Infantry unit is moved
twice its normal Movement Allowance, the
Triple Forced March Table is consulted, and if
the unit completes the March it may be moved
its normal Movement Allowance again (for a
total of triple its normal Allowance).

For each unit attempting a Forced March, roll
one die and on the appropriate Table find the
""1st Die Roll Result.” If the result is “Op’’ the
Force Marching Player has the option to halt
the Forced March attempt at that point, or
continue and use the appropriate “2nd Die
Roll” track to determine the final result.

EXPLANATION OF RESULTS:
e = Success. The unit successfully com-

pletes the Forced March with no adverse effect.

Op = Option. The Force Marching Player may
halt the unit in its current position with no
adverse effect (it doesn’t complete the March,
and thereby ends its movement for that
Phase), or the die may be rolled again and the
results of the corresponding "“2nd Die Roll”
track applied.

d = Disrupted. The unit completes the
Forced March, but is then disrupted. (A
disrupted unit remains so until the end of the
same Phase of the following Game-Turn.
While disrupted it may not move, retreat
before combat, or attack; if disrupted again it is
eliminated. See the Disruption rules.) If a
Leader unit, the unit completes the Forced
March with no adverse effect (Leader units are
never disrupted).

e = Eliminated. If the unitis a "“5-5" Infantry
Corps, it completes the Forced March and is
then replaced by a "“2-3" Infantry Division. If
the unit is a ’3-6'" Cavalry Corps, it completes
the Forced March and is then replaced by a
“1-4"" Cavalry Division. If the unit is of any
other type it is eliminated (i.e., this result
eliminates a Leader, Supply, Depot, 2-3 or 1-4
unit),

EXAMPLE:

A French 5-5 Infantry Corps attempts a Triple
Forced March during the French Movement
Phase. The French Player moves the 5-5 ten
Movement Points, then consults the Triple
Forced March Table. He rolls a 3" (Op). The
French Player could elect to halt the March
attempt at this point (being content with the
movement already made), but decides to risk
continuing instead. The Player then rolls the
die again, getting a "'6" (e). This result dictates
that the 5-5 may move another five Movement
Points, and then is replaced by a 2-3 Infantry
Division unit.




Movement &
Zones of Control

GENERAL RULE

A unit or stack of units will extend a Zone of
Control into the six immediately surrounding
hexagons. Hexes upon which a unit is exerting
its Zone of Control are termed controlled
hexes. Only Combat units exert a Zone of
Control: Cavalry units exert a tota/ Zone of
Control, Infantry units a partial Zone of
Control.

CASES:

{A) If both total and partial Zones of Control
extend onto the same hex, the hex is
considered totally controlled. Friendly units
occupying a hex will only negate an Enemy
Zone of Control during the Combat Phase.

(B) Infantry and Non-Combat units entering
any Enemy controlled hex, or Cavalry units
entering a totally controlled hex, must stop;
they may move no further that Movement
Phase. If starting a Movement Phase on such a
hex, they may only move to an uncontrolled
hex (Cavalry units may also move to a partially
controlled hex). Thus Cavalry units must stop
when entering and never move through a
totally controlled hex. Infantry and Non-
Combat units must stop and never move
through any type of Enemy controlled hex.

({C) Cavalry units may move into, through
and/or out of partial Zones of Control. Cavalry
units suffer no movement penalty to enter a
partially controlled hex, but must expend two
additional Movement Points tc leave a partially
controlled hex. Cavalry units starting the phase
on a controlled hex never need expend
additional Movement Points to leave that hex.

(D) Zones of Control do not extend across
unbridged River hex-sides, but do extend
across bridged River hex-sides.

(E) Zones of Control never extend into or out
of a Fortress hex.

(F) Leader, Supply and Depot units never
extend a Zone of Control,

(G) Zones of Control have no effect on
Combat, only Movement.

COMBAT

GENERAL RULE:

When opposing units or stacks of units are
adjacent, Combat may occur at the phasing
Player’s discretion. The phasing Player is the
Attacker, the non-phasing Player the De-
fender, regardless of their overall strategic
position.

PROCEDURE:

The Attacker states all attacks he wishes to
make, and the Defender may then retreat units
under attack in the Retreat Before Combat
Segment. |f the defending units did not or
could not retreat, Combat Strengths of attack-
ing and defending units are compared in the

Combat Resolution Segment, and the resulting
odds percentage is cross-referenced with a die
roll on the Combat Results Table to determine
the result of each battle. The Attacker chooses
the order in which battles are resolved. In the
Advance After Combat Segrent the Attacker
may occupy the Defender's hex if the defend-
ing units Retreated Before Combat, or if a
successful attack was made across a river or
against units in a Fortress.

CASES:

(A} During the Combat Phase the phasing
Player may attack Enemy units adjacent to
Friendly units. When opposing units are
adjacent, attack is voluntary. However, if the
Attacker has stacked Combat units, he must
attack (see Movement case J).

(B) The phasing Player may not use units on
different hexes in the same attack. All attack-
ing units in a particular attack must be on the
same hex. (Exception: see Fortress rules.) All
units stacked on a hex must participate in the
same attack. No unit may ever attack more
than once per Combat Phase.

(C) Each Defender-occupied hex must be
attacked separately; no unit or stack of units
may simultaneously attack more than ane hex.
All units in the hex attacked must either
Retreat Before Combat or defend (at the
Defender's discretion; of course, those units
unable or unwilling to Retreat Before Combat
must defend). Units defending on a hex always
defend together; they can never be attacked
individually, Units may defend an unlimited
number of times each Combat Phase (excep-
tion: see Fortress rules).

