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The Campaign 
of Napoleon in Russia 

Strategic Game (Area Version) 

The 1812 Area Vers1on IS a simulation of 
Napoleon's invas1on of Russ1a between June 
and December 1812 Th1s vers1on IS based 
upon systems d1fferent from the usual "hex­
agonal" pattern. The map is divided into 
geographical Areas and Sub-areas. whi le the 
Areas have equal supply capacity, the Sub 
areas encompass roughly the same distance 
for movement and combat purposes. A totally 
new system of combat Simulates the ma1or 
factors 1mportam1n Napoleon1c battles wtthout 
excess1ve quantif1cat1on and simplif1cat1on In 
odd1110n, because supply was so cruc1al to 
movement and combat dec1s10ns 1n th1s 
campaign, un1que supply ru les complimen t the 
1nnova11ve movement and combat systems. 

GAME SCALE 
Ft~ch Game-Turn represents half a month of 
real lime, each mch on the map 48 kilometers 
!about 30 miles), and each Corps about 25,000 
mon 

GAME COMPONENTS 
The complete 1812 StrategiC Game should 
mclude the followmg 

one Game Map 
one Rules Folder 
ono set of Die-cut Counters 
one d1e 

11 any of these parts are damaged or miss1ng, 
wn te· 
S1mulat1ons 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 Russ1a and VICinity 1n wh1ch Napo 
leon's actual 1812 campa1gn took place. The 
map IS d1v1ded mto "Areas" by solid hnes and 
cot or tmts, and some Areas are subdiv1ded mto 
"Sub areas" by dashed hnes. The Areas and 
Sub areas regulate movement and combat. 
and accomoda te supply ru les. Areas are also 
numbered and named for ease of location and 
h1stoncal mterest 

GAME CHARTS AND TABLES 
Vanous v1sual a1ds are prov1ded for the players 
to s1mphfy and Illustrate key game funct1ons. 
The ScenaMs shows the game set up for each 
of the three Scenanos. The Turn Record & 
Reinforcements Chart shows the current 
Game-T'urn, ViC lOry Pomts Index {failure lO 
meet the Index level ol V1ctory Po1nts will hurt 
the French Playerl, and the arnval of additional 
remforcements The Atlrition Table deta1ls 
attnt1on 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 dunng the game. 
The Unsupplied and Area Depleu'on Charts 
determine the effect of the supply rules on 
playmg p1eces 10 a map Area, and on the Area 
itself 

THE PLA Y/NG PIECES 
The two differently colored sets of playing 
pieces represent the opposmg French and 
Russian combat troops, supply serv1ces. and 
leaders (op tional rules only). Each play1ng 
p1ece represents a m111tary un1t. or a collect10n 
of umts. 

1--:-llnfantry Corps ~ 

L:_j Cavalry Corps L.:J 

One Corps Two Corps Throe Corps 

[: :[ [: .. : ] LUJ 
Four Corps Five Corps Six Corps 

Corps markers. each Player has a certam 
number of Infantry and Cavalry Corps. Each of 
these Corps IS a s1ngle comba l un11. mdlvtsible. 
The Corps markers represent the presence of 
one or more of those comba t units in a given 
map Area or Sub area. The Corps markers are 

combmed and subdiv1ded as the ownmg Player 
des1res, any time he destres. prov1ded the 
number and pos1t1on of the Corps represented 
1s not changed. Thus one ''f1ve 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 o f 
Corps represented is the same, any amount of 
Corps markers may be used in a g1ven Area or 
Sub-area to represent them. 

G ,,,,, ,.,, 
QOepotunit l__::j (French only) 

Depoe and Supply units represent the supply 
serv1cos of each army. These uMs have no 
effect on combat, and unlike Corps markers, 
each untt represents one unit. no more. 

1m Are~ Depletion marker lcl 
~ Battle Plan chit ~ 

Leader unit EJ 
(optional rules only) Game 

Turn 
Game·Turn marker 

Other markers, units and chl/s: A vanety of 
addttional pieces are prov1ded to facilitate 
vanous game procedures. Each Player will play 
one of h1s eight Baule Plan chits in almost 
every battle. The Area Depletion marker 
represents decreases in an Area's supply 
capacity The Area Control marker is an 
mverted umt from the other 1B12 vers1on. and 
represents French control of Areas or Sub­
areas that produce V1ctory Po1nts. The Game­
Turn marker IS used on the Scenano chart to 
demonstrate the Game-Turn currently being 
played. The Leader units are only used in 
a game Including the Optional rules. 

Copyrtght ., 1972. Stmulations Publications, New York, Printed in U.S.A. 



GENERAL COURSE OF PLAY 
The 7812 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, resolvmg Infantry 
Combat, and resolving Cavalry Pursuit. After 
each Player has moved and resolved ba ttles, 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 accord1ng to the 
Area locations specified. 

GAME LENGTH 
Although each Scenario starts upon a dif ferent 
Game-Turn, all Scenanos end after Game-Turn 
13 is completed. 

The Sequence of Play 
7872 is played in turns. Each Game-Turn is 
composed of two Player-Turns and two 
lnterphases. 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 phasmg 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 rulesl. 

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 
followsng seven-step procedure IS used. Not 
every battle w ill require all seven steps. (See 
the Combat ru les for g reater 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 INTERPHA SE 
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. curren t number of Victory Points is 
calculated, and French poli tical losses are 
determined. 

Attrition 
GENERAL RULE: 
The very act of campaigning produces a 
certam 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 lif 
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 Attri tion Table are met as best 
possible, and the opposing Player selects 
another Area. This continues until the fu ll 
result of the Attrition Table is fulfilled. 

ATTRITION TABLE 

die Players ' Losses: 
roll: French: Russian: 

1 none none 

2,3 1cc none 

4 1ic none 

5 1ic 1cc 

6 1ic + 1cc 1ic 

HOW TQ USE THE ATTRITION TABLE: 
The phasing Player rolls one die, and cross­
references the die number w ith 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 A ttrition 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. 
1 cc = one Cavalry Corps eliminated; 1 ic = 
one Infantry Corps eliminated; 1cc + 1 ic = 
one Infantry and one Cavalry Corps eliminated. 

MOVEMENT 
GENERAL RULE: 
The map is divided into color- tinted Areas, 
wh1ch have names and a letter-number code. 
Some very large Areas are divided by dashed 
lines into Sub,areas lor Movement and Com­
bat purposes ontv. Each unit may move one 
Area per Movement Phase, and Corps may 
attempt to move an additional Area by Forced 
March. 

PROCEDURE: 
Dunng 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 
1n the same Area may move together in a stack 
to conceal the identity of those inside the stack, 
but all units starting 1n 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 additjonal Area in the 
Forced March Movement Segment. An un­
limited number of units may end up stacked in 
any Area. 

lA) When movmg "one Area," each unit or 
stack of units may move to any Area or 
Sub-area that is adjacent (has a common 
border w1th the initial Area or Sub-areal. No 
unit may cross more than one Area/Sub-area 
boundary in a Movement Segment. 

(8) 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 uni ts 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 penalw. they 
do not reqUire a resolut1on of the attempt on 
the Forced March Table) . 

FORCED MARCH TABLE 

die 
roll: result: 

1,2 Forced March succeeds 

3,4 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 f inishes 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 uni ts in a given Area should be 
combmed into one stack. The Enemy Player 
may examine the contents of a stack only 
dunng certain steps in the Comba t Phase 
when a battle occurs between opposing 
stacks. 

CASES: 
(A) Units need not be moved individually, but 
may move in stacks or port ions of a stack to 
mamtain secrecy. Forced March attempts 
however must still be resolved Corps by Corps. 

(Bl 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 A ttacker, the non-phasing 
Player the Defender, regardless of the overall 
s tan~e 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 

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, att 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 

Battle Plan Chart 

D11fender's 
A Battle Plan 

chit: OUTFLANK 

E Cav Dr( D) & stop 

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

PROCEDURE: 
The phasing Player resolves each battle in turn. 
The batlle resolu tion procedure consists of 
seven steps. Not every battle w ill 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. 
S tep 7 - Battle Plan chic choosen. Each Player 
secretly chooses one Battle Plan chit for the 
battle. The Attacker may only choose (rom 
chits A, B. Cor D; the Defense from chi ts E, F, 
G or H. 
Step 2 - S tacks 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, 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 c Attacker loses one Corps of his 
choice. 

D -1 c 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 

Attacker's Battle Plan chit: 

B c 
CONTACT ASSAULT 

Dr( D) D -1c 

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 au tomatic eliminations 
are determrned. Only if both Players have 
Infantry Corps in the Area is the resolution 
procedure con tinued. 
Step 4 - Battle Plan Resolution. The Battle 
Plan chits fchoosen in step one) are revealed 
and the Battle Plan Table consulted to 
determine the results. 
Seep 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 Comba t Results Table 
consulted. "Retrea t" results are not applied 
until step seven !Retreat A fter Combat). 

conta1nrng unfriendly units. If no retreat is 
possible, the stack is eliminated. This retreat 
movement is in addition to movement during 
the Movement Phase. 

Cav DrfD) = 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 Y~e" become "Ar(A)" 
all "De" become "Dr( A)" 

all "D Y:!e" become "Dr( D)" 

D choice = Defender may choose between 
the resul ts given. 

D 
PROBE 

Dr( D) 
WITHDRAW or go CRS- PS - RAC stop Or(D) &stop stop 

D choice or go CRS- PS- RAC 

D choice 

f Acx2 no effect A -1c no effect 

ENTRENCH go CRS-PS- RAC go CRS- PS- RAC go CRS-PS-RAC stop 

G A-1c A&Dswitch A -1c A&Dswitch 
COUNTER· Dcx2 Dr( D) D -1c go CRS- PS-RAC 
ATTACK 

go CRS-PS- RAC goPS- RAC go CRS - PS- RAC 

H D -1c emod Dr( D) no effect 
CORDON go CRS- PS- RAC go CRS-PS- RAC goPS - RAC stop 

Comb 

Die 
Roll 

·2 

-1 

0 

1 

2 

3 

4 

5 

6 

7 

8 

9 

Odds less 

The 



Step 6 - Pursuit Resolution. This step is 
skipped unless the Atlacker has more Cavalry 
Corps than the Defender and desires to make a 
Pursuit Attack. In such a case, the Pursuit 
Table is consulted and addit1onal losses may 
occur. 

Step 7 - Recreac After Comat. Automatic 
elimination after Combat is determined, and 
then all " retreat" results that occurred on the 
Combat Results Table (1n step five) are 
executed. II no " retreat" results occurred, 
nothing happens and the bat tle is over. 

CASES: 
8etreat 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 retreat to an 
adjacen t Area or Sub-area occupied by Enemy 
units. If one or more Cavalry Corps retreat, any 
Supply units in the stack may rema1n stacked 
with the Cavalry and also retreat. Otherwise, 
Supply units may not retreat. Optional Leader 
units may also Retreat Before Combat. Depots 
and In fantry units may never retreat. 

ICJ If a s tack does not contain any Infantry 
Corps. and the Enemy stack does, the Player 
Without Infantry muse re treat all Cavalry Corps 
to any adjacent Area Is) or Sub-areas(s). If no 
retreat is possible (due to the res tnct1ons of 
case A above) the stack is eliminated (see case 
C below). 

(D) After Retreats Before Combat, automatic 
eliminations are determined. A stack w1thout 
Infantry Corps is au tomatically elim1nated by 

bat Results Table 
CombBt Odds PercentBge: 

60o/o 8(1>/o 1()(1>/o 12U'Io 140% 16lJ>/o 180% 
thru thru thru thru thru thru thru 
79% 99% 10!1'/o 139% 159% 179% 199% 

Ae Ae Ae A 'he AriA I AriA I AriA I 

Ae Ae Ae A 'he AriA I 'hex %ex 

Ae Ae A%e AriA I %ex %ex Yzex 

Ae Ae A riAl A riAl %ex %ex %ex 

Ae A%e Art AI Yzex Yzex DriDI Dr( AI 

Ae A%e AriA I %ex DriDI Dr( D) DriAI 

AYze AriD} 'hex DriDI Dr(DI DriDI Dr! AI 

AY.e AriD) %ex Dr( D) Dr( D) Dr( D) DYze 

AriD I Yzex Dr(DI Dr( D) DYze DYte De 

AriD I Yzex Dr( D) Dr( D) De De De 

%ex DriDI DYze De De De De 

'!.ex DriDI De De De De De 

an Enemy stack with one or more Infantry 
Corps. A stack w ithout any Corps at all is 
automatically eliminated by a stack w1th any 
kind of Corps. If both stacks contain no 
Infan try Corps, but do have Cavalry Corps, 
there is no effect and the battle is over. H both 
stacks contain Infantry Corps. continue the 
resolutiOn by proceed1ng to step four (Battle 
Plan Resolu t1on). 

Battle Plan Resolution: 
(E) During the Battle P1an Resolution step 
Battle Plan chits are compared and results 
determined on the Battle Plan Table. The table 
has a w1de ranye of effects, and lists w hat 
further steps the resolu tion of the ba ttle will 
1nclude. Important: one possible effect is that 
the roles of Allacker and Defender w11f be 
switched li.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 ballle. no 
others. See the Battle Plan Table for details. 

Combat Resolution: 
IF) This step is only used if called for on the 
Battle Plan Table. The number ol attacking 
Infantry Corps is compared as a percentage of 
the number of defending Infantry Corps. A die 
15 rolled and the Combat Results Table 1s 
consulted. AU "exchange" and "elimination" 
results from the Combat Results Table are 
applied immediately, all " retreat" results are 
applied after the Pursu1t Resolution step, 
during the Retreat A fter Combat step. See the 
Combat Results Table for detai ls. 

(Gl If the French Player is artacking a Russian 
stack tn a Russian Area or Sub-area with a 
Fortress, the French Player must subtract 
"one" from h1s die roll for the Combat Results 
Table. 

(Hl S1andard Game Only: When attack1ng. the 
French Player always adds one to his die roll 
for the Combat Results Table. the Russ1an 
Player always subtracts one. ICommemarv: 
th1s reflects the leadership of each army. The 
opt1onal Leade1s nJies simulate the situation 
ditferently, 1n more deta11.l 

Pursuit Reso/urion: 
Ill Th1s step ts never used i f the Attacker does 
not have more Cavalry Corps than the 
Defender go d1rectly to the Retreat After 
Combat step. If the Attacker does have more 
Cavalry Corps, he may choose to make a 
PursUi t Attack or go d1rectly to the Retrea t 
A fter Combat step. To resolve a Pursuit 
Attack. the A llacker compares the number of 
attacking Cavalry Corps in excess of defending 
Cavalry Corps wi th a die roll on the Pursuit 
Table. See the Pursuit Table for details. 

Re1rea1 After Combat: 
{J ) After PursUi t results are determined (If 
any), tf one stack has no Infantry or Cavalry 
Corps left, 1115 au tomatiCally eliminated. If bo th 
stacks are without lnlantry and Cavalry, 
neither 1s elimina ted. 

(K) After automatiC elimination (case J above) 
is de term~ned , any retreats dictated by the 
Comba t Resul ts Table are carried out. These 
are the only 1etrea ts allowed 1n thrs step. 
Stacks may not retrea t 1010 adjacent Areas or 
Sub-areas occupied by Enemy units. If no Area 
or Sub area unoccupied by Enemy units exists, 
the retrea1ing stack stack is eliminated mstead. 
If no "retreat" result occurred, no retrea ts are 
made and the battle is over. 

(L) Retrea t After Combat. like Retrea t Before 
Combat, is in addillon to movement during the 
Movement Phase. 

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

2()(1>/o 30(]% 4()(JJ/o expressed as a percentage of the number defending (6 attacking 4 

thru thru thru Die would be 150%, 4 attacking 4 tOO%, etc. Mathematically, to 
compute a percentage divide the Anacker's value into 100 times 

299 399 49!fl/o Roll the Defender's value. Thus 8 anacking 4 rs computed as 4 divided 
1nto BOO, yielding a result of 200, or 200%). Now roll the die. 

AriA I Yzex %ex -2 Cross·reference the d•e result row with the Odds Percentage 
column to determine the result(sl. Apply those shown to the 

%ex %ex DriAl -1 attackmg and/or defending units involved in the battle. 
Standard Game Only: The French Player always adds one to his die 

Yzex Yzex DYze 0 roll when attacking, the Russian Player always subtracts one from 
his die roll when anacking. Die roll additions and subtractions are 
always cumulative. 

DriAI DriAI De 1 EXPLANATION OF COMBAT RESULTS: 

Dr( AI Dr( AI De 2 
The first (capitalllener indicates which Player the result applies to. 
The o ther Player Is not affected (exception: "~ex" affects both 

Dr( AI D%e De 3 
Players). 
A A ttacker affected 

DYze De De 4 D = Defender affected 
The letters following the capital letter indicate the result applied: 

De De De 5 Y> ex = Half Exchange. Each Player has half the Infantry Corps in 

De De De 6 
the stack eliminated !Round fractions upward). 
e = Eliminated. Whole stack is eliminated. 
Y, e = Half Eliminated. Half the Infantry Corps in the stack are 

De De De 7 eliminated (Round fractions upward). 

De De De 8 
riD) = Stack retreated by Defender. Stack is retreated to any 
adjacent A rea or Sub·area by the Defender. Stacks may not retreat 

De De De 9 
into areas containing unfriendly units. If no retreat is possible, the 
stack is eliminated. This retreal movement is in addition to 
movement during the Movement Phase, and is carried out after the 

;s than 60% are automatically an " Ae" result Odds more than 499% are automatically a "De" result Pursu11 step, during the Retreat A fter Combat step. 
r(A) - Scacking retreated by Attacker. Same as " r(D)". but the 

e French Player musl subtract one when attacking Russian units on a Fortress (see Combat case Gl. Anacker 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 

A t least one continue with 
Attacker must retreat; 

Infantry Corps resolution. 
those unable to retreat 
are eliminated.** 

At/east one Defender must retreat; Either may retreat. 
Cavalry Corps, If both leave Cavalry in Area, those unable to retreat 
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 Attacker 's Cavalry Superiority 

Die + 1 Cavalry + 2Csvslry +3Csvslry + 4Csvslry + 5Csvslry Die 
Roll Corps Corps Corps Corps Corps or more Roll 

-2 A + 1/ 0 -1ex A + 1/0 -1ex A + 1/0-1 ex A+1 / 0 -1ex A + 1/ 0-1ex -2 

-1 A + 1/ D-1 ex A + 1/ 0-1ex A + 1/0-1 ex A + 1/ D-1ex A+1/0-1ex -1 

0 A + 110:1 ex A + 1/0-1ex A+1/0-1ex A + 1/0 -1 ex 0+1 ex 0 

1 A + 1/D-1 ex A+ 1/ 0 -1 ex no effect 0 + 1 ex 0 + 1 ex 1 
2 no effect no effect 0 + 1 ex 
3 no effect no effect 0+1 ex 
4 no effect no effect 0 + 1ex 
5 no effect 0 + 1 ex 0+ 2 ex 
6 0 + 1 ex 0+1ex 0+2ex 

7 D + 1ex 0 + 1 ex 0+2ex 
8 0+1 ex 0+2ex 0+2ex 
9 0 + 1 ex D+2ex 0+2ex 

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 w hich the number of attacking Cavalry 
Corps exceeds defending Cavalry Corps is cross-
referenced w ith a Die Roll. and the result applied to 
the attacking Cavalry Corps and all dflfending Corps. 

EXPLANATION OF PURSUIT RESULTS: 
A t 1/D-1 ex = Anacker 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 

SUPPLY 
GENERAL RULE· 
Corps within an Area wil l either deplete the 
A1ea or expend a Depot (If French) to produce 
a source of supply. Corps w t!hlll an Area 
already 100% depleted use an ad)acem Area 
containtng a Supply unit. expend a Depot, or 
become unsupplied Unsupphed Corps risk 
elun1nauon on tne Unsupphed Chart. The 
effect of Corps depleting Areas is shown on 
111e Area Depletion Chart. Areas become 
"50%" or " 100%" depleted, the latter state 
nwk1119 the Area useless for supply purposes 
for the res t o f the game. 

0+1 ex 0+2ex 2 
0+2ex 0 + 2ex 2 
0+2ex 0 + 2ex 4 
0 + 2ex 0+2ex 5 
0+2ex 0+2ex 6 

0 + 2ex 0+2ex 7 
0 + 2ex 0+2ex 8 
0 + 2ex D + 2ex 9 

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 t 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. 

PROCEDURE: 
In each Supply In terphase the supply of Corps 
and depletion o f Areas IS resolved Area by 
Area. Sub-area boundries are Ignored during 
the Supply Interphase. The source o f supply 
for all Corps of both Players is determined Area 
by Area. Those Areas u1 which a Player plans 
to use an adJacen t Area as a supply source 
should be resolved f1rst. If there is debate ovel­
whlch Areas should be tesolved first, the 
Russ1an Player chooses. A fter the snuation 1n a 
given Area is determined, the Area Depletton 
Chart is consulted if any Corps used the Area 
as a supply source, and if necessary Deplet1on 
markers are placed in the Area. If there are any 
unsupphed Corps in tl1e Area, a d1e ls rolled for 

each and the resulttng effect found on the 
Unsupplied Char1. 

