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Introduction

D T R

1.0 INTRODUCTION

NAPOLEON IN RUSSIA is an historical strategy game dealing with the epic confrontation
between the French Army of Napoleon and the Russian Army of Tsar Alexander at the bat-
tlefield of Borodino in September of 1812. A series of battles, called scenarios, is presented for
play on this map and recreates various confrontations of this epic conflict. Each hexagon
(hex) on the map represents an area 100 meters wide (a mile equals about 16 hexes), and
each Game Turn represents fifteen minutes in a daytime turn or one hour in a nighttime turn.

ATTENTION!! VETERAN BATTLEGROUND GAMERS
NAPOLEON IN RUSSIA is, in many ways, similar to the first five games in TalonSoft's
Battleground™ series. The interface (the toolbar, menu options, 2D and 3D displays, etc.)
all conform to the standard Battleground™ style. However, there are enough differences
in game play features to make it worth your time to review these guidelines again.

4 Napoleon in Russia
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2.0 THE BASICS OF PLAY

After picking a scenario to play (see 3.0 CHOOSING A SCENARIO), you and your com-
puter or human opponent maneuver, attack and defend with units representing battalions of
infantry and regiments/squadrons of cavalry (the “S#” in the Unit List represents total num-
ber of soldiers) plus artillery batteries (each “S#” in the Unit List represents one gun) and in-
dividual leaders. Your goal in each scenario is to either capture or hold specific objectives,
while trying to eliminate as many of the opponent’s units as possible. However, you must also
husband your own forces, for the casualties suffered by each side are added to the other side’s
victory-point total. For more details see 6.2 VICTORY CONDITIONS. For illustrations of
sample unit icons, see 5.1.

The visibility in a daytime turn is limited only by the presence of LOS (line of sight) ob-
stacles. In a dawn or dusk turn, visibility is limited to four hexes. In a night turn, each turn is 1
hour long and visibility is restricted to one hex. See the chart below.

Turn Type Visibility Starts At Turn Length
Dawn 4 hexes Sam 15 minutes
Daytime unlimited 7am 15 minutes
Dusk 4hexes 8pm 15 minutes

Each Player Turn consists of five phases: Movement, Defensive, Offensive Fire, Cavalry
Charge, and Melee (see 6.5). Two consecutive Player Turns (one for each side) having the
same turn number comprise a Game Turn. When the specified number of Game Turns has
been played, the scenario ends and the victor is announced.

= Each time you Select the “find next stack” Toolbox button, the program will indi-
1| cate and Select a unit on the map that has not yet conducted an action in the cur-
rent phase. This lets you check for units you might have forgotten to move or fire

before going on to the next phase.

To advance the game to the next phase, Select the *“advance to next phase” Toolbox
| button.

At the start of each new phase, the Phase Box ap-
pears and announces the phase and gives the cur-
rent turn number. Left-click with the mouse on the
Box to begin the phase—or right-click on it to
begin the phase and make it disappear automatical-
ly after a few seconds each time it appears after-
wards.

HEX OUTLINES

The concept of “hexes” is very important to successfully grasping the

fundamentals of movement and attack ranges. Since the hex outlines

are “off” by default at start, it is strongly recommended that you
make them visible by Selecting the Hex Outlines command in the Options menu when you
begin your first game.

Napoleon in Russia 5
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THE HOT SPOT

The red square- or rectangle-shaped indicator that appears on the map is known as the Hot
Spot. The hex currently containing the Hot Spot is called the Hot Spot hex.

THE TOOLBOX

The Toolbox allows you to perform certain actions without having to use the pop-down
menus. Selecting a Toolbox button initiates the command associated with it. Some are ex-
plained here, but for a full listing of its buttons and commands see section 4.5.

SELECTING UNITS
“You must Select a unit before you can have it perform an action. To do so,

1. Select the hex the unit occupies by left-clicking with the mouse in that hex. Doing this
will make the selected hex the Hot Spot hex.

2. Left-click with the mouse in that unit's data area in the Unit List at the bottom of the
screen. (For an alternative method, see THE Pop-Up SELECTION DIALOG on p.29.)

You can Select more than one unit in a hex, which will enable you to move (or attack
with) all of them at the same time. All the units in a hex can be Selected at once by double-
clicking with the left mouse button in that hex.

If you right-click in a unit’s data area in the Unit List, you will see its organizational infor-
mation. In addition, if the unit is not at full strength, this will also temporarily display the unit’s
original strength.

FORMATIONS

The units in NAPOLEON IN RUSSIA move and attack in a variety of different “Forma-
tions” that were used during the Napoleonic Wars. Below is a list of the unit types and their
Formation options.

Infantry Formations
Infantry is always in either regular line, column, skirmish, or square Formation.