Retreat Before Combat

(D) The non-phasing Player (Defender) may
Retreat Before Combat any unit attacked. A
unit may not be retreated, and thus must
defend, if any of the following apply:

1. The unit is surrounded by Enemy units or
totally controlled hexes. Friendly units on a
hex negate Enemy Zones of Control during
the Combat Phase.

2. The unit is Infantry, Supply or Depot, and
is attacked at 500% or greater odds. Cavalry
and/or Leader units may retreat regardless of
the odds percentage.

3. The unit is disrupted.

(E) Each unit Retreating Before Combat is
moved by the Defender its full Movement
Allowance. It may not move through un-
bridged River hex-sides, onto Enemy units,
Enemy totally controlled hexes unoccupied by
Friendly units, or hexes already moved through
during the retreat. If a retreat is impossible, the
unit may not Retreat Before Combat, and must
defend. After a Retreat Before Combat is
executed, the retreating unit becomes
disrupted.

Combat Resolution

{F) All units involved in an attack have their
Combat Strengths totaled (Leader Bonuses
may be added). All units on the defending hex
are also totaled (and Leader Bonuses added,
and this new total may be doubled or tripled if
the units are defending on certain types of
terrain — see the Terrain Effects Chart).

(G) Units with a Combat Strength in paren-
thesis (Leader and Supply units) only use that
Combat Strength if they are defending alone
on a hex. Otherwise, such units have a Combat
Strength of zero when defending, and may
never have their Combat Strength involved in
an attack.

(H} The total Combat Strength of the attack-
ing unitls) is compared to that of the defending
unitls). The comparison is expressed as a
percentage: the Attacker's Strength as a
percentage of the Defender’s. This percentage
is then cross-referenced with the result of one
die roll, and the result indicated on the Table is

Odds Percentage COMBAT RESULTS TABLE

less B0% 100% 110% 120%

than thru thru thru thru

80% 99% 119% 139%

140%  160%  180%  200%  300%  400%
thru thru thru thru thru or Die
159%  179% 199% 299% 399 more Roll

Drs ex

T '“Wﬂmﬁiﬂiﬁﬂmmrfﬁm

Drs Drs Vrex De

s .;.ﬁm—,ﬂ mwﬂmﬁr Eiﬁ‘mfrrm

Drs hex De

Ar1Drs Dr2

HOW TO USE

THE COMBAT RESULTS TABLE:

Compare the total Combat Strength of all
involved Attacking units to the total Combat
Strength of all units on the Defender's hex,
Express the Attacker's total as a percentage of
the Defender's (6 attacking 4 would be 150%,
4 attacking 4 100%, etc.). (Mathematically, to
compute a percentage divide the Attacker's
value into 100 times the Defender's value.
Thus 8 attacking 4 is computed as 4 divided
into 800, yielding a result of 200, or 200%.)
Now roll the die. Cross-reference the die resuit
row with the Odds Percentage column to
determine the result(s). Apply those shown to
the attacking and/or defending units involved
in the battle.

EXFLANATION OF RESULTS
Each code of letters and numbers is a result. If
more than one result occurs (such as "Arl
Drs" when a 2 is rolled with 100% odds), apply
the results in the order given.

The first, capital letter of the code refers to the
Player affected:

A = Attacker’s units affected

D = Defender’s units affected
Only the units of the Player specified, and only
those units involved in the battle, are affected.

The small letters and numbers following the
capital letter refer to the specific result applied:

e = Eliminated. All the Player's involved
units are eliminated.

Y:ex = Half Exchange. All involved Defend-
ing units are eliminated. The Attacker must
lose units whose total Combat Strength is at
least half the total basic Strength of the
Defending units lost. The Attacker chooses
which of his units are eliminated.

rs = Retreat Scatttered. Each unit is separ-
ately retreated its full Movement Allowance,
and must finish the retreat on an unoccupied
hex or Friendly comtrolled Fortress hex. If
unable to finish the retreat on an unoccupied
hex or Friendly conrolled Fortress hex. If
unable to finish the retreat on an unoccupied
of Friendly Fortress hex, the unit is eliminated.

r2 = Retreat. All of the Player's involved
units retreat two hexes, or onto an adjacent
Fortress hex. The units are then disrupted.

r1 = Retreat. All of the Player’'s involved
units retreat to an adjacent hex(es) and are
then disrupted.

Note: In "Ars” or "Ar1" results the Attacker
may retreat any wninvolved unit with any
involved unit if desired. The uninvolved unit
must be on the same attacking hex as the
involved units to also participate in the retreat.

RETREAT PROCEDURE:

The Player affected always retreats his own
units. Units which have not moved onto a
Friendly Fortress hex must retreat the full
amount specified by the result. If a retreating
unit does move onto a Friendly Controlled
Fortress hex, it must stop its retreat on that
hex.

A unit may not retreat through unbridged river
hex-sides, onto hexes occupied by Enemy
units, or hexes already passed through by that
unit during the retreat. A unit unable to
complete a retreat due to one or more of these
restrictions is eliminated. Units may retreat
through Enemy Zones of Control.

Sometimes a retreating unit will have available
a variety of retreat routes. The Player retreat-
ing the unit may choose the route, provided
the priorities below are followed:

1. The unit is retreated through the minimum
number of Enemy controlled hexes (preferably
none at all).

2. The unit is retreated toward (onto if
possible) the nearest Friendly Controlled Fort-
ress hex. Units that retreat onto a Friendly
Fortress hex never continue their retreat.

DISRUPTION

Disrupted units remain so until the end of the
same Phase of the following Game-Turn.
Disrupted units may not move, Retreat Before
Combat, or attack. If disrupted again they are
eliminated. Leader units are never disrupted
{see Disruption rules).