CASES: 
(A) A Corps may use an Area or a Depot as a 
source of supply A Corps may never be 
"unsupplied" 1f a source of supply is avatlable. 
A Corps Without a source o f supply is 
•·unsupplied." All Supply units and Depots 
(and Leaders) are automatically supplied at all 
times, and have no effect on Area depletion. 

Depots IFrenct1 only) 
(BlAt the end ol any Movement Phase, any 
Supply unit in an Area undepleted and 
unoccupted by Enemy un1ts may create a 
Depot The Depot tS stacked with the Supply 
unit, and a 100% depleted marker placed in the 
Area. The Russian Player may never create 
Depots, but a Russ1an . Supply unit may 
volun tarily 100% deplete any Area occupied at 
the end of any Russian Movement Phase. 

(CJ To move, a Depot mus1 be stacked with a 
Supply unit for the en tire French Movement 
Phase. No more than one Depot may be 
"earned" by a single Supply unit. 

{Dl Depots can be a source of supply for any 
Corps in the same Area. Depots cannot be a 
source tor units in other Areas, Enemv units in 
an Area do not affect a Depot's supply source 
function If four or more Fnendly Corps use a 
Depot as a source o f supply, the Depot 1s 
expended (removed from the map). Depots 
may also be voluntarily eliminated. Expended 
or eliminated Depots may be recreated (see 
case Bl. If three or less Friendly Corps use a 
Depot as a source of supply, the Corps are 
supplied and the Depot IS noc affected. 

Supply from Areas [French or Russian] 
!El Undepleted and 50% depleted Areas can 
be sources of supply for any and al l Corps In 
the Area . 100% depleted Areas are never a 
source o f supply. 

(F) Corps in an undepleted Area must use the 
Area or Depot as a source o f supply. Corps 1n a 
50% depleted Area must use a Depot i f a 
Friendly one IS in the Area, 1f not Lhe Corps 
must use the Area as a source of supply. Corps 
in a 100% depleted Area must use a Depot or 
an adjacent Area containing a Fnendly Supply 
unit (see case Gl, 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 ad1acent Area as a source of supply if all five 
o f the follow1ng conditions are met: 

I. no Enemy stack occupies the adjacent 
Area, 
2. no more than two Friendly Corps occupy 
the adjacem 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 thtrd, 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: 
HOW TO USE 

Die Roll Game-Turns 1-8 Game-Turns 9-13 
THE UNSUPPLIED CHART: 
Roll the die once tor each Corps un­
supplled. Use the left result column 
on Game-Turns 1 through 8, the 
right column on Game-Turns 9 
through 13. 

no effect 1,2 

3 
4,5,6 

no effect 

no effect 
Corps eliminated 

Corps eliminated 
Corps eliminated 

Area Depletion Chart 

Game-Turns With Supply unit 
1-8 Without Supply unit 

Game-Turns With Supply unit 

9-13 Without Supply unit 

Initial State of Area: 

Undepleted 
50o/o Depleted 

HOW TO USE 
THE AREA DEPLETION CHART: 
T~e chart ~r_oss-indexes the number of Corps 
w1th the ln1t1al 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 
th~ Area, ~nd that Player both has a Supply 
umt and w1shes 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. 

Depletion of Areas 
I 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 miual state of the Area with the number of 
Corps using i t 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 
unus an the Area, and also has a Supply unn, 
the "With Supply un•t" track on the Area 
Depletion Chart may be used if desired. Any 
Corps from adjacent Areas usmg the one 1n 

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 
1mpart1ally tallied each Game-Turn. 

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

Corps using Area as supply source: 

0-4 5-6 7-14 15+ 
0-2 3 4-7 8+ 

0-2 3 4-7 8 + 
0..1 2 3-4 5 + 

n n SOd 100d 
SOd 100d 100d 100d 

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. It 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. 

question tor supply (as in case G I 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. 

Ill 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. 

Points af fects French Poli tical 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 V1ctory 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 V1ctory 
Points Table below listed Areas or Sub-areas 
that may be controlled, and the number of 
Victory Points scored 1f a Control marker is 
currently 1n 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 ol V1ctory Points the 
appropriate amount. 

VICTORY POINTS TABLE 

French Control of 
St. Petersburg (R41al 
French Control of 
Moscow (R57) 
French Cont rol of 
Kiev (R40cl 

French Control of 
any other Area or Sub-area 
containing a Fortress 

+5 points 

+5points 

+3 points 

+ 1 point 
each 

OPTIONAL RULES ONLY 

Elimination of 
Napoleon Leader unit 
Each Game-Turn of 
French "Victory" 
Each Game-Turn of 
French "Defeat" 

-5points 

+ 1 point 

-1 point 

(8) French Political losses: At the end of each 
Game-Turn, dunng the Victory Po1nts Inter­
phase, the current rota l of Victory Points must 
be at least the number shown on the Victory 
Points Index for that Game-T urn. If the current 
total is below the Index value, the French 
Player must Immediately remove from the 
map one Corps of his/her choice. 

ICJ Game winner. The following list shows, for 
a g1ven level of Victory Points, which Player 
won the game. 

POINTS 
22ormore 
18-21 
15-17 
12-14 
11 or less 

VICTORY LEVEL 
French Decisive Victory 
French Marginal Victory 

Draw (Russian moral victory) 
Russian Substantive Victory 

Russian Decisive Victory 

OPTIONAL RULES 
The following ru les may be used at the 
discretion of the Players. Some replace Stan­
dard ru les, some are additional. The Optional 
rules add intellectual Interest, but 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[!j 
Identification 

Leadership Points 3 A Lener 

Cavalry Leader 

Name 
Iden tification 

Leadership Points 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 Poin ts 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 Pursutt Resolution step the highest 
valued Cavalry Leader unil of each side adds (i f 
attacking) or subtracts (i f defending) the 
Leadership Points to and from the die result for 
the Pursuit Table. Cavalry Corps counted in 
Pursuit Resolution may be 1n 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 
(i.e they may Force March " free," without 
risk). 

(8) 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 
Infan try Corps present for Combat Odds 
Percentages, the number of attacking Infantry 
Corps can never exceed the number of General 
Leadership Points 1n the stack. Excess attack­
mg In fan try 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 th!;l battle ts over. All 
defending Infant ry Corps may be used, regard­
less of the Leadership Points available. (Note 
that as a result of the Battle Plan Table, the 
orig1nal Defender (non-phasing Player) may 
become the Attacker, and vice versa. The 
original Defender {now A nacker) 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 
tnvariably 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 hrghest valued Cavalry Leader 
unit in eacl1 stack for Pursuit. affects the die 
roll. The Leadership Points of the attacking 
Leader unit IS added to the die roll, and the 
Leadership Potn ts 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 0 
GENERAL RULE: 
In addition 10 Combat Results advantages for a 
defending Russian stack lsee Combat, case G 
and the Combat Results Table). an Area or 
Sub-area con taining 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 au tomatically has a source of supply. 
Th1s Corps may never be unsupplied, and will 
not count towards Area Depletion. 

CASES: 
(A) The French Player may not place a stack 
on any Fortress mside Russia. The Russian 
Player may not place a stack on any Fortress 
ou ts1de Russia. 

(8) 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 w1thin the restric­
tions of case A above. 

Victory Conditions 
GENERA L RULE: 
The following addi tional cases influence the 
accumulation of Victory Points, and thus 
French Poli tical 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 " Vic­
tory", each 1n whrch the French Player loses 
more through combat than the Russian is one 
of French "Defeat" , and each in which both 
Players lose an equal amount is a draw . Corps 
lost due to Attntion, Supply, or Political losses 
are not counted when determining French 
"V1ctory" 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," ar the end of Game-Turn 13 the 
French would have accumulated 13 Victory 
Points. 

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 Area(s) 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 locatiof) of arriving units. 
Reinforcements arriving in a specific A rea(s) or 
Sub-area(s) 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 R63 if all Fortress Areas 
and Sub-areas are controlled by the French. 

Scenario 1 
Game Starts: 
Victory Points level: 
French Control: 

Area Depletion: 

Game-Turn 1 
7 
FP2, FP3, FP5, FWT 1, 
FW13, FA16 
none 

INITIAL PLACEMENT OF UNITS, 
FREE 

Russians: deploy first 

anywhere in Russia [Areas 19 through ~]: 
7ic, 5cc, 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, FW13: 
4ic, 1su 
Deploy anywhere in Areas 12 through 18: 
l ie, 1cc, N 

Deploy in FP2 and/ or FW6: 
1ic, 1cc, 1su 
Anywhere outside Russia [Areas 1 through 18] 
14ic, Sec, 2su, A, B, C, D, E, F, G, H, J , K, L, M 

INITIAL PLACEMENT OF UNITS, 
HISTORICAL 

Russians: 

R21: 
R22: 
R24: 
R25: 
R26: 
R30: 
R32: 
R33: 
R38: 
R40c: 

1ic, 1cc, H 
1ic, A 
1ic, 1cc, B, G 
1cc 
1ic 
lie, C 
1ic, 2cc, J 
1su 
1ic 
1su 



French 
FP1: 
FP2: 
FP3 
FP5 
FW7: 
FWB: 
FW9: 

FWTT: 
FW13: 

lie, lee, lsu 
lie 
1ic 
2ic, l ee 
1ic 
3ic, l ee, K,L, M 
9ic, Sec, 2su, A, B, C, D, E, F, G, H, 
J 
lie, l su 
1ic, l ee, N 

Scenario 2 

Game starts: 
Victory Points: 
French Control: 

Area 100% depleted: 
Area 50% depleted: 

Game-Turn 5 
15 
FP2, FP3, FP5, FWTT, 
FW13, FA 16, R25, 
R31a, R33, R34, R36, 
R37, R38, R44 
FW9, FW13, R33, R34 
R22, R25, R26, R35, 
R36 

INITIAL PLACEMENT OF UNITS, 
FREE 

Russians: deploy first 

Anywhere in Areas 27, 39, 40, 46, 47 or 56: 
3ic, lee, lsu, E 
Anywhere in Areas 28-30, 39, 41-43, 46-63: 
6ic, 3cc, lsu, A, C, G, H, J 

French: deploy second 

Anywhere in Areas 1-3, 6, 7, 10: 
lie 
Anywhere in Areas 1-18: 
2ic 
Anywhere in Areas 20·25: 
lsu 
Anywhere in Areas 20-26, 32-33, 36: 
lsu 

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: 
R30: 
R31b: 
R39: 
R40c: 
R50: 

French: 

FP3: 
FW8 
FW9: 
R21: 
R24: 
R31: 
R33: 
R35: 
R36: 
R38: 
R44: 

2ic, lee. E 
1ic, C 
lie, H 
lie 
lsu 
4ic, 3cc, lsu, A, G, J 

lie 
lie 
lie 
lie, l su 
lie, 2cc, lsu, K, N 
lee 
lie, lee, H 
l su 
l su 
l ie 
6ic, 3cc, A, B, C, D, E, F, J, L 

Scenario 3 

Game Starts: Game-Turn 8 

17 Victory Points: 

French Control: FP2, FP3, FP5, FW7, 
FAT~ R2~ R34, R3~ 
R37, R44, R57 

Areas 100% depleted: FW9, FW13, R22, R32, 
R33, R34, R44, R51, 
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, 1 cc, 1 su, E, F 

Anywhere in Areas 28-31, 33, 41, 42, 48, 53b, 
54, 55b, 58-63: 
3ic, 1 cc, C, H, K 

French: deploy second 

Anywhere in Areas 51, 52, 57: 
5ic, 3cc, 2su, A, B, C, D, E, F, J , L 
Anywhere in Areas 20-278, 32, 34-38, 43-45, 
49, 50: 
5ic, 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: 
R30: 
R31a: 
R33: 
R39: 
R40c: 
R53b: 

French: 

FP2: 
FP3: 
R21: 
' R22: 
R27a: 
R31b: 
R36: 
R37: 
R44: 
R51: 
R52: 
R5Z· 

2ic, lee, E, F 
lie, C 
lie, K 
lie, lee, H 
lie 
lsu 
4ic, A, B, D. G 

l ie 
lie 
lie 
ldp 
lie, lee, lsu, K, N 
lie, H 
l ie, ldp 
lee 
lie, lee, lsu, ldp, P 
lee 
lie, lee, lsu 
3ic, lee, lsu, A, B, C, D, E, F, J, L 

S1 RATEGIC GUIDELIN ES 
French. Advance into central Russia, bu t keep 
your lorces m several ad,acent areas. Before 
reachmg Smolensk choose Moscow, St 
Petersburg or Krev as your single ObJeCiive. 
Meanwhile take Rrga and qwckly ehmrna te 
Russran northern forces. The south can be 
easrly contamed by a srngle army and the 
Pnpet Marsh off-limits area Srngle cavalry 
corps can probe and reveal u!'lknown Russran 
stacks. Then Force March to produce a 
decrsrve battle, do nor waste your troops on 
Force Marchmg otherwrse. Although early 
defeat of the Russian army rs always the 
prrmary ObJecuve. keeprng a wrnter retreat 
route avarlable through undepicted areas or 
depots as you advance rs vrtal 

Russians Retreat your rnfantry, by force 
marchmg when necessary, to avord baltle 
Concentra te your central forces, while marn 
tarnrng northern and sou thern armres tha t can 
descend on the French rear. As the French 
chase your main army, 100% deplete the arens 
mound them. Fmally, If you have avorded 
losing troops, you can close rn with over 
whelmrng strength at the end of the game, 
recaplunng Russra at wil l. 

EXAMPLE OF A BATTLE: 
ln Area R44 a French stack attacks a Russran 
stack. The French stack comarns seven lnfan· 
try Corps, three Cavalry Corps, one Supply 
unit, and leaders Napoleon, Ney, Vrctor and 
Murat Tl•e Russian stack has three ~nfantry 
Corps, two Cavalry Corps, one Supply unll and 
leildcrs Barclay and Bagrauon 

In step l the French Player secretly choose 
Baltle Plan chrt A, wrule the Russran lard 
c!tfferen: plans with chn E. In step 2 the stacks 
are revealed, whtle •n step 3 nerther srde elects 
to Retreat Before Combat. Thus the compan­
son of Battle Plans produces a "go CRS­
PS - RAC" result, srnce the French Cavalry 
supenonty precluded the "Cav Dr(D) & stop" 
chorce. 

In step 5 only srx of the seven French lnfnntry 
Corps count for odds determination because 
only srx General Leadershrp Pornts \Napo 
leon 3, Ney-2, Viclor-1 I are avai lable. Agarnst 
the three Russian Infantry Corps, thrs rs 200% 
A dre rol l produces a resul t of "3". Thrs is 
modrfrcd by addrng three {for Napoleon), 
subtractrng two (for Barclay) and then sub· 
tracttng one {for the Russrans defending on a 
Fortress Areal At 200% odds a "3" produces 
a Dr IAI result, whrch is not applied untrl step 7 

If' step 6 the French Player makes a Pursuu 
Attack. Wnh three Cavalry Corps agarnst two, 
the"+ 1 Cavalry Corps" column IS used A d1e 
roll of 3 had 3 more added !Murat's Leadershrp 
value!, and thus the result rs "0 + 1 ex." The 
French Player elects to tose all three Cavalry 
Corps, so the Russran chooses both Cavalry 
and two Infantry Corps for his requrred loss of 
four Now rn step 7 the retreat IS earned out. 
Note the one survrvrng Russ1an Infantry Corps 
prevented automatrc ehmtnatron ol the Supply 
and two Leader units. 

It 1s suggested that the French Player srt on the 
west srdc of the map and the Russian Player on 
the south side. 
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The Campaign 
ofNapoleon in Russia 

Strategic Game (Area Version) 

The 1812 Area Vers1on IS a s1mula11on of 
Napoleon's 1nvasion of Russ1a between June 
and December 1812 Th1s vers1on 1s based 
upon systems d1fferent from the usual "hex­
agonal" pattern The map is d1v1ded 10to 
geogroplucal AredS and Sub-areas; while the 
Areas have equal supply capacity, the Sub 
areas encompass roughly the same distance 
for movemen t and combat purposes. A totally 
new system of combat Simulates the maJOr 
fac1ors important 10 Napoleonic battles without 
excess1ve quan lthcation and simplification. In 
add1t1on, because supply was so cruc1al to 
movement and combat dec1S1ons m thiS 
campa1gn, un1quesupply rules comphmenl the 
1nnova11ve movement and combat systems 

GAME SCALE 
E<~c:h Ci<~me Turn represents half a month of 
real time, each 1nch on the map 48 ktlometers 
{about 30 mtlesl, and each Corps about 25.000 
men. 

GAME COMPONENTS 
The complete 1812 Strategic Game should 
mclude tho follow1ng 

one Game Map 
one Rules Folder 
one set of D1e-cut Counters 
one d1e 

If any of these parts are damaged or m1ssmg, 
wnte: 
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 Russ1a and v1C101ty m whtch Napo­
leon's actual 1812 campa1gn took place. The 
map 1s d1v1ded 1nto "Areas" by sohd lines and 
color-tmts, and some Areas are subd1v1ded 1nto 
"Sub areas" by dashed lines. The Areas and 
Sub ·areas regulate movement and combat, 
and accomoda te supply ru les. Areas are also 
numbered and ,,amed for ease o f locat1on and 
h1stoncal 1nterest. 

GAME CHARTS AND TABLES 
Var ous v1sual atds are prov1ded for the players 
to s mplify and Illustrate key game functiOns. 
The Scenanos shows the game set up for each 
of the three Scenanos. The Turn Record & 
Remforcemenrs Chart shows the current 
Game lurn, V1ctory Po1nts Index (failure to 
meet the Index level of VICtory Po1nts w1ll hurt 
the French Playe1). and the arrival of additional 
remforcements. The Attrition Table details 
attntlon losses for each Player each turn. The 
Forced March Table 1s used to resolve the 
success of Forced March attempts. The Battle 
Plan, Combar Results and Pursuit Tables are 
used to resolve each battle dunng the game. 
The Unsupplied and Area Depleuon Charrs 
determme the effect of the supply rules on 
play10g pieces 1n a map Area, and on the Area 
Itself 

THE PLAYING PIECES 
The two differently colored sets of playmg 
pieces represent the opposing French and 
Russ1an combat troops, supply serv1ces, and 
leaders (optional rules only). Each playing 
p1ece represents a m1litary unit, or a collection 
of unns. 

~~ Infantry Corps ~ 

L:._j Cavalry Corps L_j 

One Corps Two Corps Three Corps 

1::1 J:;o: I jill 
Four Corps Frve Corps Six COfPS 

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

combmed and subdiv1ded as the owning Player 
des~res. any t1me he des1res, prov1ded the 
number and pos1t10n of the Corps represented 
1s not changed. Thus one "five corps" marker 
could be replaced by fwe "one corps" markers, 
or two "two corps" markers replaced by one 
"four corps" Prov1ded the number and type o f 
Corps represented 1s the.same, any amount o f 
Corps markers may be used in a given Area or 
Sub-area to represent them. 

G ,,,., , ... 
QOepotunit 
~!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 un1t, no more. 

l5o%l Area Depletion marker lcl 
~ Battle Plan chit ~ 

Leader unit § 
(op llonal rules only! Game 

Turn 
Game-Turn marker 

Other matkers, units and chits: A vanety of 
additiOnal p1eces are provided to facilitate 
various game procedures. Each Player will play 
one of hts e1ght Baule Plan chns 1n almost 
every bailie. The Area Depletion marker 
represents decreases in an Area's supply 
capac1ty The Area Control marker IS an 
1nverted uM from the other 1812 version, and 
represents French control of Areas or Sub 
areas that produce Victory Po1nts. The Game­
Turn marker is used on the Scenano chart to 
demonstrate the Game-Turn currently being 
played. The Leader units are only used in 
a garne including the Optional rules. 

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

GENERAL COURSE OF PLAY 
The 1812 Srraregtc Game IS basically a two­
player game Each Player moves h1s uMs and 
executes h1s attacks in turn. with capture of 
terntory 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 spec1fied. 

GAME LENGTH 
Although each Scenario starts upon a different 
Game Turn, all Scenanos end after Game Turn 
13 1s completed. 

The Sequence of Play 
1872 is played In turns. Each Game- Tum is 
composed of two Player- Turns and two 
lnterphases Each Player-Turn 1s composed of 
three Phases. These Phases are further broken 
down 10to segments or steps. After the two 
Player-Turns are completed, the Supply Inter­
phase and Victory Pomts Interphase hn1sh that 
Game-Turn A typical Game-Turn would pro­
ceed as follows· 

A. RUSSIAN PLAYER· TURN 

1. ATTRITION PHAS E. The phasing Player 
consults the Scenano Chart and places any 
new rein forcement units on the map. The 
Phasing Player then consults the appropriate 
Attnt1on Table and loses the Corps called for (if 
any, see Attnuon rules). 

2. MOVEMENT PHASE. 
a. Basic Movement Segment. the phasmg 
Player may move unns to any adjacent Area 
or Sub-area (see Movement Rules!. 
b Forced March Movement Segment: the 
phas1ng Player may move units again, to any 
adtacent Area or Sub-area tsee Movement 
rules for reStriCtions). 

3. COMBAT PHASE. For each battle the 
fol low1ng 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 becommg the phasing Player. 

C. SUPPLY INTERPHASE 
Source of supply for Corps and DepletiOn of 
Areas 1s determmed. Area by Area Each 
unsupphed Corps reqUires consulung the 
Unsupphed Table to determme the effect 

D. VICTORY POINTS INTERPHASE 
The. curren t number of Victory Poin ts Is 
calculated, and French political losses are 
determined. 