ADVANCE AFTER COMBAT:

If the defending units Retreated Before Com-
bat, or if the attack was made across a River
hex-side or against a Fortress hex, the Attacker
may Advance After Combat into the Defen-
der's hex. See Combat case J.

AUTOMATIC ELIMINATION:

If 500% or greater odds are achieved, the
defending unit(s) are Automatically Eliminated.
See Combat cases K through O for details.

|

9-€

rAV

Ainp Ape3 Jaunp alen

SNYISSNY

€ls

Anr pia

vls

{w3as)

8+T)

Sl o

9|z

‘Bny pua | Bny Aped | Anr a1e

(W3aN)

L 8<T)

LE 0

(W3N)
Lla

wasnjny

8| g

(W3as)

B

q1dag Apeg| ‘Bny a7

(was)
g9-¢ | G-¢
=
6|9

1dag pIN

841)

{N3S)
W

8+T)
e

171

1deg a1e7

i

W{s: OL|

81)

(was)
i

100 Aue3

61

-awieb jo Japuiewal 104

auo Ag paanpai suun jie
40 BIUBMOJJY 1UBLIBAOHY

‘€l NHAL-FWVD SNIDIF HILNIM

‘aAow sun ayl jo Buwuwbaq a8yl se pajunod
S| pai;gud xay 1sif 9yl ‘dew a8yl jo apis 1sam
syl uo ur bBnoiq sle SIUSWA2IOJUBI YIuald |V
‘payoidap adAl ayl jO 1un 8uo (uinj

-awes) 1Byl ui) saaiaoal Jakeld a8yl leyl Saiedipul
1un e jo aimoid yoeg "uonedo| e je BuialLe syun jo
13qUINU JO SULIS} Ul PA1EJIPUI SJ8 SIUAWAI0MUIRAI |IY
LHVYHD LNIW3IDHO4NIZH 3HL 3SN OL MOH

applied to the attacking and/or defending
units. See the Combat Results Table for
details.

(1) Attacks made through an unbridged river
hex-side must be at least 160% . Attacks at less
than 160% odds are always an “"Ae’ result (all
attacking units are eliminated).

Advance After Combat

(J) If the Attacker attacked across a River
hex-side or a Fortress hex, he may occupy the
hex in the Advance After Combat. The
Attacker may always advance if the Defender
Retreated Before Combat all units on the
defending hex. The Attacker may never

advance if a combat result of “Ae”, “Ars”, or
"Ar1"” occurred. The Attacker may advance
into the attacked hex any attacking units
involved in the battle, including all of them.
This is the only hex he may advance into.

Autornatic Elimination

(K) If, during the Movement Phase, 500% or
greater odds are achieved against a defending
Infantry, Supply and/or Depot unitls), the
defending unit(s) are Automatically Eliminated,
There is no Retreat Before Combat, since this
action is during the Movement Phase.

(L) Any Infantry or Cavalry unit automatically
has 600% Automatic Elimination odds against
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Designer’'s Notes
and Historical Background:

When Napoleon invaded Russia on June 24, 1812, he
had assembled the largest military force ever known
to Europe. His Central Army Group alone contained
361,000 men. The Flanking armies contained a
further 62,000 men; in Prussia and Poland 61,000
more were mobilizing. Roughly 80,000 more men
arrived later in the campaign, as garrisons and
replacements. Altogether, the French Empire and
eighteen of its allies and subject states had gathered
600,000 men, 175,000 horses, and 100,000 cattle and
pigs for the subjugation of Russia.

To oppose this force, the Russians had 176,000 men
tacing the French, and another 123,000 men on other
fronts (Finland, the Danube, etc.). During the
campaign another 185,000 men were drawn into the
colors. There was no hope of assistance; a cowed
Europe opposed Russia, who fought alone.

By January 1813, the French were back behind the
Elbe river of Germany (to the west, off the maps).
Prussia had revolted, and Austria was mobilizing. A
restive Germany threatefied to finish the collapse of
Napoleon’s European domination.

Of those 600,000 invaders, only 115,000 escaped in
organized formations, Tens of thousands of starving
stragglers littered the countryside. Of the 115,000
men, 48,000 deserted the French cause, or were
interned; another 40,000 were left in now isolated
garrisons. The remainder had re-assembled into one
of the smallest French armies in Europe, to defend
against over 100,000 pursuing Russians.

The largest factor in this enormous bloodbath was
supply. Thus the game design treats this as the
central paint. The ability of a Napoleonic army to
supply itself depend primarily on the surrounding
countryside. A Corps of 25,000 men can live off the
produce surplus of an equivalent number of people
for roughly 15 days. This area is then “stripped"
(depleted of supply), and the army must move or
starve. However, to mollify this, all armies had supply
gathering organizations, which would assemble
supplies and stockpile them for use, occasionally
even doing some limited transport.

In Western Eurcpe, supply became a problem only
when massive numbers of troops concentrated for a
battle. This is why so much of Napoleon's art of war
consisted of converging marches to battles, and
divergent pursuits. This approach minimized the
time/concentration factor. Other armies travelled in
large masses, which were greatly slowed down due
to the radius of foraging necessary to supply
themselves. France had an average population
density of roughly 140 people per square mile;
however, Russia varied between five and twenty per
cent of that. This meant that even the average corps
could simply not move on a march, gathering supply
as it went along. It had to slow down and deliberately
forage even when marching.

Each infantry corps in both games represents 25,000
men; each cavalry corps represents 10,000 horse.
Each of these units would censume in one Game-
Turn 90% of the supply in three hexes (the horses eat
a lot more), Thus all of Western Russia would be
eaten out in a campaign of nine months with forces
of over 1 million men. A guick campaign was the only
alternative to starvation for both sides.

Napoleon was aware of the problem. His estimation
was that Russia was capable of supplying only 20%
of his forces, an estimation that was borpe out by the
proportion of troops that escaped from Russia. Many
extraordinary measures were taken to insure the
necessary flow of supplies. Napoleon ordinarily
considered that a proportion of fourteen wagons per
1000 men was necessary. For this operation, in
addition to the four wagons per 1000 men integral in
the corps, a further equivalent of 15,610 wagons
were attached to the invading force. Overall, this was
roughly 30 wagons per 1000 men, more than double
the norm. The naval service was to set up a water
borne flow of supplies using the extensive river
networks, and project supply deep into Russia. Most

importantly, all the strategic planning was dependent
on a decisive victory near the border, eliminating the
bulk of the Russian field armies; this would prevent
the need for projecting too many men beyond the
supply network.

The Russian plans were quite simple; give ground,
reacl to what the French did, and wait until the
French had wasted themselves on lunging marches,
lack of food, and winter. Then, and only then, were
they to strike back. This was actually more instinctive
than planned on the Russian part, and there was
always the danger that some hot head would decide
to defend Holy Russia, or that the Tsar would be too
influenced by the apparent catastrophe of events.

Nearly all of the French planning failed. The water
borne supplies were interdicted by a British fleet in
the Baltic, and probably was unteasible to begin
with. The wagons could not move at nearly the
planned speed; the roads on the maps were no more
than sandy tracks. The wagons were also excessively
vulnerable to damage to raiding. As the campaign
progressed, the units slowly lessened in mobility as
the amount of supply that could be stored and
carried decreased. The Russians refused to stand and
fight, so Napoleon lost nearly 100,000 men in the first
month fruitlessly force-marching around what he
thought time and again would be their new final
position. Maost important of all, no one had
anticipated the capacity of the Russian mind in
terms of resistance. They were perfectly willing to
destroy a province, devastate their own territory, kil
their own people, and burn their own supplies to
deny the French those benefits. Even the occupation
of Moscow was accepted with relative calm. Roughly
two million civilian casualties were incurred in the
invasion, but the Tsar barely blinked an eye.

The major French advantage was in leadership.
Napoleon himself and many of his marshals were
grossly superior to virtually all the Russian generals.
This only counted in battle though, and there was
but a single great battle (Borodino, see Strategy &
Tactics, issue 32) in the entire campaign. It was only
if the Russians ventured onto the offensive tactically
that their poor leadership would show. Almost
instinctively, the Russians adopted the proper mix of
a strategic delaying action, followed by the offensive,
while tactically always remaining on the defensive.
They would place themselves in positions that the
French could not bypass, and force them to attack.
Since the Russians could operate in the peripheral
parts of the French march areas, relatively unaffected
by supply, they easily cut up the French units without
leaders, especially the invaluable supply-generating
units

The Victory Conditions are not what they seem to be.
Although expressed in terms of occupying territory,
this can only be accomplished by first destroying the
opponent's army, |f either Player spreads himself thin
holding territory, he will ultimately lose the game to
the Player who concentrates and defeats in detail. As
in all Napoleonic campaigns, it is the destruction of
the enemy army that brings victory, not territory.

There was a great deal of synergism among the staff
at SPI in developing the game. It is a product of an
atmosphere rather than of any individuals. The
original game was based very closely on the Leipzig
game, Basically the game was unsatisfactory since it
omitted the crucial elements of the campaign, such
as the political/morale impact of progressive defeat
or victory on the non-French troops (60% of the
entire army), and supply problems in the sparsely
settled areas. So the Strategic version was devel-
oped to reflect the primacy of logistical problems.
Having eliminated the hexagonal grid as a vehicle to
reflect the tactical finesse in battles, it became
necessary to evolve a rather complicated combat
procedure to reflect this loss. In turn, we went back
to the Grand Tactical version and adopted many of
the rules included in the Strategic version on a
different level. The difference is unique, to our minds.
So we decided to offer both games in this combined
package, and leave it up to you, the Players, to
decide which is the superior representation of the
campaign

any hex containing only Depot units. This is
because Depot units have a Combat Strength
of 0", thus units of the phasing Player may
move right through or over them as if they
didn't exist.

(M) Automatically Eliminated Combat units
immediately lose their Zone of Control for the
remainder of the Movement Phase. The hex
they occupied may be moved into or through
at the cost of one additional Movement Point
when entering the hex. Automatically Elimin-
ated Combat units are eliminated at the start of
the Combat Phase following the Movement
Phase.

(N) Automatically Eliminated Supply and
Depot units are immediately removed from the
game (eliminated). They have no Zone of
Control to lose, and the hex they occupied
does not inhibit movement of the phasing
Player's units.

{0) Cavalry and Leader units may never be
Automatically Eliminated.

Disruption

GENERAL RULE:

A unit is disrupted after a Retreat Before
Combat, as a result of a Forced March
attempt, or of a battle. Leader units are never
disrupted.

CASES:

(A) A disrupted unit may not move, Retreat
Before Combat, or attack, but does defend
normally. Disrupted Supply and Depot units
may not be used for any Supply functions.
Leaders are never disrupted.