Attrition 
GENERAL RULE 
The very act of campa1gnmg produces a 
certam attrit1on of combat forces. Each Player­
Turn the Player rolls one die to determine the 
level of these losses. 

PROCEDURE: 
During the Attriuon Phase of each Player­
Turn, the phasing Player rolls the die on his 
Attrition Table, and determines h1s losses (if 
any) The opposing Player w ill spec1fy the Area 
from which the losses must be taken; if not 
enough units of the appropnate type and 
strength are stacked 1n that Area, the results 
called for by the Attnt10n Table are met as best 
possible, and the oppos1ng Player selects 
another Area. Thts cont1nues until the full 
result of the Attnuon Table is fulfilled. 

ATIRITION TABLE 

die Players ' Losses: 
roll: French: Russian: 

1 none none 

2,3 lee none 

4 lie none 

5 lie l ee 

6 lie + lee lie 

HOW TQ 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. 
lee = one Cavalry Corps eliminated; lie = 
one Infantry Corps eliminated; lee + 1 ic = 
one Infantry and one Cavalry Corps eliminated. 

MOVEMENT 
GENERAL RULE: 
The map is divided 1nto color-t1nted Areas. 
wh1ch have names and a letter-number code. 
Some very large Areas are div1ded by dashed 
lines into Sub-areas for Movement and Com­
bat purposes only Each untt may move one 
Area per Movement Phase, and Corps may 
attempt to move an additiOnal Area by Forced 
March. 

PROCEDURE" 
Dunng the Bas1c Movement Segment the 
phasmg Player may move any unit. part of a 
stack. or stack of uMits one Area or Sub-area. 
Each unit may only move once. Units starting 
in the same Area may move together 1n a stack 
to conceal the identity of those 1ns1de the stack, 
but all units start1ng tn an Area need not move 
to the same Area, or even move at all. After 
th1s movement IS completed, Corps (and 
Leaders) may move one addttlonal Area in the 
Forced March Movement Segment. An un­
hml!ed number of unns may end up stacked m 
any Area. 

(A) When mov1ng "one Area," each unit or 
stack of un1ts may move to any Area or 
Sub-area that ts ad1acen t {has a common 
border w1th the intual Area or Sub-area). No 
unit may cross more than one Area/ Sub-area 
boundary in a Movement Segment. 

(B) Dunng the Bas1c Movement Segment un1ts 
may move from any Area or Sub-area to any 
other Area or Sub-area with the followmg 
exceptiOns: 

1. II units are mov1ng into an Enemy occup1ed 
Area or Sub-area. at least one of the movmg 
unns must be an Infantry or Cavalry Corps. 
2. A French Depot unit may only move if 
stacked with a French Supply un1t through 
out the Movemen t Segment. Each Supply 
uni t may only "carry" one Depot. 

The presence of Fortresses or o ther Friendly 
un1ts does not affect movement. There are no 
"Zones of Control," and the only movement 
restncuons due to terrain are certam Areas 
marked "off l1mits" to all umts. 

ICl Area Depletion markers are never moved. 

(Dl Forced March: During the Forced March 
Movement Segment, the phasing Player may 
attempt to move any Corps one additional 
Area or Sub-area. The phas1ng Player declares 
and resolves Forced March attempts for each 
tndtvidual 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 
untts 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: 

1,2 Forced March succeeds 

3,4 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 uMs 1n the same Area or 
Sub area are cons1dered a "stack." 

PROCEDURE: 
At the end of the Movement Phase all of a 
Player's units tn a given Area should be 
combtned into one stack. The Enemy Player 
may examme the contents of a stack only 
during certain steps In the Combat Phase 
when a ba ttle occurs between opposmg 
stacks. 

CASES 
tAl Untts need not be moved Individually, but 
may move m stacks or portions of a stack to 
ma10ta1n 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 1mposing, a 
Player might use four "1 Corps" markers 
tns tead of one " 4 Corps" marker. 



COMBAT 

GENERAL RULE 
If, at the start of any Combat Phase, both 
Players have a umt or stack of units (hereafter 
called a "stack") tn the same Area or Sub-area 
a battle occurs and the battle resolution 
procedure •s used. The phas•ng Player •s 
considered the Attacker, the non-phasmg 
Player the Defender, regardless of the overall 
stan:::e of the Player m the game. Each battle IS 

resolved by steps. A battle may ultimately 
result 1n noth1ng happenmg, erther or both 
Players may lose units (perhaps tho whole 

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

EXPLANATION OF BA TILE 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 
DriDI 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 

Battle Plan Chart 

Defender's 
A Battle Plan 

chit: OUTFLANK 

E Cav Dr( D) & stop 
WITHDRAW or go CRS - PS- RAC 

D choice 

F A cx.2 

ENTRENCH go CRS- PS- RAC 

G A -1c 
COUNTER - D cx2 
ATTACK 

go CRS- PS- RAC 

H D -1c 
CORDON 

go CRS- PS - RAC 

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

PROCEDURE: 
The phasing Player resolves each ba ttle rn turn. 
The battle resolu t•on procedure cons1sts of 
seven steps. Not every battle will requrre all 
seven steps. the procedure IS cons•dered 
completed and the battle over whenever called 
for on a table, or whenever only one Player has 
a stack left m the Area or Sub-area. 
Step 1 - Battle Plan chtt choosen. Each Player 
secretly chooses one Battle Plan chll for the 
battle. The Attacker may only choose from 
chris A, B, CorD, the Defense from chits E, F, 
G or H. 
Step 2 - Stacks revealed. Each Player reveals 
all uni ts in his stack, and keeps them revealed 
for the remainder of the battle resolution 
procedure lor that battle. 

step, then t he Pursuit step, and then t he 
Retreat After Combat step. 

go PS- RAC = Skip the Combat Resolution 
step, go directly to the Pursui t step and Retreat 
After Combat step. 

A -1c Attacker loses one Corps of his 
choice. 

D -1c 
choice. 

Defender loses one Corps of his 

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. 

DriDI = The defending stack is retreated to 
any adjacent Area or Sub-area by the De­
fender. The stack may not retreat into areas 

Attacker's Battle Plan chit: 

B c 
CONTACT ASSAULT 

Dr( D) D -1c 

stop DriDI & stop 

Seep 3 - Retreat Before Comba1. Each Player 
may retreat Cavalry Corps, Leaders, and/or 
Cavalry Corps and Supply units to any 
adjacent Area. In certam cases these unrts 
must retreat. Next, all automatic elimrnatlons 
are determmed Only rf both Players have 
Jnlantry Corps m the Area is the resolution 
procedure contmued. 
Step 4 - Baule Plan Resolution. The Battle 
Plan chrts (choosen •n step one) are revealed 
and the Battle Plan Table consulted to 
determrne the results. 

Step 5 - Combat Resolution. The number of 
attackrng Infantry Corps is compared to the 
number of delend1ng Infantry Corps, and the 
Combat Odds Percentage is determmed. A dre 
IS rolled and the Combat Results Table 
consulted. "Retreat" resu lts are not applied 
untrl step seven (Retreat After Combat!. 

containing unfriendly units. If no retreat is 
possible, the stack is eliminated. This retreat 
movement is in addition to movement during 
the M ovement 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, t he following 
Combat results are changed: 

all "Ae" become "AriD) 
all "A !he" become "AriA)" 

all "De" become "Dr(AI" 
all " D !he" become "Dr( D)" 

D choice = Defender may choose between 
the results given. 

D 
PROBE 

DriDI 

stop 
or go CRS - PS- RAC 

D choice 

no effect A -1c n o effect 

go CRS- PS- RAC go CRS- PS - RAC stop 

A&D sw itch A -1c A&D switch 

Dr( D ) D -1c go CRS- PS-RAC 

goPS- RAC go CRS- PS- RA C 

emod Dr( D) no effect 

go CRS- PS- RAC goPS - RAC stop 

Step 6 - Pursuit Resolution. This step IS 

skrpped unless the Attacker has more Cavalry 
Corps than the Defender and des• res to make a 
Pursuit A ttack. In such a case. the PursUi t 
Table rs consulted and add1t1onal losses may 
occur 

Step 7 - Retreat After Coma1 Automatic 
ellmmauon after Combat rs determined, and 
then all "retreat" results that occurred on the 
Combat Results Table (m step f1vel are 
executed. If no "retreat" results occurred, 
noth1ng happens and the baule is over. 

CASES 
Retreat Before Combat' 
(A) The Defender or Attacker may have re 
treated any or all Cavalry Corps tn h1s stack 
dunng the Retrea t Before Combat step. If 
there IS a cho•ce, the Enemy Player determines 
the Area or Sub-area retreated to. The 
Defender has re trea ted any units he can, and 
desires to, first 

!Bl Cavalry Corps may not retreat to an 
adjacent Area or Sub-area occupied by Enemy 
uni ts. If one or more Cavalry Corps retrea t, any 
Supply uni ts 1n the stack may rema1n stacked 
with the Cavalry and also retreat. Otherwise, 
Supply units may not retreat. Op11onal Leader 
un.ts may also Retreat Before Combat. Depots 
and Infantry un1 ts may never retreat. 

!Cl If a stack does not conta1n any Infantry 
Corps, and the Enemy stack does. the Player 
Without Infantry must retreat all Cavalry Corps 
to any ad1acent Area lsi or Sub areas(s) If no 
retreat 1s possible (due to the restncllons of 
case A abovel the stack •s ellm•nated !see case 
C below) 

IDI Alter Retreats Before Combat. automat•c 
ellmmat•ons are determined. A stack without 
Infantry Corps •s automatically ehmtnated by 

Combat Results Table 
Combat Odds Percentage: 

611% BU% 1()(JJ/o 12fl'lo 140% 1fiUl/o 180% 
Die thru thru thru thru thru thru thru 
Roll 79% 99% 10!1'/o 139'% 1590/o 179% 199'% 

-2 Ae Ae Ae A ~he AriA I A rCA) AriA I 

-1 A e A e Ae A % e Ar(A) % ex %ex 

0 Ae Ae A%e AriA I %ex %ex % ex 

1 A e A e AriA) Ari A ) v. ex %ex %ex 

2 Ae A%e AriAI % ex %ex DriDI DrCAI 

3 A e A V. e Ari A I V.ex Dr( D ) Dr( D) Dri AI 

4 A ~he AriD I %ex DriDI DriDI DriDI DriAI 

5 A %e Ari D) V. ex Dr( D ) Dr( D ) D r( D ) D V.e 

6 AriD I %ex Dr( D) Dr( D) D~e D~• De 

7 AriD I v. ex Dr( D) Dr( D ) De De De 

8 %ax DriDI D%e De De De De 

9 %ex Dr( D) De De D e D e D e 

an l:.nomy stack w1 th one or more Infantry 
Corps. A stack Wi thout any Corps at all is 
automat•cally ehm•nated by a stack with any 
k1nd of Co1ps. If both stacks contam no 
Infantry Corps, but do have Cavalry Corps, 
there rs no eftect and the battle IS over. I' both 
stacks conttun Infantry Corps, contmue the 
resolut•on by proceedmg to step four !Battle 
Plan Resolutronl 

Battle Plan Resolution. 
lEI Dunng the Battle Plan Resolution step 
Battle Plan chrts are compared and results 
determmed on the Battle Plan Table The table 
has Cl w•<.l~ r<Jnye of effects, and lists what 
further steps the resolution of the battle wrll 
•nclude Important. one poss•ble effect 1s that 
the roles or At tacker and Defender will be 
sw•tched (r.e the phas•ng Player who was 
Attacke• becomes Delender. and the non­
phasrng Player who was Defender becomes 
Attacker!. Th1s switch o f roles only applies for 
tho tomainder o f that particular battle, no 
o thers Soc the Battle Plan Table to r details. 

Combat Resolution: 
trl Th•s step 1s only used if called for on the 
Battle Plan Table. The numbe• of attackmg 
lnfa11try Corps IS COIT1JJared as a perc:entage of 
the number of defendmg Infantry Corps. A die 
IS rolled and the Combat Results Table 1s 
consulted. All "exchange" and "elimination" 
results from the Combat Results Table are 
applied •mmed•ately, all "retreat" results are 
applied after the Pursu•t Resolution step, 
dunng the Retreat After Combat step. See the 
Combat Results Table for details. 

IGI If the French Player •s attackmg a Russran 
stack rn a Russian Area or Sub-area w1th a 
Fortress. the French Player must subtract 
"one" from h1s d1e roll for the Combat Results 
Table 

(H) Standard Game Ontv When attack•ng, the 
French Player always adds one to h•s d1e roll 
fo• the Con1bat Results Table, the Russ•an 
Player always subtracts one ICommenrary. 
th1s reflects the lnadersh•p of each army. The 
optional Loaders 1ules Simulate the s•tuallon 
differently, Ill more detail ) 

Pursutt Resolu(lon · 
Ill Thrs step •s never used rf the Attacker does 
not have more Cavalry Corps than the 
Defender - go drroctly to the Retreat After 
Combat step. If the Attacker does have more 
Cavalry Corps, he may choose to make a 
Pursu1t Attack or go directly to the Retreat 
After Combat step To resolve a Pursuit 
Attack, the Attncker compares the number of 
attackmg Cavalry Corps m excess of defendmg 
Cavalry Co1ps w1th a d10 roll on the Pursu1L 
TCiblo. See tho PurSIIII fable ror details 

Re((eat A f1er Comb<J1: 
(J) After PursUit results arc dowrminod l1f 
any) , 1f one stack has no lnlantry or Cavalry 
Corps lefl ,ll IS au lomaucal ly ol1m1nated If both 
stacks a•e w11hout In fantry and Cavalry, 
ne1ther is ellm1natod 

IKI After automatiC eilm•nallon lease J above) 
is determined. any retreats diCtated by the 
Combat Results Table are earned out These 
are the only retreats allowed •n th1s step. 
Stacks may not retreat 1nto adjacent Areas or 
Sub-a1eas occup•ed by Enemy unns. If no Area 
or Sub area unoccup•ed by Enemy unrts ex•sts. 
the retreating stack stack IS ellmmated rnstead. 
If no "retreat" result occurred. no retreats are 
made 'lnd the battle rs over 

IU Retreat After Combat, hke Retreat Before 
Combat, ISm add111011 to movement dunng the 
Movement Phase 

HOW TO USE THE COMBAT RESULTS TABLE: 
The number of a Hacking Infantry Corps IS compared to the number 
of defending Infantry Corps. The number of attacktng Corps is 

200'% 300% 4()(JJ/o expressed as a percentage of the number defending (6 attacking 4 

thru thru thru Die would be 150% . 4 anacking 4 100%, etc. Mathematically, to 
compute a percentage divide the Attacker's value into 100 times 

299 399 499% Roll the Defenders value. Thus 8 attacking 4 is computed as 4 divided 
into 800, yielding a result of 200. or 200%1. Now roll the die. 

AriA I %ex %ex -2 Cross-reference the die result row wtth lhe Odds Percentage 
column to determine 1he result(sl, Apply those shown to the 

%ex %ex Dr( A ) ·1 anacking and/or defendtng ulllls mvolved m the battle. 
Srandard Game Only: The French Player always adds one to his dte 

%ex % ex D % e 0 roll when anack1ng, the Russ1an Player always subtracts one from 
hts d1e roll when attackmg. Dte roll add1t1ons and subtractions are 
always cumulative. 

DriAI Dr( A ) D e 7 EXPLANATION OF COMBAT RESULTS 

DriAI DriAI De 2 The first tcapttalllener 1nd1cates wh1ch Player the result applies to. 
The other Player 1s not affected lexcept1on: " \?ex" affects both 

Dr( A) D lhe De 3 
Players). 
A = Attacker affected 

D%e De De 4 D = Defender affected 

D e De D e 5 
The letters following the capttal letter md1cate the result applied: 
'hex = Half Exchange. Each Player has half the Infantry Corps in 

De De 6 
the stack elimmated !Round fractions upward). 

De e "' Eltmmated. Whole stack os eliminated. 
Y,e = Half Eltmmared. Half the Infantry Corps in the stack are 

De De De 7 eltminated !Round fractoons upward!. 

De De De 8 
riD) = Stack rerreated by Defender. Stack ts retreated to any 
adjacenl Area or Sub-area by the Defender. Stacks may not retreat 

D e D e De 9 
into areas comain1ng unfriendly units. If no retreat IS posstble, the 
stack is eliminaled. This relreat movement is in addition to 
movement du<ing the Movement Phase, and is carried out after the 

Odds less lhan 60% are automatically an " Ae'' result Odds more than 499% are automatically a "De·· result Pursuit s1ep, during 1he Retreat After Combat step. 
riAl = Stackmg retreated by Attacker. Same as "r(O)", but the 

The French Player must subtract one when attacking Russian un.ts on a Fonress tsee Combat case Gl. Attacker may choose 1he Area retreated to 1f 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 

At least one continue w ith Attacker must retreat; 

Infantry Corps resolution. 
those unable to retreat 
are eliminated. • • 

At least one 
Cavalry Corps, 

Defender must retreat; Either may retreat. 
those unable to retreat If bot~ leave Cavalry in A rea, 

no Infantry. are eliminated.*" there rs 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 8.1) 

*" Batrle resolution is completed after the Retreat Before Combat step. 

Pursuit Table Attacker's Cavalry Superiority 

Die + 7 Cavalry +2Cavalry +3Cavalry +4Cavalry +5Cavalry Die 
Roll Corps Corps Corps Corps Corps or more Roll 

-2 A + 1/D-1 ex A + 1/ D -1 ex A+ 1/ D-1 ex A + 1/ D-1ex A + 1/ D-1 ex -2 
- 7 A+1/D-1ex A+ 1/0-1 ex A+1/D-1ex A+11D-1ex A+ 110-1 ex -7 
0 A + 110 : 1 ex A + 1/D-1ex A + 1/ D-1 ex A+ 110 -1 ex 0+1 ex 0 

7 A+ 1/ 0 -1 ex A + 110 -1 ex no effect 0 + 1 ex 0+ lex 7 
2 no effect no effect 0 + 1 ex 
3 no effect no effect 0+1 ex 
4 no effect no effect D +1ex 
5 no effect D + 1 ex 0+2ex 
6 0 + 1 ex 0+ 1 ex 0 +2ex 

7 0+1 ex 0+1 ex D +2ex 
8 0 + 1ex D + 2ex 0 + 2ex 
9 0+1 ex D+2ex D+2ex 

HOW TO USE THE PURSUIT TABLE: 
The Attacker may elect to use the Pursuit Table only 
•f he has more Cavalry Corps than the Defender. The 
amount by wh•ch 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 t 1/D-1 ex 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 

SUPPLY 
GENERAL RULE: 
Corps w•thrn an Area will erther deplete the 
Area or expend a Depot (tl French) to produce 
a source of supply Corps wrthrn an Area 
already 100% depleted use an adjacent Area 
contarn•ng a Supply unit, expend a Depot, or 
become unsupphed Unsupphed Corps rrsk 
elrmrnauon on tne Unsupphed Chart The 
effect of Corps depletr llg Arens rs shown on 
the Ama Deplctron Chart, Areas become 
"50%" or "100%" depleted, the latter state 
mukrng the Area useless lor supply purposes 
for the res t o r the g<Jme. 

D + 1ex D + 2ex 2 
D+2ex 0 + 2ex 2 
D + 2ex D+2ex 4 
0 +2ex D +2ex 5 
0 + 2ex D + 2ex 6 

D +2ex 0 +2ex 7 
D +2ex 0 + 2ex 8 
D +2ex D+2ex 9 

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 attackmg 
Cavalry Corps he w•shes to lose (including none). 
The Defender must then lose that amount of Corps 
plus one extra The Defender may choose wh1ch 
Corps to lose. 

PROCEDURE. 
In eacn Supply Interphase the supply of Corps 
and depleuon of Areas rs resolved Area by 
Area. Sub-area boundnes are 1gnored durmg 
the Supply Interphase. The source of supply 
lor all Corps of both Players rS determrned Area 
by Area. Those Areas rn whrch a Player plans 
to use an adjacent Area as a supply source 
should be resolved frrst II there rs debate over 
whrch Areas should be resolved ltrst. the 
Russran Player chooses Alter the snuauon tn a 
grven Area rs determined, the Area Depletion 
Chart is consul ted rl any Corps Lrsed the Area 
as a supply source, and rf necessary Depleuon 
markers are placed in the Area. If there are any 
unsupplied Corps rn the Area, a dre rs rolled tor 

each and the resultmg effect found on the 
Unsupphed Char1. 

CASES 
!A) A Corps may use an Area or a Depot as a 
source of supply A Corps may never be 
"unsupphed" rf a source of supply is avarlable. 
A Corps wrthout a source of supply rs 
"unsupphed" A,l Supply unrts and Depots 
(and Leaders) are automallcally supplied at all 
limes, and have no effect on Area depleuon 

Depors [French only) 
IBl At the end of any Movement Phase, any 
Supply unrt rn an A rea undepleted and 
unoccupred by Enemy unrts may create a 
Depot. The Depot rs stacked wllh the Supply 
unrt, and a 100% depleted marker placed in the 
Area. The Russian Player rpay never create 
Depots, bu t a Russran Supply unit may 
volun tarily 100% deplete any A rea occupied at 
the end o f any Russian Movement Phase. 

(CJ To move, a Depot must be stacked wrth a 
Supply unit for the en trre French Movemem 
Phose No more than one Depot may be 
"can ted" by a single Supply unit. 