(B) A unit disrupted during a certain Phase will
remain disrupted until the end of the same
Phase on the following Game-Turn. Thus a
unit will remain disrupted for the six Phases
and two Interphases following the Phase of
disruption (each Game-Turn has six Phases,
three for each Player-Turn, and two Inter-
phases). Example: a unit disrupted by an
Enemy attack would remain disrupted until the
end of the Enemy Combat Phase on the follow-
ing Game-Turn. A unit disrupted by a Forced
March attempt would remain disrupted until
the end of the Friendly Movement Phase of the
following Game-Turn.

(C) A unit currently disrupted is destroyed
when disrupted again.

Ll
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COMMENTARY:
Before armies were tied to a complex “line of
communication’’ (roads, railroads airfields,
beachheads, etc.) they lived off the land. Men
made use of almost anything that could be
found, with some material being loaded into
horse-drawn wagons and taken with the main
body of the army. Troops without land suitable
for living from, or well-stocked wagons, were
disorganized, demoralized, and starved. Thus
in 1812 supply affects the survival of units, not
their Movement or Combat. The inability of the
countryside to host an army continuously is
reflected in the depletion of Areas.

GENERAL RULE:

The map sheet is divided into Supply Areas
represented by the different color-tints. Com-
bat units within an Area either deplete the Area
itself, or use a Depot unit within the Area.
Units within an already depleted Area may
deplete an adjacent Area having a Supply unit,
use a Depot unit, or become unsupplied.
Unsupplied units risk elimination on the
Unsupplied Chart. Areas are “50%" and
“100%"" depleted, the latter state making the
Area worthless for all future supply. The effect
of units depleting an Area is shown on the
Area Depletion Chart.

PROCEDURE:

In each Supply Interphase, the supply of units
and depletion of Areas is resolved Area by
Area. Supply for afl units (of both sides) is
determined simultaneously in each Area.
Those Areas already 100% depleted should
be resolved first. After the situation in a given
Area is determined, the Area Depletion Chart is
consulted if any units used the Area as a
supply source, and if necessary Depletion
markers are placed in the Area. If there are any
unsupplied Combat units in the Area, a die is
rolled for each and the resulting effect found
on the Unsupplied Chart,

CASES:

{A) Combat units may use an Area or Depot
unit as a source of supply. A Combat unit may
never be deliberately “unsupplied” if a source
of supply is available, Combat units without a
source of supply are “‘unsupplied.” All Non-
Combat units are automatically "supplied” at

all times,
[
0-0

Depot Units [French only)
(B) At the end of any French Movement Phase
any Supply unit in an un-depleted Area may
create a Depot unit. The Depot is stacked with
the Supply unit, and a 100% Depleted marker
placed in the Area. The Russians may never
create Depot units, but their Supply units may
voluntarily 100% Deplete the Area they
occupy at the end of any Russian Movement
Phase.

(C) Depot units are immediately and auto-
matically eliminated whenever alone in a hex
adjacent to an Enemy Combat unit. Thus
Enemy Combat units moving next to or past
only a Depot will destroy it. Depot units in a
stack of Friendly units are not affected by
adjacent Enemy units.

(D) Depot units can be a source of supply for
any Combat units in the same Area. Depot
units cannot be a source for units in other
Areas. Enemy units in an Area do not affect a
Depot's supply source function. If 6 or more
Friendly Combat units use a Depot unit as a
source of supply, the Depot unit is expended
(removed from the map). Expended or auto-
matically eliminated Depot units may be
recreated (see case B above). If 5 or less
Friendly Combat units use a Depot as a source
of supply, the Combat units are supplied and
the Depot is not expended.

Supply from Areas |French or Russian]

(E) Undepleted and 50% depleted Areas can
be sources of supply for all units in the Area.
100% depleted Areas are never a source of
supply.

(F) Units in an undepleted Area may use the
Area or a Depot unit as a source of supply.
Units in a B0% depleted Area must use a
Friendly Depot if one is in the Area; if not the
Combat units use the Area. Units in a 100%
depleted Area cannot use the Area, but must
use a Depot unit or an adjacent Area (see case
G), or are considered unsupplied. For each
unsupplied unit roll once on the Unsupplied
Chart to determine the effect.

{G) A Combat unit in @ 100% depleted Area
may use an adjacent Area as a source of
supply if a// five of the following conditions are
met:

1.no Enemy Combat units occupy the
adjacent Area.

2. no more than two Friendly Combat units
occupy the adjacent Area,

3. the adjacent Area is undepleted or 50%
depleted,

4. the adjacent Area contains a Supply unit,
and

SUPPLY CHARTS

UNSUPPLIED CHART

Game-Turns 12-19 Rg|| the die once for each Combat unit

HOW TO USE
THE UNSUPPLIED CHART:

Die Roll Result:
Game-Turns 1-11
1.2 no effect no effect
no effect unit eliminated
4 5 6 unit eliminated unit eliminated

unsupplied. Use the left result column on
Game-Turns 1 through 11, the right column
on Game-Turns 12 through 19. Non-Com-
bat units are always supplied, and never
consult this Chart.

AREA DEPLETION CHART

Quantity of Corps-sized Combat
units using Area as supply source:

Game-Turns

1-1
Game-Turns
12-19
.Inirialf State of Area:
Undepleted n n 50;1 100d
HOW TO USE 100d = Area 100% depleted. Area becomes

THE AREA DEPLETION CHART:

The Chart cross-indexes the number of Corps-
sized Combat units using the Area as a supply
source with the Initial State of the Area in
question. To use the Chart, first determine the
appropriate upper track and sub-track to be
used. On Game-Turns 1 through 11 use the
upper track; on 12 through 19 the lower track.
Always use the “Without Supply unit” sub-
track; except when only one Player has
combat units in the Area, and that Player has a
Supply unit in the Area and wishes to use the
“With Supply unit” sub-track. Having deter-
mined the proper track and sub-track, add
together the number of Corps-sized Combat
units of both Players in the Area and
cross-reference this column with the proper
Initial State of Area row.