!DI Depots can be a source of supply lor any 
Corps tn the same Area. Depots cannot be a 
source lor unns rn other Areas. Enemv units in 
an Area do not affect a Depot's supply source 
lunctron If four or more Fnendly Corps use a 
Depot as a source of supply, the Depot rs 
expended !removed from the map) Depots 
mav also be voluntanly ehmrnated. Expended 
or ehmrnated Depots may be recreated (see 
case Bl If three or less Fnendly Corps use a 
Depot as a source of supply, the Corps are 
supplied and the Depot rs not affected. 

Supply from Areas [French or Russian] 
tEl Undepleted and 50% depleted Areas can 
be sources of supply for any and all Corps In 
the A rea 100% depleted A reas are never a 
source o r supply. 

(F) Corps rn an undepleted Area must use the 
Area or Dopot as a source o f supply. Corps rn a 
50% depleted Area must use a Depot tf a 
Fr iendly one ts in the Area, rf not the Corps 
must use the Area as a source of supply Corps 
in a 100% depleted Area must use a Depot or 
an adjacent Area contarnrng a Fnendly Supply 
unrt (see case Gl, or are considered "un 
suppl ied " For each unsupplied Corps roll once 
on the Unsupplied Chart to determrne the 
effect. 

!GI A Corps rna 100% depleted Area may use 
an adtacent Area as a source of supply rl all frve 
ol the lollowmg conditions are met 

1. no Enemy stack occupres the ad1acent 
Area. 
2 no more than two Friendly Corps occupy 
the adtacent Area, 
3 the ad,acent Area rs undepleted or 50% 
depleted 
4 the ad1acent Area contains a Supply unrt, 
and 
5. the adjacent Area was not used by any 
Corps from a third. dr flerent Area as a source 
of supply durrng the Supply Interphase. 

For each Corps usrng a Supply unit rn an 
odjacen t Area as a source of supply, place one 
blank counter on the Supply unit to denote it. 

Unsupplied Chart 

Results: HOW TO USE 

Die Roll Game-Turns 1-8 Game-Turns 9-13 
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. 

no effect 1,2 

3 
4,5,6 

no effect 

no effect 

Corps eliminated 

Corps eliminated 

Corps eliminated 

Area Depletion Chart 

Game-Turns With Supply unit 
1-8 Without Supply unit-

Game-Turns With Supply unit 

9-13 Without Supply unit-

Initial State of Area: 

Undepleted -50% Depleted 

HOW TO USE 
THE AREA DEPLETION CHART: 
T~e chart ~r.oss-indexes the number of Corps 
wrth the lnrtral 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 
th~ Area, ~nd that Player both has a Supply 
unrt and wrshes 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. 

Deple/ion of Areas 
(HI Alter the source of supply lor all Corps in 
an Area has been determined, the Area 
Depletron Char t is consulted by cross-rndexrng 
the tn i llal state of the Area wi th the number of 
Corps using it as a source of supply. Naturally 
both Players must reveal the number of Corps 
rn the A rea at thrs trme. II only one Player has 
unrts rn the Area, and also has a Supply unn, 
the "Wrth Supply unrt" track on the A rea 
Depletron Chart may be used if desired Any 
Corps from adtacent Areas using the one rn 

Victory Points and 
Conditions 
GENERAL RULE: 
Vrctory Pornts, based on the control of cenarn 
Areas or Sub-areas, affect French Political 
losses and determrne the winner of the Game. 
Unlike many Srmulauons games, Vrctory 
Pornts are not scored by a specifrc Player, but 
rmparttally tallied each Game-Turn 

PROCEDURE: 
Vrctory Points lor Areas or Sub-areas con­
trolled by the French Player are computed at 
the end o f each Game-Turn, during the Vrctory 
Points Interphase. The current to tal of Vrc tory 

Corps using Area as supply source: 

0-4 5-6 7-14 15+ -
0.2 3 4-7 8 + 

0-2 3 4-7 8 + -
0.1 2 3-4 6+ 

n n SOd 100d 

60d 100d 100d 100d 

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, ~ince 
no Corps could use that Area as a source of 
supply. 

quest ron lor supply (as in case G) are added to 
the total Corps using the Area as a source o r 
supply. Here also the " W ilh Supply untt" row 
may be used. II both Players have units in the 
Area, the "Wrthou t Supply unit" row must be 
used, and the combrned to tal ol both Player's 
Corps rs used on the Chart. 

til The Depletron of A reas takes effect at the 
compleuon of the Supply Interphase. Place 
Depletion markers on the box in each affected 
Area to tndrcate depletion 

Pornts affects French Pohtrcallosses The final 
total after Game-Turn 13 determrnes the 
wrnner 

CASES 
!AI Scoring Points II only French uruts were 
the last to pass through or currently occupy an 
Area or Sub-area listed on the Vrctory Pornts 
Table, a Control marker rs placed in the Area or 
Sub-area I use rnverted counters from the other 
1812 versron as Control Markers). The Vrctory 
Points Table below lrsted Areas or Sub-areas 
tha t may be controlled, and the number of 
Vtctory Points scored rf a Control marker is 
currently rn the A rea or Sub-area. A t the start 
o f each Scenario Victory Points are at a certa in 

level. For each Con trol marker added to the 
map, rarse the level of Victory Pornts the 
appropriate amount. For each Control marker 
removed, lower the level of Vrctory Pornts the 
appropriate amount. 

VICTORY POINTS TABLE 

French Control of 
St. Petersburg (R41a) 

French Control of 
Moscow (R57) 

French Control of 
Kiev IR40c) 

French Control of 
any other Area or Sub-area 
containing a Fortress 

+ Spoints 

+ 5 points 

+3 points 

+1 point 
each 

OPTIONAL RULES ONLY 

Elimination of 
Napoleon Leader unit 

Each Game-Turn of 
French "Victory" 

Each Game-Turn of 
French "Defeat" 

-5points 

+ 1 point 

-1 point 

(8) French Political losses At the end of each 
Game-Turn, durrng the Vrctory Pornts Inter­
phase, the current total of Vrctory Pornts must 
be at least the number shown on the Vrctory 
Points Index for that Game· Turn. If the current 
total rs below the Index value, the French 
Player must rmmedrately remove from the 
map one Corps of his/her choice. 

ICI Game winner The followrng list shows, lor 
a g•ven level of Vrctory Pornts, which Player 
won the game. 

POINTS 

22ormore 
18-21 
15-17 
12-14 
11 or less 

VICTORY LEVEL 

French Decisive Victory 
French M arginal Victory 

Draw (Russian moral victory) 
Russian Substantive Victory 

Russian Decisive Victory 

OPTIONAL RULES 
The following rules may be used at the 
discretion of lhe Players. Some replace Stan­
dard rules, some are additional. The Op tional 
rules add intellectual rnterest. but decrease 
speed and ease o1 play. The Optronal rules 
cannot be used selectively· tf one is used, all 
must be used 

Leaders 
General Leader 

Namef!j 
Identification 

Leadership Points 3 A letter 

Cavalry Leader 

Name 

Identification 
Leadership Points Letter 



GENERAL RULE: 
General Leader units present in a stack affect 
Comba t 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 c~;~use additions or subtractions to the 
Combat Results dte 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 Infan try 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 at tacking, .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 ow ning Players as the 
strongest) would add three (Napoleon attack­
ing) and subtract two (Kutusov defending) to 
the Comba t Results Table die result, producing 
a net effect of adding one. 

During the Pursuit Resolution step the highest 
valued Cavalry Leader unir 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 
requ1re a die-roll on the Forced March table 
(i.e. they may Force March "tree," without 
risk). 

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

!Cl When determining the number of attacking 
Infantry Corps presen t for Combat Odds 
Percentages, the number of attacking Infantry 
Corps can never exceed the number of General 
Leadership Points tn t he stack. Excess attack­
ing In fantry Corps are liable to all results of 
Comba t and Pursuit Resolution, however. If 
the Attacker has no General Leader units, he 
may not attack and the battle is over. All 
defending Infant ry Corps may be used, regard­
less of the Leadership Points available. (Note 
that as a result o f the Battle Plan Table, the 
orig1nal Defender (non-phasing Player) may 
become the Attacker, and vice versa. The 
original Defender (now Attacker) must have 
General Leadership points to " attack," and the 
amount available naturally determines the 
number of anackrng Infantry Corps counted 
for Combat Odds Percentage purposes.) 
!Commentary: Unled or poorly led troops 
never stgnificantly helped an at tack in the 
Napoleon era, but as ''cannon fodder" were 
invariably affected by the results. ) 

(D) Whenever the die 1S 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 eacl1 stack for Pursuit, affects the die 
roll. The Leadership Points of the attacking 
Leader unit IS added to the die roll, and the 
Leadership Pom ts of the defending Leader unit 

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

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

Fortresses 0 
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 con taining a Fortress affects Supply, 

PROCEDURE: 
The fi rst Player to occupy an Area or Sub-area 
containrng a Fortress must place his stack 
dtrectly upon the Fortress symbol. If a stack is 
on a Fortress symbol, any one Corps in that 
stack au tomatically has a source of supply. 
This Corps may never be unsupplled, and will 
not count towards Area Depletion. 

CASES: 
(A) The French Player may not place a stack 
on any Fortress rnside Russia. The Russian 
Player may not place a stack on any Fortress 
outsrde Russia. 

IB) 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 wrthin the restric­
tions of case A above. 

Victory Conditions 
GENERA L RULE: 
The follow ing additional cases influence the 
accumulation of Vtctory Points, and thus 
French Poli tical losses and the winner of the 
game. 

CASES: 
(A) If the Napoleon Leader unit is eliminated, 
five points are subtracted from the current 
Victory Pomts level. 

IB) Each Game-Turn in which the Russian 
Player loses more Corps through Combat than 
the French is a Game-Turn of French "Vic­
tory", each m which the French Player loses 
more through combat than the Russian is one 
of French "Defeat" , and each in which both 
Players lose an equal amount is a draw . Corps 
lost due to Attri tion, Supply, or Political losses 
are not counted when determining French 
" Vtctory" 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 
"Vrctory," at the end of Game-Turn 13 the 
French would have accumulated 13 Victory 
Points. 

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. 

AS BREVIA TIONS 
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 Area(s) 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-area(s) may arrive in any of those listed, 
regardless of the presence of Enemy units. 
Russian reinforceme-nts arriving in any uncon­
trolled Fortress must arrive in Areas R55b, 
R56b, R60, R61, R62 or R63 if all Fortress Areas 
and Sub-areas are controlled by the French. 

Scenario 1 
Game Starts: 
Victory Points level: 
French Control: 

Area Depletion: 

Game-Turn 1 
7 
FP2, FP3, FP~ FW11, 
FW13, FA16 
none 

INITIAL PLACEMENT OF UNITS, 
FREE 

Russians: deploy first 

anywhere in Russia [Areas 19 through 631: 
7ic, 5cc, A, 8, 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, FW13: 
4ic, 1su 
Deploy anywhere in Areas 12 through 18: 
1ic, 1cc, N 

Deploy in FP2 and/ or FW6: 
1ic, 1cc, 1su 
Anywhere outside Russia [Areas 1 through 181 
14ic, Sec, 2su, A, 8, C, D, E, F, G, H, J, K, L, M 

INITIAL PLACEMENT OF UNITS, 
HISTORICAL 

Russians: 

R21: 
R22: 
R24: 
R25: 
R26: 
R30: 
R32: 
R33: 
R38: 
R40c: 

1ic, 1cc, H 
1ic, A 
1ic, 1cc, 8 , G 
lee 
1ic 
lie, C 
1ic, 2cc, J 
1su 
1ic 
1su 

French 
FP1: 
FP2: 
FP3 
FP5 
FW7: 
FW8: 
FW9: 

FW11: 
FW13: 

1ic, 1cc, 1su 
1ic 
1ic 
2ic, 1cc 
1ic 
3ic, 1 cc, K,L, M 
9ic, 6cc, 2su, A. B, C, 0, E, F, G, H, 
J 
1ic, 1su 
1ic, 1cc, N 

Scenario 2 

Game starts: 
Victory Points: 
French Control: 

Area 100% depleted: 
Area 50% depleted: 

Game-Turn 5 
15 
FP2, Ff3, FP5, FW11, 
FW13, FA 16, R25, 
R31a, R33, R34, R36, 
R37, R38, R44 
FW9, FW13, R33, R34 
R2~ R2~ R2~ R3~ 
R36 

INITIAL PLACEMENT OF UNITS, 
FREE 

Russians: deploy first 

Anywhere in Areas 27, 39, 40, 46, 47 or 56: 
3ic, 1 cc, 1 su, 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: 
1ic 
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, 8, C, D, E, F, H, J, K, L, N 

INITIAL PLACEMENT OF UNITS, 
HISTORICAL 

Russians: 

R27a: 
R30: 
R31b: 
R39: 
R40c: 
R50: 

French: 

FP3: 
FW8 
FW9: 
R21: 
R24: 
R31: 
R33: 
R35: 
R36: 
R38: 
R44: 

2ic, 1cc, E 
lie, C 
1ic, H 
1ic 
1su 
4ic, 3cc, 1su, A, G, J 

1ic 
1ic 
1ic 
1ic, 1 su 
1 ic, 2cc, 1 su, K, N 
lee 
1ic, 1cc, H 
lsu 
1su 
lie 
6ic, 3cc, A, 8, C, 0, E, F, J, L 

Scenario 3 

Game Starts: Game-Turn 8 

17 Victory Points: 

French Control: FP2, FP3, FP5, FW7, 
FA 16, R25, R34, R36, 
R37, R44, R57 

Areas 100% depleted: FW9, FW13, R22, R32, 
R33, R34, R44, R51_ 
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, 8, D, G 
Anywhere in Areas 27, 39, 40, 45b, 47, 56 
3ic, 1cc, 1su, E, F 
Anywhere in Areas 28-31, 33, 41, 42, 48, 53b, 
54, 55b, 58-63: 
3ic, 1cc, C, H, K 

French: deploy second 

Anywhere in Areas 51, 52, 57: 
5ic, 3cc, 2su, A, 8, C, D, E, F, J, L 
Anywhere in Areas 20-27a, 32, 34-38, 43-45, 
49, 50: 
5ic, 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: 
R30: 
R31a: 
R33: 
R39: 
R40c: 
R53b: 

French: 

FP2: 
FP3: 
R21: 
'R22: 
R27a: 
R31b: 
R36: 
R37: 
R44: 
R51: 
R52: 
R57: 

2ic, 1cc, E. F 
1ic, C 
lie, K 
1ic, 1cc, H 
1ic 
1su 
4ic, A, 8, 0 , G 

1ic 
1ic 
1ic 
1dp 
1ic, 1cc, lsu, K, N 
1ic, H 
1ic, 1dp 
1cc 
1ic, 1cc, 1su, 1dp, P 
1cc 
1ic, 1cc, 1su 
3ic, 1cc, 1su, A, B, C, D, E, F, J , L 

STRATEGIC GUIDELINES 
French: Advance into central Russ1a, but keep 
your forces In several adjacent areas. Before 
reach ing Smolensk choose Moscow, St. 
Petersburg or Kiev as your single objecuve. 
Meanwhtle take Riga and quiCkly elimina te 
Russ1an notlhern forces. The south can be 
easily contained by a single army and the 
Pnpet Marsh off-lifTlits area. Single cavalry 
cotps can probe and reveal unknown Russtan 
stacks. Then Force March to produce a 
dec1sive battle, do not waste your troops on 
Force Marchtng otherwtse. Although early 
defeat of the Russian army 1s always the 
primary Objective. keeptng a winter 1 etreat 
route available through undepleted areas or 
depots as you advance IS vital. 

Russians: Retreat your rnfantry, by force 
marchtng when necessary, to avoid bat tle. 
Concentrate yoUt central forces, whtle main· 
taming northern and southern arm1es that can 
descend on the French rear. As the French 
chase your main army, 100% deplete the areas 
around them. F1nally, If you have avo1ded 
lostng troops, you can close tn With over 
whelming strength at the end of the game, 
recap 1urrng Russta at will. 

EXAMPLE OF A BATTLE: 
In Area R44 a French stack anacks a Russian 
stack. The French stack contains seven Infan­
try Corps, three Cavalry Corps, one Supply 
un1t, and leaders Napoleon, Ney, Victor and 
Murat Tlte Russian stack has three Infantry 
Corps. two Cavalry Corps, one Supply unrL and 
leaders Barclay and Bagratton. 

In step 1 lhe French Player secretly choose 
Battle Plan chi t A, while the Russian laid 
d1tferent plans with chit E. In step 2 the stacks 
are revealed, while tn step 3 net! her srde elects 
to Retreat Before Combat. Thus the compari· 
son of Battle Plans produces a "go CRS­
PS - RAC" result, s1nce the French Cavalry 
supenority precluded the "Cav DdDl & stop" 
chotce 

In step 5 only six of the seven French lnfanlry 
Corps count for odds determination because 
only stx General Leadershtp Pornts (Napo­
leon-3, Ney-2, Vtc tor-1) are available. Against 
the three Russian In lantry Corps, thtS tS 200% 
A die roll produces a resul t of ''3". This is 
modified by add1ng three (lor Napoleon), 
subtracting two (lor Barclay) and then sub· 
tract tng one (lor the Russtans defending on a 
Fortress Areal. At 200% odds a ' '3" produces 
a Dr lA) result, which is not applied until step 7 

In step 6 the French Player makes a Pursutt 
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 Leadershtp 
value), and thus the result 1s "D+ 1 ex." The 
French Player elects to lose all three Cavalry 
Corps, SQ the Russtan chooses both Cavalry 
and two Infan try Corps for his requtred loss of 
four Now in step 7 the retreat is carried out. 
Note the one survtvtng Russran In fantry Corps 
prevented automatiC elim1nat1on of the Supply 
and two Leader units. 

lt1s suggested that the French Player sit on the 
west side of the map and the Russ1an Player on 
the south stde. 



Victory Point Record 
Use two blank counters to record the 
current amount of Victory Points accrued 
during the game. Place one marker in the 
appropriate "tens" place, and one in the 
appropriate "units" place. For example, a 
marker in the "20" box and another in the 
"3" box would indicate a current victory 
point total of "23." 

00 10 20 30 0 1 2 3 4 5 6 7 8 9 

I I I I ~ I I I I I I I I I I I 

Unsupplied Chart 

Results: 
HOW TO USE THE UNSUPPLIED CHART: Die Roll Game-Turns 1-8 Game-Turns 9-13 
Roll the die once for each Corps unsupplied. 
Use the left result column on Game-Turns 1 
through 8, the right column on Game-Turns 9 
through 13. 

1,2 

3 

4,5,6 

no effect 

no effect 

Corps elimi nated 

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 b8 determined before the number of 
Corps is found. On Game-Turns 1 through 8, 
use the upper track, on 9 through 13 the lower. 
A lways 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. 

Area Depletion Chart 

Game-Turns With Supply unit 
1-8 Without Supply unit 

Game-Turns With Supply unit 

9-13 Without Supply unit 

Initial State of Area: 

Undepleted 

50% Depleted 

FP2 

FP1 Undepleted 

Undepleted 

explanation of results. 
The results show the fina l 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 Corps cou ld use that Area as a source of 
supply. 

Corps using Area as supply source: 

0-4 5-6 7-14 15+ 
0-2 3 4-7 8+ 

0-2 3 4-7 8+ 
0-1 2 3-4 5+ 

n n SOd 100d 
SOd 100d 100d 100d 

Undepleted 

no effect 

Corps eliminated 

Corps eliminated 

R19 

Undepleted 

COURLAND 

WEST KOVNO 

e Pilviski 

Undepleted 

FW6 

Undepleted 

FW10 

Undepleted 

FW7 

Undopletod 0 
I pt 

DUC 
FW12 

Undepleted 

FA14 FA15 

I Undepletri I Undepleted 

Thorn 

FW11 

Undepleted 

AU 

FA18 

Undepleted 

• Schtschotsin 

e Novo go rod 

• Lublin 

0 Kamosc 

1 pt 

0 
I p t 

Olecko 

e Augustow 

R24 e Bialystok 

IUndoplotedl BIALYSTOK 

R27 

Undepleted 0 
L__ 

I pt 

Lulsk 

5pts 

R41 

Undepleted 

R28 
ESTHONIA R41a 

Undepleted R41b 

ST. PETERSBURG 

R29 

Undeplated 

LIVONIA 

R30 
P~KOV 

HOW TO USE THE ATTR ITION TABLE: ATTRITION TABLE 

Pla yers' Losses: 
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. 

die 
roll: French: Russian: 

lee = one Cavalry Corps eliminated; lie = 
one Infantry Corps eliminated; 1cc + 1 ic = 
one Infantry and one Cavalry 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. 

FORCED MARCH TABLE 

die 
roll: result: 

1 

2,3 

4 

5 

6 

EXPLANATION OF RESULTS: 
1,2 Forced March succeeds 

none none 

lee none 

lie none 

lie 1cc 

lie + 1cc 1ic 

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. 

3.4 Corps m ay not Force March 

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. 