EXPLANATION OF RESULTS:

The results show the final state of the Area at
the end of the Supply Interphase:

n = Normal. Area is unaffected, remains
undepleted.

50d = Area 50% depleted. Area becomes
50% depleted. If already 50% depleted there is
no additional effect.

100% depleted. (If already 100% depleted the
Area Depletion Chart is not necessary, since
no Combat unit could use the Area as a supply
source.)

EXAMPLE:

The French Player has one Leader unit, two 5-5
Infantry Corps units, one 2-3 Infantry Division
unit, and one 3-6 Cavalry Corps unit in an
undepleted Area at the end of Game-Turn 8.
The Russian Player has two 5-5 Infantry Corps,
one of which is within a Fortress. To determine
Area Depletion use the “Game-Turns 1-11"
track and the ““Without Supply unit”’ subtrack.
The French Player has three Corps-sized
Combat units in the Area (the Leader and the
2-3 are not Corps-sized Combat units), the
Russian one (the other is using the Fortress
hex it occupies as a source of supply). Thus
the “4-7'" column for guantity of Corps-sized
Combat units is used. This column, cross-
referenced with the ““Undepleted” row, yields
a result of “60d”. The Area becomes 50%
depleted at the end of the Supply Interphase,
so next time depletion for that Area is
determined, the Initial State of the Area will be
"50% depleted.”

5. the adjacent Area was not used by any
Combat units of a third, different Area as a
source of supply that Game-Turn.

For each Combat unit using a Supply unit in an
adjacent Area as a source of supply, denote it
by placing one blank counter on the Supply
unit.

Depletion of Areas

(H) After the source of supply for all Combat
units in an Area has been determined, the Area
Depletion Chart is consulted by cross-indexing
the initial state of the Area with the Combat
units using it as a source of supply. If only one
Player has Combat units in the Area, and has a
Supply unit in the Area also, the “With Supply
unit” track on the Area Depletion chart may be
used if that Player desires. Any units from an
adjacent Area using the one in question for
supnly (as in case G) are also added to the total

Combat units using the Area as a source of
supply. Here also the “With Supply unit” track
may be used. If opposing Players both have
Combat units in the Area, the “Without
Supply unit” tracks must be used, and the
combined total of both Player's Combat units
is used on the Area Depletion Chart.

(1) The Depletion of Areas takes effect at the
completion of the Supply Interphase.

Fortresses

{J) Fortresses may be used as a supply source
for any one Combat unit on the Fortress hex.
All additional Combat units on the hex must
use an Area or Supply unit as a supply source.
Russian Combat units may only use as a
supply source Fortresses within Russia never
occupied or passed through by French units.
French Combat units may anly use as a supply
source Fortresses outside Russia and never
occupied or passed through by Russian units.




Leaders
Offensive
= - /Leadership Bonus
Identification Letter .| 17/
B LN
Leader's Name——" %% ™ Defensive
4 Leadership Bonus
Combat Strengm/ L%

h)
Movement Allowance

GENERAL RULE:

A Leader unit adds the Offensive Leadership
Bonus to the Combat Strength of any attack
unit or stack of units it is stacked with. A
Leader unit adds the Defensive Leadership
Bonus to the Combat Strength of any defend-
ing unit(s) it is stacked with. (Exception: see
Fortress rules).

CASES:
(A) Leadership Bonuses are added before
Terrain effects are determined.

(B) More than one Leader may add its Bonus
to a group of attacking units, or a hex of
defending units. The total Bonus value added
1o the Combat Strength may never exceed the
total Combat "Strength. Additional Bonus
points available from the Leader unit(s) are not
used for the battle. Example: A French 55
Infanty Corps unit and the Napoleon Leader
unit (25/25 bonuses) have a total Combat
Strength of ten Points. Napoleon could only
canribute five of the 26 Bonus Points. If seven
5-b's were stacked with Napoleon, the total
Strength would be 60 (36 Combat Strength
Points plus the full 26 Leadership Bonus
Points).

(C) Leader wunits onfy use their Combat
Strength when defending alone on a hex. They
may not attack alone, and when attacking or
defending with other units, they only add their
Leadership Bonus values.

Fortresses

GENERAL RULE:
A Fortress hex provides a source of supply for
any one Combat unit on it, stops Zones of
Control, and affects Combat. Besieging a
Fortress is as good as capturing it for Victory
Points purposes.

CASES:

(A) A Fortress hex automatically provides a
source of supply for any one Combat unit
stacked on the hex. Russian Combat units may
anly use Fortresses within Russia never passed
through by French units. French Combat units
may only use Fortresses outside Russia never
passed through by Russian units. If such a
Fortress has been passed through by Enemy
units, the Fortress can no longer act as a
supply source, but is otherwise normal if re-
occupied by the original Player.

(B) Zones of Control never extend onto a
Fortress hex, and units on a Fortress hex never
exert a Zone of Control onto any adjacent
hexes.

(C) Units defending on a Fortress hex triple
their Combat Strength (see Terrain Effects
Chart). “Dr" and ""Drs" results do not apply
(become no effect) to units defending on a
Fortress hex.

(D) All units adjacent to a Fortress may make
one combined attack if desired, even if the
units are not all on the same hex. Provided the
Fortress hex is being attacked, the attacker
may involve as many Friendly units adjacent to
the Fortress as desired. After the Combat
Strength of all Combat units involved is
totaled, the total Bonuses of all Leader units
involved is applied (Combat Strength total
permitting). This is the only exception to the

rule that all units involved in an attack must be
on the same hex.