5,6 Corps eliminated 

R60 

GORKY 

I R42b 

I --------~---
~- I 

RIGA 
R48 

I 

I 
I 

NORTHITVER 

Vilkomir 

R22 

Undepleted 

e Vilna 

VILNA 

R26 

Undepleted LIDA 

RU 

OFF LIMITS 

I 
vouf NIA 

I 
I 
I 
I 
I 
I 

R31 

Undepleted 

POLOTSK 
I pt 

0ounaburg 

\ 
\ 
\ 
\ 
\ 
\ 
\ 

R31a \ 

R42a 

R31b 

I p

0
t e Polotsk 

R33 e ~----~ 
R32 

Undepleted Orissa 
R34 

Undepleted ORISSA 

SVIR 

R36 e Minsk 
Undepleted 

Undepleted MINSK 

VITEBSK 

ORSHA 

MOGILEV 

I 
I 

R42c I 
I 
I • 
I 

R44 

Undepleted 

R43 

Undepleted 

I 

I 
I 

I 

BYftOI 

I 
I 

R43a I R43b 

SMOLENSK 

0 Smolensk 

I pt 

R55 

R48a 

RSO 

Undepleted 

• 

I 
I R48d 

R48c I 
. R48b I 

R49 

Undepleted 

VYAZMA 

R54 

Undepleted 

SOUTH:TVER 

I R49b 

R49a "-·.---

R52 

Undepleted 

R51 

Undepleted 

Undepleted 

DMITROV 

e Moscow 
R57 5pts 

Undepleted 

POKROV 

Undepleted 

POPOLSK MOSCOW 

R58 TULA 

Undapleted 

R63 

Undepleted 

SOUTH 
MOSCOW 

BRON­
NITSO 

S I A MSTISLAVL Undepleted 

R38 
1 pt 

Undepleted 0 
Bobruisk 

BOBRUISK 
Undepleted 

MOZYR 

0 Mozyr 
I pt 

R40 

Undepleted 

KIEV 
R40a 

---1/ 

I 
I 
I 

/ 
/ 

R47 

Undepleted 

R46 

Undepleted 

R46a 
CHERNIGOV R56 

O~EL 
I 
I 

R55a R55b 

I Undepletri I 

I 
I 

I 
I 

KU)lSK 

R56a /I R56b 

----, 
' 

R56c 'l\ 

I 
I 

SOUTHTULA 
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R27a I R27b I 
UKRAINE 

TURN RECORD & 
REINFORCEMENT CHART 

I 
I 

Victory Point Index 

R40b / R40c 

I 

Victory Points 7 
Scenario 1 

FRENCH Begins -

3 p ts 

Kiev 

8 10 12 

~ lXI 
(FP1, FW6) (FP1, FW6) 

15 ... Victor 17 18 20 20 20 20 21 
Scenario 2 lXI p Scenario 3 ~ AIIIII13U 
Begins (FP1 , FW6) Begins - IFP1 , FW61 R 

22 

Each numbered box represents a Game-Turn. 
As play progresses, move a blank counter or a 
coin on the chart to indicate the Game-Turn in 
play. On the top portion of the chart are 
pictured the quantity and type of corps that 
the French Player receives as reinforcements in 
that Game-Turn. The codes shown under the 
reinforcements indicate what Areas they may 

appear in. The bottom half of the chart depicts 
Russian reinforcements. The word "Fort" 
under a particu lar Russian force indicates that 
that group may appear in any fortress in Russia 
not under French control. If all Fortress Areas 
(or Sub-areas) are under French control, then 
those Russian reinforcements must appear in 
one or more of the following locations: R55b 
R56b, R60, R61, R62 and/or R63. 

Corps and Leaders which are indicated to 
appear in a specific Area, or a selection of 
specific Areas, may appear in those Areas 
regardless of the presence of Enemy units. 
Reinforcements may move and participate in 
Combat in the Game-Turn in which they make 
their appearence. Reinforcements may not 
postpone their appearance to some later date. 

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 
the Game-Turn . If the Victory Points accrued 
are less than this minimum, the French Player 
must lose one corps (his choice) at the end of 
that Game-Turn. 

Game-Turn 1 Late 2 June 
Early 3 Late 4 Early 5 Late 6 July July August August 

Early 7 Late 8 Early 9 Late 10 E"IV 11 Late 12 Eady 13 Late 
Sept. Sept. Oct. Oct. Nov. Nov. Dec. Dec. 
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The Campaign 
ofNapoleon in Russia 

Grnnd Tactical Game (Hex-Grid Version) 
The 7872 Grand Tacttcal game tS a Stmulation 
of the French mvaston of Russta. The defeat of 
Napoleon m thts campatgn eventually led to 
the collapse of the French Emptre, and the 
demtse of that truly great mtlttary leader. The 
Grand Tacttcal game stmulates the mechantcs 
of strategtc maneuver and tacttcal dectston in 
this campatgn. The game ts dtvided tnto three 
Scenanos: Scenano 1 starts in June wtth the 
oppostng forces deployE:Jd and ready to start 
the campatgn Scenario 2 starts 1n August. 
wtth Napoleon deep tnstde Russta and prepar­
tng hts ftnal drtve to Moscow. In October. 
Napoleon tn Moscow ts about to begtn the epic 
wmter retreat as Russtan armies converge from 
all dtrectlons. 

GAME SCALE 
Each Game Turn represents ten days of real 
time. Each hex tS 25 ktlometers (about 16 
mtles). and each Corps ts about25.000 soldters. 

GAME COMPONENTS: 
The 1812 Grand Tacttcal game should tnclude: 
one Game Map 122x34") 
one Map Extenston 
one set of Dte-cut Counters 
one Terratn Effects Chart 
one Time Record & Reinforcement Chart 
one dte 
If any of these parts are damaged or mtssmg, 
wnte: 
Stmulattons 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 Russta tn which 
the 1812 campatgn took place. A hexagonal 
grtd has been supertmposed over the map to 
regulartle movement and the posttton of the 
playtng pteces. There ts also a small extension 
to the main mapsheet showtng the St. 
Petersburg area of Russta. Thts extenston 
should be "added on" to the matn mapsheet. 
The map has. tn addttlon to the grtd. color­
ttnted Areas supertmposed for supply pur­
poses. 

GAME CHARTS AND TABLES 
Vanous vtsual atds are provtded for the player 
to stmplify and tllustrate certam game func­
uons. The rules folder and Ttme Record & 
Romforcement Charc shows the tntttal place­
ment of playmg pteces, further arnvals, and 
tracks for recordtng the current Game-Turn. 
The Terrain Effects Charc gtves the effect of 
each hex's terram on movement and/or 
combat. The rorced March Chart detatls 
condlttons and results of spectal Forced March 
movement. The Supply Effects Chart shows 
the effect of supply upon units Wnsupplied 
Chart) and map Areas \Area Depletion Chart). 
The Aurition Charts detatl the results of 
campatgn attnuon upon each Player's army; 
and the Combat Results Table shows the 
resolution of "battles" between playmg pteces. 

THE PLAYING PIECES 
The multi-colored set of dte-cut playtng pteces 
thenceforth known as untts) represent the 
opposmg forces tn the campatgn The Seen­
ana Chart shows whtch particular untts are 
used for a game. It ts recommended tha t the 
Players sort thetr units by type and color 
tmmedtately after removtng them from the 
sheet. and keep them segregated. Thts greatly 
factlltates set up and play of the game. The 
Playmg Pteces are dtsltngutshed by type, 
strength, nattonality and mobility, as repre­
sented by the color, numbers and symbols on 
the untts' faces. 

SAMPLE UNIT: 

Unit Size~ 

""' '"' ~J ""'' """""~"'" 
Combat Strength Movement Allowance 

Unl( Size shows the histoncal size of the untt. 

XXX = Corps 
XX = Dtviston 

Unl( Type shows the classtftcatton of the untt. 
Classtftcatton tS tmportant for dtsllnguishing 
the special functtons of certatn untts. 

COMBAT UNITS: 

Infantry Cavalry 

NON-COMBAT UNITS: 

Leader Supply Depot 

Combat Strength IS the baste offenstve and 
defenstve power of the untt expressed as a 
number 

Movement Allowance ts the baste movement 
capabtltty of a unit, expressed as a number 
representmg the baste number of hexagons the 
untt may move tn a stngle Movement Phase. 

Umt Identification IS to dtsllngutsh between 
otherwtse tdenucal pteces. The tdenuftca\lon ts 
not htstorical. 

OTHER MARKERS: The Area Depleted 
markers are placed on the map to denote the 
depletton of an Area's supply ability. Inverted 
counters from the 1812 Strategtc Game should 
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be used as Cancro/ markers. whtch indicate 
French control of various ctttes and fortresses. 

r5iiil ·~SO%"' ..... , 1100% I 
~~ Area 100% Depleted Depleted 

GENERAL COURSE OF PLAY 
1812 is bastcally a two-player game. Each 
Player moves hts untts and executes attacks tn 
turn wnh the objective betng to destroy Enemy 
units, whtle mtnimiztng Friendly unit losses. 
Combat IS resolved by comparing the strength­
numbers of adjacent opposmg units and 
expressing the companson as a stmplifted 
probabtlity ratio (odds). A die is rolled and the 
outcome mdtcated on the Combat Results 
Table is applied to the units being attacked. 
(See the Combat Results Table for greater 
detail). 

GAME LENGTH 
Each Scenano starts on a dtfferent Game­
Turn, as shown on the Scenano Chart. All 
Scenanos end after the Vtctory P01nts Inter­
phase of Game-Turn 19. Thts fmal comparison 
of Victory Points is used to determine the 
winner of the game. 

The Sequence of Play 
1812 ts played in turns Each Game-Tum is 
composed of two Player- Turns. Each Player­
turn ts composed of three Phases. These 
Phases are further broken down tnto Seg­
ments After both Player-Turns are completed, 
there ts a Supply Interphase tn whtch both 
Players evaluate the supply status of their units 
and the map Areas. Followmg that is a Victory 
Pomts 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 [FIRSn PLAYER-TURN 
(The Russtan Player always plays ftrst each 
Game-Turn.) 

1. ATTRITION PHASE: The phastng Player 
places newly arrived untts on the map, and 
then determtnes Attrition for hts units (see 
Attntton rules). 

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

3. COMBAT PHASE: 
(composed of the followtng segments) 

a. Retreac Before Combat Segment: the non­
phasing Player may voluntarily retreat units 
under attack. 
b. Combat Resolution Segment: each battle 
ts resolved and the results applied. One battle 
must be fully resolved and all results applied 
before gomg on to resolution of the next. 
c. Advance After Combat: the phastng Player 
may advance attacking umts across rivers or 
tnto Fortresses, or mto hexes vacated by a 
Retreat Before Combat. 
B. FRENCH [SECOND] PLAYER- TURN 
The French Player executes Phases 1 through 
3, becomtng the phasmg Player. 
C. SUPPLY INTERPHASE 
The source of supply for Combat units and 
depletton of Areas ts determtned, Area by 
Area. Each unsupplied Combat unit requires 
consulting the Unsupplied Table to determine 
the etrect. 
D. VICTORY POINTS INTERPHASE 
Control markers are adjusted and the current 
Victory Potnt level determmed. If this level is 
below the Victory Points Index value for that 
Game-Turn, the French Player must calculate 
the French Polittcal losses. 

Attrition 
COMMENTARY: 
One of the more tnterestmg aspects of the 
1812 campatgn was the enormous number of 
deserters. Half the overall French Army was 
actually allied foreign contingents. However, 
the attritton rule also covers "losses" due to 
dtsorganization. starvatton, other hazards 
plaguing 19th Century armies, and ~he political 
Sttuation 1n other parts of Europe_ 

PROCEDURE: 
Before each Movement Phase. tile phasing 
Player determtnes hts losses due to Attritton. 
The phas1ng Player rolls the d1e once on his 
Attnt1on Table, and then removes the unit 
types and sizes specified from the map. 

FRENCH ATTRITION TABLE 

die 
roll result 
1 no effect 
2,3 one cavalry corps 

eliminated 

4,5 one infantry corps 
eliminated 

6 one infantry and 
one cavalry corps 
eliminated 

RUSSIAN ATTRITION TABLE 

die 
roll result 
1,2,3.4 no effect 
5 one cavalry corps 

eliminated 

6 one infantry corps 
eliminated 

MOVEMENT 
GENERAL RUt£: 
Dunng the Movement Phase, tlhe phasing 
Player may move as many or as few1 of hts units 
as he w1shes. Units move hex by hex through 
the gnd. Entering a hex requires a unit to 
expend one or more Movement POJints. A unit 
may move into a hex only if it ha:s remaining 
the requ1s1te number of Movememt Points. 

PROCEDURE: 
Move each unit mdividually, tractnQJ the path of 
movement through the hexagona I grid. 

CASES. 
(A) Movement ts never required, it is always 
voluntary. 

!Bl No Enemy Movement ts perm1itted during 
the phasmg Player's Movement Phase. No 
combat may take place during a Movement 
Phase (exception: see AutomatiC Elimination, 
Combat cases K-Ol. 

!Cl Unns are moved Individually, 1m any direc­
tiOn or combtnatton of directions. A untt may 
be moved as many or as few hexes as the 
phastng Player wtshes. as long as; the Move­
ment Allowance IS not exceeded. Unused 
Movement Points are not accumtulated from 
Phase to Phase, or Turn to Turn. Movement 
Pomts may not be transfered bet'Ween units, 
etther. 

(0) Un1ts may never enter, or pass through, a 
hex contamtng Enemy untts (exception: see 
Automatic Elim,nauon, Combat rules). 

!El Each hex contams ("represents.'') a certam 
type of terrain. The number of Movement 
Potnts a unit must expend to enter ;a hex varies 
with the terratn. See the Movement sectton of 
the Terratn Effects Chart for a full !list of these 
different "entry costs." Untts 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 
IF) During the Movement Phase a Player may 
attempt to double the Movement Allowance of 
any un11 or units by a Double Forced March. A 
Player may attempt to tnple the Movement 
Allowance of any Infantry unit by a Triple 
Forced March. 

IG) A un1t attempting a Double Forced March 
IS moved its normal Allowance, then the 
Double Forced March Table is consulted, and 
the result appl1ed. Umts able to complete the 
Forced March are then moved the1r Movement 
Allowance agam, g1v1ng them 1n effect a 
"double" move. 

(H) A unit attempt1ng a Tnple Forced March is 
moved double its normal Allowance, then the 
Triple Forced March Table 1s consul ted 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 
Ill A Combat un1t leaving a hex conta1ning 
other Fnendly Combat units must expend one 
additiOnal Movement Point. With this restric­
tion, UnitS may move through hexes occupied 
by other Fnendly units freely. 

FORCED MARCH TABLES 
DOUBLE FORCED MARCH TABLE 

1st 1st Die 
Die Roll 
Roll Results: 2nd Die Roll 
1,2 • 1,2 3 4 5 

3 Op I ~ • • • d ,. 
4 Op • • d d 

6 Op ,. • d d a 
-

6 

a 

a 

a 

6 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: 
• = 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. 

IJ) Combat units may only f1n1sh a Friendly 
Movement Phase stacked on the same hex if 
they are allmvolved 1n an attack (see Combat). 
Un1ts may never stack except to attack, and a 
stack must attack on a Friendly Combat Phase. 
An unl1m1ted number of umts may stack in a 
g1ven hex. 

IKl Leader, Supply and Depot units never 
count in stacking. These units are not Combat 
units, and neither cause nor suffer the stacking 
penailtes g1ven 1n cases I and J above. Leader, 
Supply and Depot units may stack with other 
units at any time, and w1th no movement 
penalty They may remain stacked and need 
not attack. 

Depot Movement 
Ill French Depot un1ts 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 w1th the Supply 
unll, the Depot cannot move. 

Winter 
(M) Dunng Game-Turns 12 through 19 (winter) 
all un1ts have their Movement Allowance 
reduced by one Movement Pomt. Thus a unit 
w1 th a normal Allowance of five would have an 
Allowance of four during the winter. 

TRIPLED FORCED MARCH TABLE 

1st 1st Die 
Die Roll 

2nd Die Roll Roll Results 
1,2 • 1,2 3 4 5,6 

3 Op ·-. • • d • 
4 Op • d d a - .. 
5,6 e 2nd Die Roll Results 

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 "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 "5" (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 mto the six immediately surrounding 
hexagons. Hexes upon wh1ch 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 panial Zone of 
Control 

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

(B) Infantry and Non-Combat un1ts entering 
any Enemy controlled hex, or Cavalry units 
entenng 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. 

(Cl Cavalry units may move Into, through 
and/ or out of panial Zones of Control. Cavalry 
units suffer no movement penalty to enter a 
partially controlled hex, but must expend two 
additional Movement Pomts to leave a partially 
controlled hex. Cavalry units starting the phase 
on a controlled hex never need expend 
additional Movement Po1nts to leave that hex. 

(D) Zones of Control do not extend across 
unbridged R1ver hex-s1des, 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 un1ts never 
extend a Zone of Control. 

!Gl 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 d1scret1on. The phasmg Player is the 
Attacker, the non-phasmg Player the De­
fender, regardless of the1r overall strategic 
POSitiOn 

PROCEDURE: 
The Attacker states all attacks he w1shes 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 w1th a die 
roll on the Combat Results Table to determine 
the result of each battle. The Attacker chooses 
the order in wh1ch 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 un1 ts in a Fortress. 

CASES: 
(A) During the Combat Phase the phas1ng 
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 un1ts in a particular attack must be on the 
same hex. !Exception: see Fortress rules.) All 
un1ts stacked on a hex must participate 1n the 
same attack. No unit may ever attack more 
than once per Combat Phase. 

!Cl Each Defender-occupied hex must be 
attacked separately; no umt 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 
ind1v1dually. Units may defend an unlimited 
number of t1mes 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, 1f any of the following apply: 

1. The unit is surrounded by Enemy units or 
totally controlled hexes. Fnendly units on a 
hex negate Enemy Zones of Control during 
the Combat Phase. 
2. The unit is Infantry, Supply or Depot, and 
1s attacked at 500% or greater odds. Cavalry 
and/or Leader units may retreat regardless of 
the odds percentage. 
3. The unit IS disrupted. 

!El Each unit Retreating Before Combat is 
moved by the Defender 1ts full Movement 
Allowance. It may not move through un­
bndged R1ver hex-sides, onto Enemy units, 
Enemy totally controlled hexes unoccup1ed by 
Fnendly un1ts, or hexes already moved through 
dur1ng 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 uni t becomes 
disrupted. 

Combat Resolution 
!Fl All units involved 1n 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 1f 
the un1ts are defending on certain types of 
terrain - see the Terra1n Effects Chart). 
(G) Units with a Combat Strength in paren­
theSIS (Leader and Supply units) only use that 
Combat Strength if they are defend1ng alone 
on a hex. Otherw1se, such units have a Combat 
Strength of zero when defending, and may 
never have the1r Combat Strength Involved 1n 

an attack. 

!Hl The total Combat Strength of the attack­
ing unlt(s) 1s compared to that of the defendmg 
unit(s). The comparison is expressed as a 
percentage: the Attacker's Strength as a 
percentage of the Defender's. Th1s percentage 
is then cross-referenced with the result of one 
d1e roll, and the result 1ndicated on the Table_is 



Odds Parcentllge COMBAT RESULTS TABLE 

less 80"/o 100% 110% 120% 
Ore than lhru thru thru thru 
Roll 80% 99% 109% 119% 139% , Ara Aro Aro Arl Dro Dr I 
~ 

2 Ars Ars Ar1 Drs Arl Drs Dr2 

3 Ars Aro AriDrs Dr I Dr2 

4 Ars Arl Drs Dr1 Dr2 Drs 

5 Ars AriOrs Dr I Drs Drs 

6 Ae Ar1 Drs Dr2 Drs Drs 

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 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. 

EXPLANATION OF RESULTS 
Each code of letters and numbers is a result. If 
more than one result occurs (such as "Ar1 
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 = Defende1r'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 elimina1ed. 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 Scattered. Each unit is separ­
ately retreated its full Movement Allowance, 
and must finish the retreat on an unoccupied 
hex or Friendly con1trolled 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 he)((es, or onto an adjacent 
Fortress hex. The ul'llits are then disrupted. 

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

applied to the attackang and/or defendtng 
un1ts. See the Combat Results Table for 
deta1ls. 

(I) Attacks made through an unbndged river 
hex-s1de must be at least 160%. Attacks at less 
than 160% odds are always an "Ae" result fall 
attacking unns are elum1natedl. 

Advance After Comb.ac 
(J) If the Attacker a~tacked across a River 
hex-side or a Fortress lhex, he may occupy the 
hex in the Advar.tce After Combat. The 
Attacker may always advance if the Defender 
Retreated Before Combat all units on the 
defend1ng hex. The Attacker may never 

140% 160% 180"/o 200% 300"/o 400% 
thru thru thru thru thru or Ore 
159% 179% 199% 299% 399% more Roll 

Drs Drs Drs Dro V.ex De T 
Drs Drs Drs y,81C De De 2 

Drs Drs Drs De o. De 3 

Drs Drs 'hex De De De 4 

Drs Dts De De De De T 
Drs 'he• De De De De 6 

Note: In "Ars" or "Ar1 " results the Attacker 
may retreat any uninvolved 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 0 for details. 

advance 1f a combat result of "Ae", "Ars", or 
"Ar1 " occurred. The Attacker may advance 
mto the attacked hex any attack1ng units 
mvolved 1n the battle, 1ncludmg all of them. 
This 1s the only hex he may advance mto. 

Aucomatic Eliminatton 
IKl If, dunng the Movement Phase. 500% or 
greater odds are ach1eved agamst a defending 
Infantry, Supply and/or Depot umt(s). the 
defending unit(s) are Automatically Eliminated. 
There is no Retreat Before Combat, since this 
action IS during the Movement Phase. 

Ill Any Infantry or Cavalry unit automatically 
has 500% AutomatiC Elimination odds aga1nst 
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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. Hrs Central Army Group alone contarned 
351 ,000 men. The Flankmg armies contained a 
further 62,000 men, m 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 
ergh10en of rts allres and subject states had gathered 
600,000 men, 175,000 horses. and 100,000 cattle and 
prgs for the subjugation of Russia. 

To oppose thrs force, the Russians had 175,000 men 
lacing the French, and another 123,000 men on other 
fronts (Frnland, the Danube, etc.l. During the 
campaign another 185,000 men were drawn into the 
colors. There was no hope of assistance. a cowed 
Europe opposed Russia, wl1o fought alone 

By January 1813, the French were back behind the 
Elbe rrver of Germany Ito the west, off the mapsl. 
Prussia had revolted, and Austria was mobilizing. A 
restive Germany threate~ed to finish the collapse of 
Napoleon's European domrnation 

Of those 600,000 invaders, only 115,000 escaped in 
organized formatrons. 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 
garrrsons. The remarnder had re-assembled into one 
of the smallest French armies in Europe, to defend 
against over 100,000 pursurng Russians. 

The largest factor in this enormous bloodbath was 
supply . Thus the game design treats thrs as the 
central point. The ability of a Napoleonrc army to 
supply rtsel f depend primarily on the surrounding 
countryside A Corps of 25,000 men can live off the 
produce surplus of an equrvalent number of people 
for roughly 15 days. This area is then "strrpped" 
(depleted of supply!, and the army must move or 
starve However, to mollify this, all armies had supply 
gathering organizations. whrch would assemble 
supplies and stockpile them for use. occasionally 
even doing some lrmrted transport. 

In Western Europe, supply became a problem only 
wtien massrve numbers of troops concentrated for a 
battle Thrs rs why so much of Napoleon's art of war 
consisted of converging marches to battles, and 
drvergent pursuits. This approach minimized the 
time/concentration factor. Other armies travelled rn 
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 mrle; 
however, Russia vaned between frve and twen ty per 
cent of that This meant that even the average corps 
could simply not move on a march, gathering supply 
as rt went along It had to slow down and deliberately 
forage even when marching. 

Each infantry corps rn 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 morel. Thus all of Western Russia would be 
eaten out in a campaign of nine months with forces 
of over 1 mrllion men A quick campaign was the only 
alternative to starvation for both sides. 

Napoleon was aware of the problem. Hrs estimation 
was that Russra was capable of supplying only 20% 
of his forces, an estrmation that was borne out by the 
pro port ron of troops that escaped from Russia . Many 
extraordrnary 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 
addi tron to the four wagons per 1000 men integral in 
the corps, a further equrvalent of 15.610 wagons 
were attached to the invadrng 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 decrsive victory near the border, elimina ting the 
bulk of the Ru~sian field armies; this would prevent 
the need for projecting too many men beyond the 
supply network. 

The Russian plans were qurte simple; give ground, 
react to what the French did, and wait until the 
French had wasted themselves on lunging marches, 
lack of food, and wrnter. 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 
rn fluenced 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 unfeasrble 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 
lrgh t, so Napoleon lost nearly 100,000 men in the first 
month frurtlessly force-marching around what he 
though t trme and again would be their new final 
posi tron. Most important of all, no one had 
anticipated the capaci ty 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 accepted with relative calm. Roughly 
two million civi lran casualties were incurred in the 
rnvasron, 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 vrrtually all the Russian generals. 
This only counted in battle though, and there was 
but a srngle great battle !Borodino; see Strategy & 
Tactics, issue 32) in the entrre campaign. It was only 
if the Russians ventured onto the offensive tactically 
that their poor leadership would show. Almost 
instinctrvely, the Russians adopted the proper mix of 
a strategrc delaying action, followed by the offensive, 
whrle tactrcally always remaining on the defensive. 
They would place themselves in positions that the 
French could not bypass, and force them to attack. 
Since the Russrans 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 rn terms of occupying territory, 
this can only be accomplrshed by first destroying the 
opponent's army. II erther 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, rt is the destruction of 
the enemy army that brings victory, not terri tory. 

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 vrctory on the non-French troops (50% of the 
entrre army), and supply problems in the sparsely 
settled areas. So the Strategic version was devel­
oped to reflect the primacy of logistical problems. 
Having elimina ted the hexagonal grid as a vehicle to 
re flect 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 rncluded in the Strategic version on a 
dif ferent level. The difference is unique, to our minds. 
So we decrded to offer both games in this combined 
package, and leave i t up to you, the Players, to 
decide which is the superior representation of the 
campaign. 



any hex contain1ng only Depot units. This 1s 
because Depot units have a Combat Strength 
of "0", thus units of the phasmg Player may 
move nght through or over them as if they 
didn't exist. 

IMl Automatically El1m1nated Combat un1ts 
Immediately lose the1r 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 entenng the hex Automatically Elimin­
ated Combat unns are elimmated at the start of 
the Combat Phase follow1ng the Movement 
Phase. 

IN) Automatically Eliminated Supply and 
Depot units are immediately removed from the 
game (el1m1nated). They have no Zone of 
Control to lose, and the hex they occupied 
does not inhibit movement of the phasing 
Player's units. 

10) Cavalry and Leader un1ts 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 unns are never 
disrupted. 

CASES: 
tAl A disrupted un1t may not move, Retreat 
Before Combat, or attack, but does defend 
normally D1srupted Supply and Depot units 
may not be used for any Supply functions. 
Leaders are never d1srupted 

(B) A ulllt d1srupted during a certain Phase w1ll 
remam d1srupted until the end of the same 
Phase on the following Game-Turn. Thus a 
un1t w il l remain disrupted for the six Phases 
and two lnterphases followmg the Phase of 
d1srupt1on (each Game-Turn has SIX Phases, 
three for each Player-Turn, and two Inter­
phases). Example: a unit d1srupted by an 
Enemy attack would remain disrupted unt1l the 
end of the Enemy Combat Phase on the follow­
Ing Game-Turn. A unit disrupted by a Forced 
March attempt would remam disrupted until 
the end of the Friendly Movement Phase of the 
followmg Game-Turn. 

!Cl A un1t currently d1srupted is destroyed 
when disrupted agam. 

SUPPLY ~ 
COMMENTARY: ~ 
Before armies were t1ed to a complex "line of 
communication" (roads. ra1lroads a1rfields, 
beachheads. etc.) they l1ved off the land. Men 
made use of almost anything that could be 
found. wnh some material bemg 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 
1n 1812 supply affects the surv1val of units, not 
the1r Movement or Combat. The mabil1ty of the 
countryside to host an army contmuously is 
reflected 1n the depletion of Areas. 

GENERAL RULE: 
The map sheet is div1ded mto Supply Areas 
represented by the different color-lints. Com­
bat unns within an Area either deplete the Area 
Itself, or use a Depot un1t w1thin the Area. 
Ulllts w1th1n an already depleted Area may 
deplete an adjacent Area hav1ng a Supply unit, 
use a Depot un1t, or become unsupplied. 
Unsupplied units risk elim1nat1on on the 
Unsupplied Chart. Areas are "50%" and 
"100%" depleted, the latter state makmg the 
Area worthless for all future supply. The effect 
of un1ts 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 all units (of both sides) 1s 
determmed Simultaneously 1n each Area. 
Those Areas already 100% depleted should 
be resolved first. After the s1tuat10n in a g1ven 
Area IS determmed, the Area Depletion Chart is 
consulted 1f any units used the Area as a 
supply source. and ii necessary Depletion 
markers are placed 1n the Area If there are any 
unsupplied Combat unns 111 the Area, a die 1s 
rolled for each and the result1ng effect found 
on the Unsupplied Chart 

CASES: 
!AI Combat units may use an Area or Depot 
un1t 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 umes. 

Depot Units [French only] 

fQ] 
~ 

I B) At the end of any French Movement Phase 
any Supply unit in an un-depleted Area may 
crea te a Depot unit. The Depot 1s stacked with 
the Supply unit, and a 100% Depleted marker 
placed 111 the Area. The Russians may never 
create Depot units, but the1r Supply units may 
voluntarily 100% Deplete the Area they 
occupy at the end of any Russ1an Movement 
Phase. 

ICI Depot units are 1mmed1ately and auto­
matically eliminated whenever alone 1n a hex 
adjacent to an Enemy Combat un1t. Thus 
Enemy Combat units movmg 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. 

IDI Depot units can be a source of supply for 
any Combat units 111 the same Area. Depot 
un1ts cannot be a source for un1ts 1n other 
Areas. Enemy units in an Area do not affect a 
Depot's supply source functiOn. If 6 or more 
Fnendly Combat units use a Depot unit as a 
source of supply, the Depot unit is expended 
(removed from the mapl. Expended or auto­
matically elimmated Depot units may be 
recreated (see case B above). If 5 or less 
Fnendly Combat un1ts use a Depot as a source 
of supply, the Combat unns are supplied and 
the Depot 1s not expended. 

Supply from Areas [French or Russian] 
IE) Undepleted and 50% depleted Areas can 
be sources of supply for all uni ts in the Area. 
100% depleted Areas are never a source of 
supply. 

IFl Ulllts 1n an undepleted Area may use the 
Area or a Depot unit as a source of supply. 
Units 1n a 50% depleted Area must use a 
Friendly Depot if one IS 111 the Area; 1f not the 
Combat un1ts use the Area. Unns in a 100% 
depleted Area cannot use the Area. but must 
use a Depot unit or an adjacent Area (see case 
Gl, or are cons1dered unsupplied. For each 
unsupplied unit roll once on the Unsupplied 
Chart to determine the effect. 

!Gl A Combat unit in a 100% depleted Area 
may use an adjacent Area as a source of 
supply 1f all f1ve of the followmg cond1t1ons are 
met· 

1 no Enemy Combat un1ts occupy the 
adjacent Area. 
2. no more than two Fnendly Combat units 
occupy the adjacent Area, 
3. the adjacent Area IS undepleted or 50% 
depleted, 
4. the adjacent Area conta1ns a Supply unit, 
and 



SUPPLY CHARTS 

UNSUPPliED CHART 

Die Roll Result: HOW TO USE 

1.2 
3 

Game-Turns 1-11 

no effect 

Game-Turns 12-19 

no effect 

THE UNSUPPLIED CHART: 
Roll the die once for each Combat unit 
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. 

no effect 
4, 5, 6 unit eliminated 

unit eliminated 
unit eliminated 

AREA DEPLETION CHART 

Game-Turns With Supply unit 
1-11 Without Supply unit 

Game-Turns With Supply unit 

12-19 Without Supply unit 

Initial State of Area: 

Undepleted -50% Depleted 

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. 

5. the adjacent Area was not used by any 
Combat units of a th1rd, different Area as a 
source of supply that Game-Turn. 

For each Combat unit us1ng a Supply unit in an 
adjacent Area as a source of supply, denote it 
by placmg one blank counter on the Supply 
unit 

Depletion of Areas 
!Hl After the source of supply for all Combat 
units 1n an Area has been determmed, the Area 
Deplet1on Chart IS consulted by cross-indexing 
the 1n1t1al state of the Area with the Combat 
un1ts using it as a source of supply. If only one 
Player has Comba t 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 
suonlv las in case Glare also added to the iota! 

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

0-4 5-6 7-14 15+ 

0·2 3 4-7 8+ 
0-2 3 4-7 8+ 

0-1 2 3-4 5+ 

n n 50d 100d 
50d - 100d - 100d 100d 

100d = Area 100% depleted. Area becomes 
100% depleted. (If already 100% depleted the 
Area Depletion Chart is not necessary, since 
no Combat unit cou ld 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 "50d". 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." 

Combat units usmg the Area as a source of 
supply. Here also the "With Supply un1t" track 
may be used. If oppos1ng Players both have 
Combat units 1n 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. 

Ill The Depletion of Areas takes effect at the 
completion of the Supply Interphase. 

Fortresses 
(Jl 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 
occup1ed or passed through by French units. 
French Combat un1ts may only use as a supply 
source Fortresses outs1de Russia and never 
occuo1ed or passed throuqh by Russian units. 



Leaders 

Identification Letter 

Leader's Name 

Combat Strength 

GENERAL RULE: 

OHensive 
Leadership Bonus 

Defensive 
Leadership Bonus 

Movement Allowance 

A Leader unit adds the Offens1ve Leadership 
Bonus to the Combat Strength of any attack 
unit or stack of units 1t IS stacked with . A 
Leader umt adds the Defensive Leadership 
Bonus to the Combat Strength of any defend­
mg un1tlsl it 1s stacked with . (Exception: see 
Fortress rulesl. 

CASES: 
(Al Leadership Bonuses are added before 
Terram effects are determined. 

IBl More than one Leader may add its Bonus 
to a group of attacking units. or a hex of 
defendmg un1ts. The total Bonus value added 
to the Combat Strength may never exceed the 
total Combat Strength. AdditiOnal Bonus 
pomts available from the Leader unitlsl are not 
used for the battle. Example: A French 5-5 
lnfanty Corps unit and the Napoleon Leader 
unit 125/25 bonuses) have a total Combat 
Strength of ten Points. Napoleon could only 
conribute five of the 25 Bonus Pomts. If seven 
5-5's were stacked w1th Napoleon, the total 
Strength would be 60 135 Combat Strength 
Po1nts plus the full 25 Leadership Bonus 
Pomtsl. 

(C) Leader units only use their Combat 
Strength when defending alone on a hex. They 
may not attack alone, and when attacking or 
defendmg w1th other units, they only add their 
Leadership Bonus values. 

Fortresses 0 
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 captunng It for Victory 
Points purposes. 

CASES. 
(A) A Fortress hex automaucally prov1des 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 un1ts. 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 otherw1se normal if re­
occupied by the original Player. 

IBl Zones of Control never extend onto a 
Fortress hex, and un1ts on a Fortress hex never 
exert a Zone of Control onto any adjacent 
hexes. 

ICl Units defendmg on a Fortress hex triple 
their Combat Strength (see Terrain Effects 
Chartl. "Dr" and "Drs" results do not apply 
(become no effect) to un1ts defendmg on a 
Fortress hex. 

(D) All units adjacent to a Fortress may make 
one comb1ned attack if des1red. even if the 
units are not all on the same hex. Prov1ded the 
Fortress hex 1s being attacked, the attacker 
may 1nvolve as many Fnendly 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 
mvolved IS applied !Combat Strength total 
permlttmgl. This 1s the only exception to the 

rule that all un1ts mvolved in an attack must be 
on the same hex. 

IE) Attack1ng un1ts on a Fortress hex muse 
attack all adjacent Enemy-occup1ed hexes in 
one combmed battle. Attacking umts on a 
Fortress hex may not attack md1v1dual hexes, 
but must mvolve all adjacent Enemy units. If 
any adjacent hexes are divided from the 
Fortress by a River hex-side (bridged or 
unbridgedl. the Attacker may or may not 
mvolve them at h1s discretion. If Enemy units 
on hexes separated by R1ver hex-s1des are 
mvolved. all such units must be attacked. 

IF) S1eges. At the end of the game, if Enemy 
units. or Enemy controlled hexes occupied by 
Friendly un1ts, 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 
besieg1ng Player receives Victory Points for the 
bes1eged Fortress, but does not control the 
Fortress. The bes1eged Player rece1ves no 
Victory Po1nts for a Fortress under s1ege by the 
Enemy. 

(G) Concrol If a Fortress is not under siege, the 
last Player to move a unit through or onto the 
Fortress hex concrols the Fortress. Use in­
verted uni ts from the other version of 1812 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: 
V1ctory Pomts, based on the control of certain 
c1t1es or Fortresses. affect French Political 
losses and determine the winner of the game. 
Unlike many Simulations games, Victory 
Points are not scored by a spec1fic Player, but 
impartially tallied each Game-Turn. 

PROCEDURE: 
V1ctory Points for cities or Fortresses con­
trolled by the French Player are computed at 
the end of each Gam&-Turn, dunng the Victory 
Pomts Interphase. The current total of Victory 
Points affects French Political losses. The final 
total after Game-Turn 19 determines the 
winner. 

CASES: 
IAl Scoring Poincs: 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 
St. Petersburg 

French Control of 
Moscow 

French Control of 
Kiev 

French Control of 
any other Fortress 

Elimination of 
Napoleon Leader unit 

+5 points 

+5 points 

+3points 

+ 1 point each 

-5 points 

IBl French Policical Losses: At the end of each 
Game-Turn, dunng the Victory Po1nts Inter­
phase, the current total of Victory Po1nts 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 cho1ce. 

I C) Game Winner: The following list shows, for 
a g1ven level of Victory Points, which Player 
won the game. 



POINTS 

22 or more 
18-21 
15-17 
12-14 
11 or less 

VICTORY LEVEL 

French Decisivie Victory 
French Marginal Victory 

Draw (Russian moral victory) 
Russian Substantive Victory 

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 1812, 
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 "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: 
Prenn: 

Pilviski: 

Miriampol: 

Olecko: 

Czymochen: 

Augustow: 

Schtschosin: 

Novogorod: 

Novominsk: 

Lublin: 

Thorn: 
Modlin: 

Koenigsberg: 

Me mel: 

Warsaw: 

Danzig : 

5-5, 3-6, s 
3x3-6, 0 , E 

5x5-5, 3-6, 2x1 -3, A , C 
F, G 
5-5, B 

2x5-5, J 

5-5, 3-6, H 

3-6 

5-5, 3-6, L 

5-5, M 

5-5, K 
5-5, 3-6, N 

5-5 

5-5 

5-5 

5-5 

1-3 

1-3 

RUSSIAN INITIAL DEPLOYMENT 

directly on 
the hex of: 

Orissa: 

Bobruisk: 

Riga: 

Vilkomir: 

Vilna: 

1-3 

5-5 

5-5, 1-3, c 
5-5, 3-6, H, L 

5-5, A 

Lida: 5-5 

Smorgonie: 3-6 

Svencionys: 5-5, 3-6, J 

Bialoystok: 3-6 

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, Tufa, 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: 

Lutsk: 

Mozyr: 

Kiev: 

within three 
hexes of: 

Vyasama: 

anywhere within 
the Area of: 

5-5, c 
5-5, 1-4, E 

5-5 
1-3 

3x5-5, 2x3-6, 2x1-4, 1-3, 
A, J, L 

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: 

Mogilev: 

Bobruisk: 

Minsk: 

Orsha: 

Vilna: 

Kovno: 

Minsk: 

Konigsberg: 

Warsaw: 

Slonim: 

within one 
hex of: 

Riga: 

Ounaberg : 

within two 
hexes of: 

Polotsk: 

Til sit: 

within three 
hexes of: 

Brest: 

within four hexes of: 

Smolensk: 

1-4, 0 
2-3 

2-3 

2-3 

2-3 

2-3 

2-3 

1-3 

5-5 

5-5 

2-3, K 

2-3 

2-3, 1-4, s 

5-5, 2-3, 1-4, G, H 
5-5, 2-3, 1-3, 

5-5, 1-4, 1-3, N 

3x5-5, 2x3-6, 2x2-3, 
3x1-4, 2x1-3, A, B, C, E, 
F, L, J 



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, 
Tufa, 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: 

Polotsk: 

Dunaberg: 

Minsk: 

Vilna: 

Borisov: 

Kovno: 

Danzig: 

Vyasma: 

Orsha: 

Warsaw: 

Vitebsk: 

Mogilev: 

within three 
hexes of: 

Brest: 

within four 
hexes of: 

Moscow: 

5-5. 2-3, 1-3, p 
5-5, 1-4, H, G 
2-3, 1-4, s 
2-3, 0-0 

1-4, 0-0 

5-5 

5-5 

5-5 

2-3 

2-3 

2-3 

1-4 

1-4 

5-5, 3-6, K, N 

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: 

Bobruisk: 

Mozyr: 

Riga: 

Kiev: 

within four 
hexes of· 

Kaluga : 

anywhere in 
the Area of: 

2x5-5, 3-6, E, F 

2-3 

2-3 

2-3 

1-3 

3x5-5, 3x3-6, 2x2-3, 1-4, 
1-3, A, D, J , L 
[may not be on or 
adjacent to French 
units] 

Polotsk (R31) 2x5-5, 3-6, K 

1812 DESIGN CREDITS 
Strategic and Grand Tacttcal Games 

Game Des1gn. John Young w1th Phil Orbanes 
Physical Sysrems Design and Graphics: 
Redmond A S1monsen w1th Manfred F. Milkuhn 
Game Development: Ph1l Orbanes and Arnold 
Hendrick 
Rules Composm'on. Arnold Hendrick 
ProduCtiOn. Manfred F. Milkuhn and George Souse 

Example of Play 

Th1s 1s a typ1cal (though somewha t 1neptl 
Russ1an defense of a nver ltne. It IS the French 
Player-Turn. 