(E) Attacking units on a Fortress hex must
attack all adjacent Enemy-occupied hexes in
one combined battle. Attacking units on a
Fortress hex may not attack individual hexes,
but must involve all adjacent Enemy units. If
any adjacent hexes are divided from the
Fortress by a River hex-side (bridged or
unbridged), the Attacker may or may not
involve them at his discretion. If Enemy units
on hexes separated by River hex-sides are
involved, all such units must be attacked.

(F) Sieges. Al the end of the game, if Enemy
units, or Enemy controlled hexes occupied by
Friendly units, surround all hexes adjacent to a
Friendly Fortress hex, the Fortress is under
siege, and thus no longer controlled by the
Friendly Player. Units in a besieged Fortress
are destroyed at the end of the game. The
besieging Player receives Victory Points for the
besieged Fortress, but does not control the
Fortress. The besieged Player receives no
Victory Points for a Fortress under siege by the
Enemy..

{G) Control. If a Fortress is not under siege, the
last Player to move a unit through or onto the
Fortress hex controfs the Fortress. Use in-
verted units from the other version of 7872 to
denote French Control of a Fortress hex, while
Fortress hexes without a Control marker
denote those Controlled by the Russian Player.

Victory Points & Conditions

GENERAL RULE:

Victory Points, based on the control of certain
cities or Fortresses, affect French Palitical
losses and determine the winner of the game.
Unlike many Simulations games, Victory
Points are not scored by a specific Player, but
impartially tallied each Game-Turn.

PROCEDURE:

Victory Points for cities or Fortresses con-
trolled by the French Player are computed at
the end of each Game-Turn, during the Victory
Points Interphase. The current total of Victory
Points affects French Political losses. The final
total after Game-Turn 19 determines the
winner.

CASES:

(A) Seoring Points: For each Control marker
added to the map, raise the level of Victory
Points the appropriate amount, for each
French Control marker removed, lower the
level of Victory Points the appropriate amount.

VICTORY POINTS TABLE

French Control of + 5 points
St. Petersburg

French Control of +5 points
Moscow

French Control of +3 points

Kiev

French Control of
any other Fortress

Elimination of
Napoleon Leader unit

+ 1 point each
-5 points

(B) French Political Losses: At the end of each
Game-Turn, during the Victory Points Inter-
phase, the current total of Victory Points must
be at least equal to the italic number to the
right of the Game-Turn number in the
Game-Turn box (see Time Record and Rein-
forcement Chart). If the current total is below
this number, the French Player must imme-
diately removed from the map one Corps of
his/her choice.

(C) Game Winner: The following list shows, for
a given level of Victory Points, which Player
won the game.

POINTS VICTORY LEVEL
22 or more French Decisivie Victory
18-21 French Marginal Victory
15-17 Draw (Russian moral victory)
12-14 Russian Substantive Victory
11 orless Russian Decisive Victory

THE SCENARIOS

1812 has three different Scenarios represent-
ing three different portions of the actual
campaign. Scenario 1 starts with the French
invasion, and allows Players to simulate the
whole campaign. Scenario 2 starts in late
August 1812, where Napoleon in the actual
campaign made the decision to march on
Moscow. Scenario 3 starts in early October
1812, where Napoleon in Moscow pondered
the problems of salvaging his campaign.

To set-up and start playing a game of 7872,
Players should set the main map on a large
table, placing the map extension on the north
edge so that it matches into the main map.
Distribute the playing pieces as indicated by
the Scenario, place a marker on the appro-
priate Game-Turn of the Time Record Track
(All Scenarios end on Game-turn 19), and
begin play with the Russian Player-Turn

KEY TO ABBREVIATIONS:

Leader units are referred to by their Identifica-
tion Letter. All other units are indicated by their
Combat Strength and Movement Allowance. If
more than one unit is to be used, a number
followed by a multiplier symbol preceeds the
identification. Thus "“6x5-5"" means five Infan-
try Corps wnit (each have 5-5 values).

Scenario 1

The game starts on Game-Turn 1, and ends
after Game-Turn 19 is completed.

The French only Control those Fortress hexes
outside of Russia.

No Areas are depleted.
The current Victory Point level is 6.

FRENCH INITIAL DEPLOYMENT:
directly on

the hex of:
Tilsit: 55,36, S
Prenn: 3x36, D, E
Pilviski: 5x5-5, 3-6, 2x1-3, A, C
FG
Miriampol: 55, B
Olecko: 2x5-5, J

Czymochen: 5-5, 3-6, H
Augustow: 3-6
Schtschosin: 5-5, 3-6, L
Novogorod: 65, M
Novominsk: 5-5, K

Lublin: 5-5, 3-6, N
Thorn: 5-5
Modlin: 5-5
Koenigsberg: 5-5
Memel: 55
Warsaw: 1-3
Danzig: 1-3
RUSSIAN INITIAL DEPLOYMENT
directly on
the hex of:
Drissa: 1-3
Bobruisk: 5-5
Riga: 55, 1-3, C
Vilkomir: 55, 3-6, H, L

Vilna: 5-5 A

Lida: 5-5
Smorgonie: 36
Svencionys:  5-5, 3-6, J
Bialoystok: 3-6

Brest: 3-6
Radetshko: 65, B

Scenario 2

The game starts on Game-Turn 7, and ends
after Game-Turn 19 is completed.

The French Control all Fortress hexes on the
map but the following: St. Petersburg, Riga,
Smolensk, Tula, Lutsk, Mozyr, Kiev

The current Victory Point level is 14.