MOVEMENT PHASE 
F1rst the French Player moves the 5·5 un1t with 
leader "P" ad1acent to the Russtan 2-3. 11 
moves three hexes. through a nver hexstde. 
expendtng four Movement Potnts. Thts results 
tn an Automatic Eltmtnatlon agatnSI the Rus­
Stan 2 3. 11 tS a 10 2 (the French 5-5. plus the 
leader bonus. equals 1enJ. or a Stmpltfted 5-1 
combat odds Sttuatlon The French 14 and 3 6 
move lhrough thts hex, expendtng an addt­
uonal Movemenl Potnl for movmg on !he 
Aulomaucally Eltmtnated unit's hex. N.B.· 1he 
unit tn the fortress has no effect, smce Zones 
of Control do not extend tnto or out of 
Fonresses. In !he cen1er, the French move 
leader "C", a 5-5. a 2 3 and a 3-6 untt tnto the 
hex oppost te the Russtan 55 and leader "B". 
One French 1 4 moves 10 block the last 
bndged hexstde. whtle the other moves up. 
Now the French Player force marches two 
units. The 3 6 ad1acenl to the fortress double 
force marches successfully (rolling a "1"). 
whtle the 1-4 rolls a "5" and. choostng to 
continue !he attempt, rolls a "4", reachtng the 
1arget hex. bul becomtng dtsrupted . 

COMBAT PHASE 
The French Player has three combal actions: 
(1) the AutomatiC Eltmmatton agatnst the 2-3, 
(2) an attack across the bndged hexstde at the 
Russtan 55 and leader (four Bonus Points) 
defendtng at 18, wtth tl1e 55, 2-3 and 3-6, plus 
ten of the leader's 13 Bonus Pomts, for a total 
of 20. or a 20-18, s1mpl1fted 10 a 110% combat 
actton, (3) the French 3 6 attacks the Russian 
3 6 at 100% combat odds. None of the Russran 
unrts may retreat before combat. The auto­
matically eltmrnated 2·3 rs removed frrst. and 
the Frencl1 un11s will not advance Then the 
110% combat action has a dre result of "5". for 
a combat result of "Drs;" srnce the unlls may 
not retreal through Enemy occupted hexes or 
unbndged nver hexstdes. they are eltmmated 
Ftnally the 100% combat action receives a 
combat result of "Ar1 Drs" The effect of Ar1 
ts applied ftrst, 1he attacktng 3·6 must retreat 
one hex and be dtsrupted Thts leaves a free 
path for the Russtan 3-6 to retreat Its full 
Movement Allowance and be dtsrupted. 

Regular movement = -----• 
Double Forced March movement= • • • • • 

Russian units are circled, others are French 
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The Campaign 
ofNapoleon in Russia 

Grand Tactical Game (Hex-Grid Version) 
The 7872 Grand Tacttcal game tS a Stmulation 
of the French mvaston of Russta. The defeat of 
Napoleon m thts campatgn eventually led to 
the collapse of the French Emptre, and the 
demtse of that truly great mtlttary leader. The 
Grand Tacttcal game stmulates the mechantcs 
of strategtc maneuver and tacttcal dectston in 
this campatgn. The game ts dtvided tnto three 
Scenanos: Scenano 1 starts in June wtth the 
oppostng forces deployE:Jd and ready to start 
the campatgn Scenario 2 starts 1n August. 
wtth Napoleon deep tnstde Russta and prepar­
tng hts ftnal drtve to Moscow. In October. 
Napoleon tn Moscow ts about to begtn the epic 
wmter retreat as Russtan armies converge from 
all dtrectlons. 

GAME SCALE 
Each Game Turn represents ten days of real 
time. Each hex tS 25 ktlometers (about 16 
mtles). and each Corps ts about 25.000 soldters. 

GAME COMPONENTS: 
The 1812 Grand Tacttcal game should tnclude: 
one Game Map 122x34") 
one Map Extenston 
one set of Dte-cut Counters 
one Terratn Effects Chart 
one Time Record & Reinforcement Chart 
one dte 
If any of these parts are damaged or mtssmg, 
wnte: 
Stmulattons 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 Russta tn which 
the 1812 campatgn took place. A hexagonal 
grtd has been supertmposed over the map to 
regulartle movement and the posttton of the 
playtng pteces. There ts also a small extension 
to the main mapsheet showtng the St. 
Petersburg area of Russta. Thts extenston 
should be "added on" to the matn mapsheet. 
The map has. tn addttlon to the grtd. color­
ttnted Areas supertmposed for supply pur­
poses. 

GAME CHARTS AND TABLES 
Vanous vtsual atds are provtded for the player 
to stmplify and tllustrate certam game func­
tiOns. The rules folder and Ttme Record & 
Romforcement Charc shows the tntttal place­
ment of playmg pteces, further arnvals, and 
tracks for recordtng the current Game-Turn. 
The Terrain Effects Charc gtves the effect of 
each hex's terram on movement and/or 
combat. The rorced March Chart detatls 
condlttons and results of spectal Forced March 
movement. The Supply Effects Chart shows 
the effect of supply upon units Wnsupplied 
Chart) and map Areas \Area Depletion Chart). 
The Aurition Charts detatl the results of 
campatgn attnuon upon each Player's army; 
and the Combat Results Table shows the 
resolution of "battles" between playmg pteces. 

THE PLAYING PIECES 
The multi-colored set of dte-cut playtng pteces 
thenceforth known as untts) represent the 
opposmg forces tn the campatgn The Seen­
ana Chart shows whtch particular untts are 
used for a game. It ts recommended tha t the 
Players sort thetr units by type and color 
tmmedtately after removtng them from the 
sheet. and keep them segrega ted. Thts greatly 
factlltates set up and play of the game. The 
Playmg Pteces are dtsltngutshed by type, 
strength, nattonality and mobility, as repre­
sen ted by the color, numbers and symbols on 
the untts' faces . 

SAMPLE UNIT: 

Unit Size~ 

""' '"' ~J ""'' """""~"'" 
Combat Strength Movement Allowance 

Unl( Size shows the histoncal size of the untt. 

XXX = Corps 
XX = Dtviston 

Unl( Type shows the classtftcatton of the untt. 
Classtftcatton tS tmportant for dtsllnguishing 
the special functtons of certatn untts. 

COMBAT UNITS: 

Infantry Cavalry 

NON-COMBAT UNITS: 

lo~l 
Leader Supply Depot 

Combat Strength IS the baste offenstve and 
defenstve power of the untt expressed as a 
number 

Movement Allowance ts the baste movement 
capabtltty of a unit, expressed as a number 
representmg the baste number of hexagons the 
untt may move tn a stngle Movement Phase. 

Umt Identification IS to dtsllngutsh between 
otherwtse tdentlcal pteces. The tdentlftca\lon ts 
not htstorical. 

OTHER MARKERS: The Area Depleted 
markers are placed on the map to denote the 
depletton of an Area's supply ability. Inverted 
counters from the 1812 Strategtc Game should 
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be used as Control markers, which ind1cate 
French control of vanous ctttes and fortresses. 

15iiil .... .,. ,., ... ., 1100% 1 El Area 100% Depleted Depleted 

GENERAL COURSE OF PLAY 
1872 is bastcally a two-player game. Each 
Player moves his untts and executes attacks in 
turn with the objective being to destroy Enemy 
units, while mtnimizing Friendly unit losses. 
Combat tS resolved by companng the strength­
numbers of adjacent oppostng untts and 
expressmg the companson as a stmplifted 
probability ratiO (odds). A die is rolled and the 
outcome mdtcated on the Combat Results 
Table is applied to the untts betng attacked. 
\See the Combat Results Table for greater 
detatll. 

GAME LENGTH 
Each Scenano starts on a dtfferent Game­
Turn. as shown on the Scenario Chart. All 
Scenarios end after the Vtctory Points Inter­
phase of Game-Turn 19. This final comparison 
of Vtctory Points is used to determine the 
wtnner of the game. 

The Sequence of Play 
1812 ts played tn turns. Each Game-Tum tS 
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 thetr umts 
and the map Areas. Followmg that is a Victory 
Points Interphase where the current level of 
Vtctory Pomts is determined. and French 
Political losses lif any) determined and 
removed. A typtcal Game-Turn would proceed 
as follows: 

A RUSSIAN [FIRSll PLAYER-TURN 
(The Russtan Player always plays first each 
Game-Turn.) 

1. ATTRITION PHASE: The phasing Player 
places newly amved untts on the map, and 
then determtnes Attritton for his units (see 
Attrtllon rules) 

2 MOVEMENT PHASE: The phastng Player 
may move as many of h1s untts as he wtshes, 
each tn any direction, up to the fu ll Movement 
Allowance of each. Restnctions are outlined in 
the Movement and Zone of Control ru les. and 
on the .Terrain Effects Chart. 
3. COMBAT PHASE: 
\composed of the followtng 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 gomg on to resolutton of the next. 
c. Advance After Combat: the phasing Player 
may advance attacking untts across rivers or 
mto Fort resses. or tnto hexes vacated by a 
Retreat Before Combat. 
B. FRENCH [SECOND] PLAYER- TURN 
The French Player executes Phases 1 through 
3, becommg the phasmg Player. 

C. SUPPLY INTERPHASE 
The source of supply for Combat units and 
depletton of Areas is determined, Area by 
Area. Each unsupplied Combat untt requtres 
consulttng the Unsupplied Table to determine 
the effect. 
D. VICTORY POINTS INTERPHASE 
Control markers are adjusted and the current 
Victory Potnt level determmed. If this level is 
below the Victory Points Index value for that 
Game-Turn, the French Player must calculate 
the French Pollltcal losses. 

Attrition 
COMMENTARY: 
One of the more interesttng aspects of the 
1812 campatgn was the enormous number of 
deserters. Half the overall French Army was 
actually allied foreign contingents. However, 
the attntton rule also covers "losses" due to 
dtsorgantzatton, starvation, other hazards 
plaguing 19th Century armtes, and 1he political 
Sttuatton in other parts of Europe . 

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

FRENCH ATTRITION TABLE 

die 
roll result 

1 no effect 

2.3 one cavalry corps 
eliminated 

4,5 one infantry corps 
el iminated 

6 one infantry and 
one cavalry corps 
eliminated 

RUSSIAN ATTRITION TABLE 

die 
roll result 

1,2,3.4 no effect 

5 one cavalry corps 
eliminated 

6 one infantry corps 
eliminated 

MOVEMENT 
GENERAL RUlE 
Dunng the Movement Phase. tlhe phasing 
Player may move as many or as fewt of his units 
as he w tshes. Units move hex by hex through 
the grid. Entering a hex requires; a unit to 
expend one or more Movement Pcnmts. A unit 
may move tnto a hex only tf 1t ha:s rematntng 
the requisite number of Movememt Potnts. 

PROCEDURE: 
Move each unit individually, tracinQJ the path of 
movement through the hexagonad grid. 
CASES: 
(A) Movement ts never required, it ts always 
voluntary. 

IB) No Enemy Movement is perm1i tted dunng 
the phastng Player's Movement Phase. No 
combat may take place during a Movement 
Phase texcepllon: see Automattc Eliminatton, 
Combat cases K-01. 

(C) Untts are moved tndivtdually, 1m any dtrec­
tlon or combtnatton of dtrectlons. A untt 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 Potnts are not accum1ulated from 
Phase to Phase, or Turn to Turn. Movement 
Potnts may not be transfered between units, 
e1ther 

!D) Untts may never enter, or pass th rough, a 
hex con tatntng Enemy untts (exceptton: see 
Automattc Elimination. Combat rules). 

IE) Each hex contains ("represents.") a certatn 
type of terrain. The number of Movement 
Points a untt must expend to enter ;a hex vanes 
w tth the terratn. See the Movement section of 
the Terratn Effects Chart for a full \list of these 
different "entry costs." Untts 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 untt attempting a Double Forced March 
ts moved tts normal Allowance, then the 
Double Forced March Table is consulted, and 
the result applied. Untts able to complete the 
Forced March are then moved their Movement 
Allowance agatn, giving them in effect a 
"double" move. 

(H) A unit attempting a Triple Forced March is 
moved double 1ts normal Allowance, then the 
Trtple Forced March Table is consulted and the 
result applied. Units able to complete the 
Forced March are then moved their Movement 
Allowance agatn, gtving them in grand total a 
"trtple" move. 

Stacking 
(\) A Combat unit leaving a hex contatn1ng 
other Friendly Combat units must expend one 
addttional Movement Point. With th is restric­
tion, units may move through hexes occupied 
by other Friendly units freely. 

FORCED MARCH TABLES 
DOUBLE FORCED MARCH TABLE 

1st 1st Die 
Die Roll 
Roll Results: 2nd Die Roll 
1,2 • 1,2 3 4 5 

3 Op 
lr • • • d 

4 Op • • d d 

6 Op r • d d • -

6 

a 

a 

a 

6 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 resu lt 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 . 

EX PLANA T/ON OF RESULTS: 
• = 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. 

(J) Combat untts may only finish a Friendly 
Movement Phase stacked on the same hex if 
they are all involved in an attack \see Combat). 
Untts may never stack except to attack, and a 
stack must attack on a Friendly Combat Phase. 
An unlimt ted number of untts may stack in a 
gtven hex. 

(K) Leader, Supply and Depot un1ts never 
count tn stacktng. These units are not Combat 
untts, and netther cause nor suffer the stacking 
penalites given tn cases I and J above. Leader. 
Supply and Depot units may stack with other 
units at any ttme. and with no movement 
penalty. They may rematn 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 tS moved with the Supply 
unit, the Depot cannot move. 

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

TRIPLED FORCED MARCH TABLE 

1st 1st Die 
Die Roll 

2nd Die Roll Roll Results 
1,2 • 1,2 3 4 5,6 

3 Op . • • d a 

4 Op • - I -
d d a 

5,6 e 2nd Die Roll Results 

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 "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 "5" (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 un1ts will extend a Zone of 
Control 1nto the SIX Immediately surrounding 
hexagons. Hexes upon wh1ch a unit is exerting 
Its Zone of Control are termed controlled 
hexes. Only Combat UnitS exert a Zone of 
Control : Cavalry un1ts exert a total Zone of 
Control, Infantry units a partial Zone of 
Control. 

CASES: 
lA) If both total and partial Zones of Control 
extend onto the same hex, the hex IS 
cons1dered totally controlled. Friendly units 
occupytng a hex will only negate an Enemy 
Zone of Control dunng the Combat Phase. 

(B) Infantry and Non-Combat un1ts 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 en tering and never move th rough a 
totally controlled hex. Infantry and Non­
Combat uni ts must stop and never move 
through any type of Enemy controlled hex. 

(CI Cavalry units may move tnto, through 
and/or out of partial Zones of Control. Cavalry 
un1ts suffer no movement penalty to enter a 
part1ally controlled hex, but must expend two 
additional Movement Po1nts to leave a part1ally 
controlled hex. Cavalry units starting the phase 
on a controlled hex never need expend 
add1t1onal Movement Potnts to leave that hex. 

IDI Zones of Control do not extend across 
unbridged R1ver hex-s1des, but do extend 
across bridged R1ver hex-sides. 

lEI Zones of Control never ex tend into or ou t 
of a Fortress hex. 

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

IGI Zones of Control have no effect on 
Combat, only Movement. 

COMBAT 

GENERAL RULE: 
When opposmg un1ts or stacks of un~ts are 
adjacent, Combat may occur at the phasing 
Player's d1scret1on. The phas1ng Player is the 
Attacker, the non-phasmg Player the De­
fender, regardless of the1r overall strategic 
pOSition. 

PROCEDURE: 
The Attacker sta tes all attacks he wishes to 
make, and the Defender may then retreat units 
under attack in the Retreat Before Combat 
Segment. If the defending un~ts did not or 
could not retreat, Combat Strengths of attack­
ing and defend1ng units are compared in the 

Combat Resolution Segment, and the resulting 
odds percentage IS cross-referenced w1th a die 
roll on the Combat Resul ts Table to determ1ne 
the result of each battle. The Attacker chooses 
the order in wh1ch battles are resolved. In the 
Advance After Combat Segment the Attacker 
may occupy the Defender's hex if the defend­
Ing un1ts Retreated Before Combat, or if a 
successful attack was made across a river or 
against units in a Fortress. 

CASES: 
IAI Dunng the Combat Phase the phasing 
Player may attack Enemy un1ts adjacent to 
Fnendly units. When opposing units are 
adjacent, attack is voluntary. However, if the 
Attacker has stacked Combat units, he must 
attack (see Movement case Jl. 

IBI The phastng Player may not use units on 
d1f ferent hexes in the same attack. All attack­
ing units in a part1cular 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 un1t or stack of units 
may Simultaneously attack more than one hex. 
All un1ts tn the hex attacked must either 
Retreat Before Combat or defend (at the 
Defender's d1scret1on, of course, those units 
unable or unw1lling to Retreat Before Combat 
must defend). Un1ts defending on a hex always 
defend together: they can never be attacked 
individually. Un1ts may defend an unlimited 
number of times each Combat Phase (excep­
tion: see Fortress rules) 

Retreat Before Combat 
IDI 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 followtng 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 
1s attacked at 500% or greater odds. Cavalry 
and/or Leader un1ts may retreat regardless of 
the odds percentage. 
3. The un1t IS disrupted. 

lEI Each unit Retreat1ng Before Combat is 
moved by the Defender its full Movement 
Allowance. It may not move through un­
bndged River hex-sides, onto Enemy un1ts, 
Enemy totally controlled hexes unoccupied by 
Friendly units, or hexes already moved through 
during the retreat. If a retreat IS 1mposs1ble, the 
unit may not Retreat Before Combat, and must 
defend. After a Retreat Before Combat is 
execu ted, the retrea ting unit becomes 
disrupted. 

Combat Resolution 
IFI All un1ts involved 1n an attack have their 
Combat Strengths totaled !Leader Bonuses 
may be added). All units on the defending hex 
are also totaled land Leader Bonuses added, 
and th1s new total may be doubled or tripled 1f 
the un1 ts are defendtng on certain types of 
terratn - see the Terratn Effects Chart). 
IGI Un1ts with a Combat Strength in paren­
theSIS (Leader and Supply un1tsl only use that 
Combat Strength if they are defendtng alone 
on a hex. Otherw1se, such units have a Combat 
Strength of zero when defendtng, and may 
never have the1r Combat Strength involved in 
an attack. 

IHI The total Combat Strength of the attack­
ing unitlsl is compared to that of the defending 
unit lsl. The comparison IS expressed as a 
percentage: the Attacker's Strength as a 
percentage of the Defender's. Th1s percentage 
is then cross-referenced with the result of one 
d1e roll, and the result tndicated on the Table_is 

Odds Porcentagtt COMBAT RESULTS TABLE 
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Ars 

Ae 

Ars Ars Ar1 Drs 

Ars Arl Drs Arl Drs 

Ars Ar1Drs Dr1 

Ar1 Drs Dr1 Dr2 

Ar1Drs Dr1 Drs 

Arl Drs Or2 Drs 

HOW TO USE 
THE COMBAT RESULTS TABLE: 

Dr1 

Dr2 

Or2 

Drs 

Drs 

Drs 

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 wou ld 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. 

EXPLANATION OF RESULTS 
Each code of letters and numbers is a result. If 
more than one result occurs (such as "Ar1 
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 = Defende1r's units affected 

Only the units of the Player specified, and only 
those units involved in the battle, are affected. 

The smal l 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 elimina1ed. The Attacker must 
lose units whose total Combat Strength is at 
least half the total basic Strength of the 
Defending units losL The Attacker chooses 
which of his units are eliminated. 

rs = Retreat Scattered. Each unit is separ­
ately retreated its full Movement Allowance, 
and must finish the retreat on an unoccupied 
hex or Friendly corntrolled 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 hextes, or onto an adjacent 
Fortress hex. The ut'llits are then disrupted. 

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

applied to the attaclcung and/or defending 
units. See the Combat Results Table for 
deta1ls 

Ill Attacks made through an unbndged river 
hex-s1de must be at least 160%. Attacks at less 
than 160% odds are always an "Ae" result (all 
attackmg unns are elummatedl. 

Advance After Combac 
IJI If the Attacker arrtacked across a River 
hex-s1de or a Fortress lhex, he may occupy the 
hex 1n the Advar.tce After Combat. The 
Attacker may always advance if the Defender 
Retreated Before Combat all units on the 
defendtng hex. The Attacker may never 
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Note.· In " Ars" or "Ar1 " results the Attacker 
may retreat any uninvolved 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 0 for details. 

advance 1f a combat result of "Ae", "Ars", or 
"Arl" occurred. The Attacker may advance 
into the attacked hex any attacking umts 
Involved in the battle, mclud1ng all of them. 
Th1s IS the only hex he may advance into. 

Automatic Elimination 
IKI If, dunng the Movement Phase, 500% or 
greater odds are ach1eved agatnst a defending 
Infantry, Supply and/or Depot unit(s), the 
defending unlt(s) are Automatically Eliminated. 
There IS no Retreat Before Combat, since this 
action is during the Movement Phase. 

Ill Any Infantry or Cavalry un1t automatically 
has 500% AutomatiC Elim1nallon odds aga1nst 
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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. Hrs Central Army Group alone contained 
351.000 men The Flankrng armies contarned a 
lurther 62,000 men; in Prussia and Poland 61,000 
more were mobilizmg. Roughly 80,000 more men 
arrived later rn the campaign, as garrisons and 
replacements Altogether. the French Empire and 
erghteen of rts allies and subject states had gathered 
600,000 men, 175,000 horses, and 100,000 cattle and 
prgs for the subjugatron of Russia. 