Areas 100% depleted are: FW9, FW13, R22,
R32, R33, R44

Areas 50% depleted are: R23, R25, R30, R31,
R34, R35.

The Russian Player deploys his units first, the
French Player second.

RUSSIAN INITIAL DEPLOYMENT:
directly on

the hex of:
Riga: 55, C
Lutsk: 55, 14, E
Mozyr: 5-5
Kiev: 1-3
within three
hexes of:
Vyasama: 3x5-5, 2x3-6, 2x1-4, 1-3,

A J, L

anywhere within
the Area of:

Polotsk (R31): 5-5, 1-4, H
[may not be deployed
within two hexes of the
Polotsk hex]

FRENCH INITIAL DEPLOYMENT

directly on
the hex of:
Roslavl: 14, D
Mogilev: 2-3
Bobruisk: 2-3
Minsk: 2-3
Orsha: 2-3
Vilna: 2-3
Kovno: 2-3
Minsk: 1-3
Konigsberg: 5-5
Warsaw: 5-5
Slonim: 2-3, K
within one
hex of:
Riga: 2-3
Dunaberg: 2-3, 14, S
within two
hexes of:
Polotsk: 55, 23, 14, G, H
Tilsit; 5-5, 2-3, 1-3,
within three
hexes of:
Brest: 5-5, 1-4, 1-3, N
within four hexes of:
Smolensk:

3x6-5, 2x3-6, 2x2-3,
3x1-4,2x1-3,A,B,C, E
s I

4

Scenario 3

The game starts on Game-Turn 11, and ends
after Game-Turn 19 is completed.

The French Control all Fortress hexes on the
map but the following: St. Petersburg, Riga,
Tula, Lutsk, Bobruisk, Mozyr, Kiev. The French
also Control Moscow.

The current Victory Point level is 19.

Areas 100% depleted are: FW9, FW13, R22,
R32. R33, R44, R51, R52, R57

Areas 50% depleted are: R23, R24, R25, R27,
R30, R31, R34, R35, R36, R43, R50, R53, R58

The French Player deploys his units first, the
Russian Player second.

FRENCH INITIAL DEPLOYMENT

directly on

the hex of:
Smolensk: 55, 2-3, 1-3, P
Polotsk: 55,14, H, G
Dunaberg: 23,14, 8
Minsk: 2-3, 0-0
Vilna: 1-4, 0-0
Borisov: 5-5
Kovno: 5-5
Danzig: 5-5
Vyasma: 2-3
Orsha: 2-3
Warsaw: 2-3
Vitebsk: 1-4
Mogilev: 1-4
within three
hexes of:
Brest: 55, 36, K, N
within four
hexes of:
Moscow: 2x56-5, 4x2-3, 3x1-4,
3::1':3, A B €D EF

RUSSIAN INITIAL DEPLOYMENT

directly on

the hex of:
Lutsk: 2x5-B, 36, E, F
Bobruisk: 2-3
Mozyr: 23
Riga: 2-3
Kiev: 1-3
within four
hexes of:
Kaluga: 3xb-5, 3x3-6, 2x2-3, 1-4,

123, A, D, J, &
|may not be on or
adjacent to French
units)

anywhere in

the Area of:

Polotsk (R31) 2x5-5, 3-6, K
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Hendrick

Rules Composition: Arnold Hendrick
Production: Manfred F. Milkuhn and George Bouse

Example of Play

This is a typical (though somewhat inept)
Russian defense of a river line. It is the French
Player-Turn.

MOVEMENT PHASE

First the French Player moves the 5-5 unit with
leader "'P" adjacent to the Russian 2-3; it
moves three hexes, through a river hexside,
expending four Movement Points. This results
in an Automatic Elimination against the Rus-
sian 2-3; it is a 10-2 (the French 5-5, plus the
leader bonus, equals ten), or a simplified 5-1
combat odds situation. The French 1-4 and 3-6
move through this hex, expending an addi-
tional Movement Point for moving on the
Automatically Eliminated unit's hex. N.B.: the
unit in the fortress has no effect, since Zones
of Control do not extend into or out of
Fortresses. In the center, the French move
leader “C", a b-5, a 2-3.and a 3-6 unit into the
hex opposite the Russian 5-5 and leader “B"'.
One French 1-4 moves to block the last
bridged hexside, while the other moves up.
Now the French Player force marches two
units. The 3-6 adjacent to the fortress double
force marches successfully (rolling a *1"),
while the 1-4 rolls a 5" and, choosing 1o
continue the attempt, rolls a “4", reaching the
target hex, but becoming disrupted.

COMBAT PHASE

The French Player has three combat actions:
(1) the Automatic Elimination against the 2-3;
(2) an attack across the bridged hexside at the
Russian 5-5 and leader (four Bonus Points)
defending at 18, with the 5-5, 2-3 and 3-6, plus
ten of the leader's 13 Bonus Points, for a total
of 20, or a 20-18, simplified to a 110% combat
action; (3) the French 3-6 attacks the Russian
3.6 at 100% combat odds. None of the Russian
units may retreat before combat. The auto-
matically eliminated 2-3 is removed first, and
the French units will not advance. Then the
110% combat action has a die result of 8", for
a combat result of “'Drs;"” since the units may
not retreat through Enemy occupied hexes or
unbridged river hexsides, they are eliminated.
Finally the 100% combat action receives a
combat result of “Ar1 Drs"”. The effect of Arl
is applied first; the attacking 3-6 must retreat
one hex and be disrupted. This ieaves a free
path for the Russian 3-6 to retreat its full
Movement Allowance and be disrupted.

Regular movement = I
Double Forced March movement = il BN BN NS NS

Russian units are circled, others are French
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