To oppose thrs Ioree, the Russians had 175,000 men 
lacmg the French, and another 123,000 men on other 
fronts (Finland, the Danube, etc.l. Dunng the 
campaign another 185,000 men were drawn rnto the 
colors There was no hope of assrstance; a cowed 
Europe opposed Russia. who fought alone. 

8y January 1813, the French were back behind the 
Elbe river of Germany Ito the west. off the maps). 
Prussia had revolted. and Austria was mobilizing. A 
restive Germany tl1reatei1ed to finish the collapse of 
Napoleon's Eu ropean domination. 

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

The largest factor in thrs enormous bloodbath was 
supply. Thus the game design treats this as the 
central pornt. 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 
lor 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 organizatrons. which would assemble 
supplies and stockpile them for use. occasionally 
even doing some lrmrted transport. 

In Western Europe, supply became a problem only 
wl\en massrve numbers of troops concentrated for a 
battle. Thrs is why so much of Napoleon's art of war 
consisted of converging marches to battles, and 
drvergent pursuits. This approach minimized the 
trme/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 
densrty of roughly 140 people per square mile; 
however, Russia vaned 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 fthe horses eat 
a lot morel. Thus all of Western Russia would be 
eaten out in a campaign of nine months with forces 
of over 1 million men. A quick campargn 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 
proportron 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 
addrtion to the four wagons per 1000 men integral in 
the corps, a further equivalent of 15,610 wagons 
were attached to the invadrng 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 fl0w of supplies using the extensive river 
networks. and project supply deep into Russia. Most 

rmportantly, all the strategic planning was dependent 
on a decrsive vrctory near the border, eliminating the 
bulk ol the Ru5sian field armies; this would prevent 
the need for projecting too many men beyond the 
supply network. 

The Russian plans were qurte srmple; give ground, 
react to what the French did, and wait un til 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 
rnfluenced 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 Baltrc, and probably was unfeasrble to begin 
wrth. 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 rarding. As the campaign 
progressed, the units slowly lessened in mobility as 
the amount of supply that could be stored and 
earned decreased.- The Russians refused to stand and 
frght, so Napoleon lost nearly 100,000 men in the first 
month frurtlessly force-marching around what he 
thought time and again would be their new linal 
posrtion. Most important of all, no one had 
anticrpated the capacity of the Russian mind in 
terms of resistance. They were perfectly willing to 
destroy a province, devastate therr own territory, kill 
tl1err 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 
~nvasron, 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 srngle great battle (Borodino; see Strategy & 
Tactics, issue 321 in the entire campaign. It was only 
if the Russians ventured onto the offensive tactically 
that therr poor leadership would show. Almost 
rnstinctively, the Russians adopted the proper mix of 
a strategrc delayrng action. followed by the offensive, 
while tacttcally always remaining on the defensive. 
They would place themselves in positions that the 
French could not bypass, and force them to attack. 
Srnce the Russrans could operate in the peripheral 
parts of the French march areas, relatively unaffected 
by supply, they easily cu t 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. II either Player spreads himself thin 
holding terntory, he wil l 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 
omrtted the crucial elements of the campaign, such 
as the political /morale impact of progressive defeat 
or vrctory on the non-French troops (50% of the 
entrre army), and supply problems in the sparsely 
settled areas. So the Strategic version was devel­
oped to reflect the primacy of logistical problems. 
Having elimrnated 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 
drfferent level. The difference is unique. to our minds. 
So we decrded to offer both games in this combined 
package, and leave i t up to you, the Players, to 
decrde 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 righ t through or over them as if they 
didn't exist. 

IMl Automatically El iminated Combat units 
immediately lose their Zone of Control for the 
remamder of the Movement Phase. The hex 
they occupied may be moved into or through 
at the cost of one additional Movement Point 
when en tenng the hex. Automat ically Elimin­
ated Combat units are eliminated at the start of 
the Combat Phase fo llowing the Movement 
Phase. 

IN) Automatically Eliminated Supply and 
Depot units are immediately removed from the 
game !elimina ted). They have no Zone of 
Conlrol to lose, and the hex they occupied 
does not inhibit movement of the phasing 
Player's units. 

10) Cavalry and Leader units may never be 
Automattcally Eliminated. 

Disruption 
GENERAL RULE: 
A unit rs dtsrupted after a Retreat Before 
Combat, as a result of a Forced March 
attempt, or of a battle. Leader units are never 
disrupted. 

CASES: 
tAl A disrupted unit may no t 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 dtsrupted. 

IBl A unit disrupted during a certain Phase will 
remain dtsrupted untrl the end of the same 
Phase on the following Game-Turn. Thus a 
unit will remain disrupted for the six Phases 
and two lnterphases 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 
followrng Game-Turn. 

ICl A unit currently disrupted is destroyed 
when disrupted again. 

SUPPLY ~ 
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 anyth ing that could be 
found. wtth 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 
dtsorganized. demoralized, and starved. Thus 
in 7812 supply affects the survival of units. not 
their Movement or Combat. The inability of the 
countrystde to host an army continuously is 
reflected in the depletion of Areas. 

GENERAL RULE· 
The map sheet is d ivided into Supply Areas 
represented by the different color-tints. Com­
bat units with in an A rea 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 untt, 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 futu re supply. The effect 
of untts depletmg 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 all unrts lof both sides) is 
determtned simultaneously in each Area. 
Those Areas already 100% depleted should 
be resolved first. After the situatton 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 Deplet ion 
markers are placed rn the Area. If there are any 
unsupplied Combat units in the Area. a die is 
rolled for each and the resulting ef fect found 
on the Unsupplied Chart. 

CASES.· 
IAl Combat units may use an Area or Depot 
unit as a source of supply. A Comba t 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. 

Depot Unics [French only] 

~ 
~ 

IBl 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 m the Area. The Russians may never 
create Depot units, but thei r Supply units may 
voluntarily 100% Deplete the Area they 
occupy at the end of any Russian Movement 
Phase. 

ICl Depot units are immediately and auto­
matically eliminated whenever alone in a hex 
adjacent to an Enemy Combat unit. Thus 
Enemy Combat units movmg 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. 

ID) 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 functton. 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 au to­
matically eliminated Depot units may be 
recrea ted !see case 8 above). If 5 or less 
Fnendly Combat uni ts use a Depot as a source 
of supply, the Comba t units are supplied and 
the Depot is nor expended. 

Supply from Areas [French or Russian] 
IE) Undepleted and 50% depleted A reas can 
be sources of supply for all units in the Area. 
100% depleted Areas are never a source of 
supply. 

IF) Units m an undepleted Area may use the 
Area or a Depot unit as a source of supply. 
Un1ts in a 50% depleted Area must use a 
Friendly Depot if one is in the Area; if not the 
Combat uni ts use the Area. Units in a 100% 
depleted Area cannot use the Area, bu t must 
use a Depot unit or an adjacent Area lsee case 
Gl, or are consrdered unsupplied. For each 
unsupplied un1t roll once on the Unsupplied 
Chart to determine the effect. 

IGl A Combat unit in a 100% depleted Area 
may use an adjacent A rea as a source of 
supply if all f ive of the following conditions are 
met: 

1. no Enemy Combat unrts occupy the 
adjacent Area. 
2. no more than two Friendly Combat units 
occupy the adjacen l Area, 
3. the adjacen t Area is undepleted or 50% 
depleted, 
4. the adjacent Area contains a Supply unit, 
and 

SUPPLY CHARTS 

UNSUPPLIED CHART 

Result: HOW TO USE 
THE UNSUPPLIED CHART: Die Roll 

Game-Turns 1-11 Game-Turns 12-19 Roll the die once for each Combat unit 
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. 

no effect no effect 1, 2 

3 
4, 5, 6 

no effect 

unit eliminated 

unit eliminated 

unit eliminated 

AREA DEPLETION CHART 

Game-Turns With Supply unit 
1-11 Without Supply unit 

Game-Turns With Supply unit 

12-19 Without Supply unit 

Initial State of Area: 

Undepleted 

50% Depleted 

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 t rack. 
Always use the " Without Supply unit" sub­
track; except w hen only one Player has 
combat units in the Area, and that Player has a 
Supply unit in the Area and w ishes to use the 
"With Supply unit" sub-track. Having deter­
mined the proper t rack 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 p roper 
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. A rea is unaffected, remains 
undepleted. 

50d = Area 50% depleted. A rea becomes 
50% depleted. If already 50% depleted there is 
no addit ional effect . 

5. the adjacent A rea was not used by any 
Combat units of a thi rd, 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. 

Dep!ecion of Areas 
IHI 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 1111tial state of the A rea w ith 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 A rea 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 
suoolv las in case Glare also added to the totnl 

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

0-4 5-6 7-14 15+ 
0-2 3 4-7 8+ 
0-2 3 4-7 8+ 

0-1 2 3-4 5+ 

n n SOd 100d 

50d 100d 100d 100d 

100d = Area TOO% depleted. Area becomes 
100% depleted. (I f already 100% depleted the 
A rea 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 A rea 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" 
t rack 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 " 50d". 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 w ill be 
" 50% depleted." 

Combat units using the Area as a source of 
supply. Here also the "Wi th Supply unit" track 
may be used. If opposing Players both have 
Combat un1ts 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. 

Ill The Depletion of Areas takes effect at the 
completion of the Supply Interphase. 

Fortresses 
IJI Fortresses may be used as a supply source 
for any one Combat unit on the Fortress hex. 
A ll additional Combat units on the hex must 
use an A rea 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 Comba t units may on ly use as a supply 
source Fortresses outside Russia and never 
occuo1ed or passed throuqh by Russian units. 



Leaders 
Offensive 

Identification LettergfLeadership Bonus 
c 14 

Leader's Name ( l£~0 Defensive 
ro Leadership Bonus 

Combat Strength 

Movement Allowance 

GENERAL RULE: 
A Leader unit adds the Offenstve Leadership 
Bonus to the Combat Strength of any attack 
unit or stack of untts 11 is stacked wtth. A 
Leader unit adds the Defensive Leadership 
Bonus to the Combat Strength of any defend­
tng unttlsl 1t ts stacked wtth. !Exception: see 
Fortress rules). 

CASES: 
IAI Leadership Bonuses are added before 
Terratn effects are determined. 

IBI More than one Leader may add its Bonus 
to a group of attacking units, or a hex of 
defendtng units. The total Bonus value added 
to the Combat Strength may never exceed the 
total Combat Strength. Additional Bonus 
points available from the Leader untt ls) are not 
used for the battle. Example. A French 5-5 
lnfanty Corps unil and the Napoleon Leader 
unit 125/25 bonuses) have a total Combat 
Strength of ten Potnts. Napoleon could only 
conribute five of the 25 Bonus Points. If seven 
5-5's were stacked wtth Napoleon, the total 
Strength would be 60 135 Combat Strength 
Points plus the full 25 Leadership Bonus 
Points!. 

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

Fortresses 0 
GENERAL RULE: 
A Fortress hex provtdes a source o f supply for 
any one Combat untt on tt, stops Zones of 
Control, and affects Combat. Bestegtng a 
Fortress is as good as capturing 11 for Victory 
Points purposes. 

CASES: 
IAI A Fortress hex automatically provtdes a 
source of supply for any one Combat unit 
stacked on the hex. Russian Combat units may 
only use Fortresses wtthm Russia never passed 
through by French untts. French Combat units 
may only use Fortresses outside Russia never 
passed through by Russtan units. If such a 
Fortress has been passed through by Enemy 
untts, the Fortress can no longer act as a 
supply source, but ts otherwise normal if re­
occupied by the onginal Player. 

IB) 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. 

ICI Untts defendtng on a Fortress hex tnple 
thetr Combat Strength (see Terratn Effects 
Chart). "Dr" and "Drs" results do not apply 
(become no effect) to units defendmg on a 
Fortress hex. 

IDI All unitS adjacent to a Fortress may make 
one combtned attack tf destred, even if the 
units are not all on the same hex. Provided the 
Fortress hex is being attacked, the attacker 
may tnvolve as many Fnendly 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 ts applied !Combat Strength to tal 
perml!ting). This IS the only excep tion to the 

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

lEI Attacktng untts on a Fortress hex musr 
attack all adjacent Enemy-occupted hexes in 
one combtned battle. Attacking untts on a 
Fortress hex may not attack indivtdual hexes, 
but must involve all adjacent Enemy units. If 
any adjacent hexes are divided from the 
Fortress by a Rtver hex-stde !bridged or 
unbridged), the Attacker may or may not 
tnvolve them at hts dtscreuon. If Enemy units 
on hexes separated by River hex-stdes are 
tnvolved, all such untts must be attacked. 

IF) 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 ts under 
siege, and thus no longer controlled by the 
Friendly Player. Untts tn a besieged Fortress 
are destroyed at the end of the game. The 
besiegmg Player recetves Victory Points for the 
besieged Fortress, but does not control the 
Fortress. The besieged Player receives no 
Victory Potnts for a Fortress under siege by the 
Enemy. 

IGI Control If a Fortress is not under Stege, the 
last Player to move a untt through or onto the 
Fortress hex controls the Fortress. Use in­
verted Units from the other version of 1812 to 
denote French Control of a Fortress hex. while 
Fortress hexes wtthout a Control marker 
denote those Controlled by the Russian Player. 

Victory Points & Conditions 
GENERAL RULE: 
Vtctory Points, based on the control of certain 
ci ties or Fortresses, affect French Political 
losses and determine the winner of the game. 
Unlike many Simulattons games, Victory 
Points are not scored by a spectfic Player, but 
impartially tallied each Game-Turn. 

PROCEDURE: 
Victory Potnts for ctties 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 
Potnts affects French Political losses. The final 
total after Game-Turn 19 determmes the 
wmner. 

CASES: 
IAI Scoring Points: For each Control marker 
added to the map, raise the level of Victory 
Potnts the appropriate amount, for each 
French Control marker removed, lower the 
level of Victory Points the appropriate amount. 

VICTORY POINTS TABLE 

French Control of 
St. Petersburg 

French Control of 
Moscow 

French Control of 
Kiev 

French Control of 
any other Fortress 

Elimination of 
Napoleon Leader unit 

+5 points 

+5 points 

+3points 

+ 1 point each 

-5points 

IBI French Polllical Losses: At the end o f each 
Game-Turn, dunng the Victory Pomts Inter­
phase, the current to tal of Victory Potnts must 
be at least equal to the Italic number to the 
nght of the Game-Turn number in the 
Game-Turn box lsee Time Record and Rein­
forcement Chart ) If the curren t total is below 
thts number, the French Player must imme­
diately removed from the map one Corps of 
his/her choice. 

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

POINTS 

22 or more 
18-21 
15-17 
12-14 
11 or less 

VICTORY LEVEL 

French Decisivie Victory 
French Marginal Victory 

Draw (Russian moral victory) 
Russian Substantive Victory 

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 1812, 
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 t he 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 " 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 t hose 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: 
Prenn: 

Pilviski: 

Miriampol : 

Olecko: 

Czymochen: 

Augustow: 

Schtschosin: 

Novogorod: 

Novominsk: 

Lublin: 

Thorn: 

Modlin: 

Koenigsberg: 

Memel: 

Warsaw: 

Danzig: 

5-5, 3-6, s 
3x3-6, D, E 

5x5-5, 3-6, 2x1 -3, A , C 
F, G 
5-5, B 

2x5-5, J 

5-5, 3-6, H 

3-6 

5-5, 3-6, L 

5-5, M 

5-5, K 

5-5, 3-6, N 

5-5 

5-5 

5-5 

5-5 

1-3 

1-3 

RUSSIAN INITIAL DEPLOYMENT 

directly on 
the hex of: 

Orissa: 

Bobruisk: 

Riga: 

Vilkomir: 

Vilna: 

1-3 

5-5 

5-5, 1-3, c 
5-5, 3-6, H, L 

5-5, A 

Lida: 

Smorgonie: 

Svencionys: 

Bialoystok: 

Brest: 

Radetshko: 

Scenario 2 

5-5 

3-6 

5-5, 3-6, J 
3-6 

3-6 

5-5, B 

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, Tufa, 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: 

Lutsk: 

Mozyr: 

Kiev: 

within three 
hexes of: 

Vyasama: 

anywhere within 
the Area of: 

5-5, c 
5-5, 1-4, E 

5-5 
1-3 

3x5-5, 2x3-6, 2x1-4, 1-3, 
A, J , L 

Polotsk I 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 : 

Mogilev: 

Bobruisk: 

Minsk: 

Orsha: 

Vilna: 

Kovno: 

Minsk: 

Konigsberg: 

Warsaw: 

Slonim: 

within one 
hex of: 

Riga: 

Dunaberg: 

within two 
hexes of: 

Polotsk: 

Tilsit: 

within three 
hexes of: 

Brest: 

within four hexes of: 

Smolensk: 

1-4, D 

2-3 

2-3 

2-3 

2-3 

2-3 

2-3 

1-3 

5-5 

5-5 

2-3, K 

2-3 

2-3, 1-4, s 

5-5, 2-3, 1-4, G, H 
5-5, 2-3, 1-3, 

5-5, 1-4, 1-3, N 

3x5-5, 2x3-6, 2x2-3, 
3x1-4, 2x1-3, A, B, C, E, 
F, L, J 

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, 
Tufa, 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: 

Polotsk: 

Dunaberg: 

Minsk: 

Vilna: 

Borisov: 

Kovno: 

Danzig: 

Vyasma: 

Orsha: 

Warsaw: 

Vitebsk: 

Mogilev: 

within three 
hexes of: 

Brest: 

within four 
hexes of: 

Moscow: 

5-5. 2-3, 1-3, p 

5-5, 1-4, H, G 

2-3, 1-4, s 
2-3, 0-0 

1-4, 0-0 

5-5 

5-5 

5-5 

2-3 

2-3 

2-3 

1-4 

1-4 

5-5, 3-6, K, N 

2x5-5, 4x2-3, 3x1-4, 
2x1-3, A , B, C, D, E, F, 
J , L 

RUSSIAN IN ITIAL DEPLOYMENT 

directly on 
the hex of: 

Lutsk: 

Bobruisk: 

Mozyr: 

Riga: 

Kiev: 

within four 
hexes of: 

Kaluga: 

anywhere in 
the Area of: 

2x5-5, 3-6, E, F 

2-3 

2-3 

2-3 

1-3 

3x5-5, 3x3-6, 2x2-3, 1-4, 
1-3, A, D, J , L 
(may not be on or 
adjacent to French 
units] 

Polotsk (R31) 2x5-5, 3-6, K 

1812 DESIGN CREDITS 
Strategtc and Grand Tactical Games 

Game Des1gn John Young wtth Phil Orbanes 
Physical Syscems Design and Graphics: 
Redmond A Stmonsen with Manfred F. Milkuhn 
Game Davelopmenr: Phil Orbanes and Arnold 
Hendrick 
Rules Composiuon· Arnold Hendrick 
Producuon. Manfred F. Milkuhn and George Bouse 

Example of Play 

Thts IS a typtcal (though somewhat tnept) 
Russtan defense of a nver line. ltts the French 
Player Turn 

MOVEMENT PHASE 
Ftrst the French Player moves the 5-5 umt wilh 
leader "P" adJacent to the Russtan 2-3; 11 
moves three hexes, through a nver hexstde, 
expendmg lour Movement Potnts. Thts results 
m an Automattc Eltmtnauon agamst the Rus 
Stan 2 3, 11 IS a 10 2 I the French 5-5. plus the 
leader bonus, equals ten), or a stmpli fted 5-1 
combat odds srtuatlon. The French 14 and 3 6 
move through thts hex, expendtng an addi­
tional Movement Pomt for moving on the 
Automa tically Elrmrnated unrt's hex. N.B.: the 
unit 111 the fortress has no effect, stnce Zones 
of Control do not ex tend into or out o f 
Fonresses In the cen ter, the French move 
leader "C". a 55, a 2-3 and a 3-6 un11 mto the 
hex opposite the Russtan 5-5 and leader "B" 
One French 1 4 moves to block the last 
bndged hexstde, while the other moves up 
Now the French Player force marches two 
unus. The 3 6 adjacent to the fortress double 
force marches successfully (rolling a "1"). 
whtle the 1 4 rolls a "5" and, choostng to 
conunue the attempt, rolls a "4", reachmg the 
target hex, but becomtng dtsrupted. 

COMBAT PHASE 
The French Player has three combat actions: 
(1) the Automatic Ehmtnatlon agamst the 2-3, 
121 an attack across the bndged hexstde at the 
Russtan 55 and leader (four Bonus Potnts) 
defendrng at 18, wtth the 5-5, 2-3 and 3-6, plus 
ten of the leader's 13 Bonus Potnts, for a total 
of 20. or a 20 18, srmplified to a 110% combat 
action; (31 the French 3-6 attacks the Russtan 
3 6 at 100% combat odds. None of the Russtan 
untts may retreat before combat. The auto­
matically elimmated 2-3 ts removed first, and 
the French untts wrll not advance Then the 
110% combat action has a dre result of "5", for 
a combat result of "Drs;" smce the unus may 
not retreat through Enemy occupted hexes or 
unbndged nver hexstdes, they are elimtnated 
Ftnally the 100% combat acuon recetves a 
combat result of "Arl Drs" The effect of Ar1 
ts applied ftrst, the attacktng 3-6 must retreat 
one hex and be dtsrupted. Thts leaves a free 
path for the Russtan 3-6 to retreat tiS full 
Movement Allowance and be disrupted. 

Regular movement = -----• 
Double Forced March movement= - - • • • 
Russian units are circled, others are French 
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