Regular line represents the men lined up “shoulder-to-shoulder” for attacking
or defending.

m Column represents being either in marching order or in column attack forma-
tion.

Square represents the unit creating a “square™ of men within the hex for de-
fense against cavalry attacks.

.g_ Skirmish represents the creation of a small company of 100 men or less which “breaks
- off” from the parent unit.

6 Napoleon in Russia
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Cavalry Formations (and Leaders)

Cavalry and leaders are always mounted and in column Formation. Caval-
ry units can, during their Movement Phase, break into squadrons of 100
% 7 menor less.

Artillery Formations
Artillery is always in either limbered (i.e., hooked up to its horses
% and ammunition caissons) or unlimbered (ready to fire) Formation.
Extended line represents the dividing of a Russian Artillery unit

with 10 or more guns into (roughly) two equal halves and then “extending” the newly formed
unit either to the right or left flank.

Supply Wagon Formations

Supply wagons are always in column Formation.

When Can | Change A Unit’s Formation?
You can change a unit’s Formation either during your Movement Phase or your Defensive
Phase (depending on the unit’s type).
= During your Movement Phase: You can only “limber” artillery, or create and
recall skirmishers and squadrons, and change infantry lines into column
formations.
« During your Defensive Phase: You can perform all the other Formation
changes discussed above.

How To change a Unit’s Formation
1. Select the unit.
2.Then, Select one of the various (Un)form Square
Change Formation Toolbox buttons
(see illustration at right). To see what Makelrecall Skirmishers and
a unit’s current Formation is, see Squadrons
UNir-LisT Icons on p.27.

Column to Line/Line to Column;
(Un)Limber Artillery

Formation Change Restrictions
® Leaders, Cavalry (squads included), and Skirmishers do not change formation.
* Disordered and Routed units cannot change formation.

Napoleon in Russia 7
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FACING
Al units, regardless of their present Formation, have a
P Facing—i.e, always face towards one of their hex’s
M 3 hexspines (the exception being Skirmishers, Leaders or
units in Square Formation, see p.36). A “hexspine” is the
point at which two hexsides meet (see illustration below).

A unit faces the hexspine
of ahex.

IMPORTANT #1: The current Facing of each infantry unit in line or column Formation and
each unlimbered battery determines its Field of Fire (i.e., the direction in which it attacks and
defends); see 6.7 COMBAT. You do not have to change a unit’s Facing to move it.
IMPORTANT #2: Skirmishers & infantry in Square formation can fire in all directions.
IMPORTANT #3: If a hex contains more than one infantry unit in line formation, all such
units must have the same facing. Any change to the facing of one infantry in line must be

made for all such units in the same hex.
change its Facing, Select the unit, then Select one of the “change Fac-

. . ing” buttons in the Toolbox. One button changes the Facing clockwise,

one hexspine at a time; the button next to it does likewise but in a counter-clockwise direc-
tion; and the third button makes the unit do an “about face.”

You can change a unit’s Facing only during its Movement Phase. To

8 Napoleon in Russia



The Basics of Play

e b e b b L b b L e b L R L L L L b L

MOVEMENT

In NAPOLEON IN RUSSIA, you can move your
units either during their Movement Phase (i.e., they
can change their Facing or move from hex to hex;
infantry in line can change to column), or they can
change Formation during their Defensive Phase. In
addition, cavalry (and any leaders stacked with
them) can move during the Cavalry Charge Phase.
‘You can move units in three different ways:

Hex-by-Hex. One way to move a unit is to Select it, then right-click in a hex adjacent to it.
“You can continue right-clicking in adjacent hexes until the unit either is where you wish it to
stopror has used all of its movement allowance.

Drag-and-Drop. Another way is to use “drag-and-drop.” Select the unit, place the cursor on
that'unit's hex, press and hold down the left mouse button, move the cursor to the hex you
wish to move the unit to, and then release the mouse button. The program will move the unit
fromrhex to hex for you, using the path that costs it the least to take.

Auto Movement. A third way to move a unit is by Auto Movement. To use this method, Se-
lectthe unit, then hold down the Alt key and right-click in the hex you wish that unit to move
to. The program will move the unit from hex to hex for you, using the path that costs it the
least to take.

Each hex a unit moves into and each Facing change performed costs that unit a portion
of its movement allowance; these costs are listed under Change Costs in Parameter Data,
which can be found by Selecting Scenario Notes in the Help menu. See also 6.1 TERRAIN
for the effects of terrain (including roads, etc.) on movement.

Unless Fog of War is in effect for the opposing side, the most recent movement (or Fac-
ing/Formation change) made by a unit can be canceled by holding down the Ctrl key and
pressing U, provided that unit is still Selected.

Selecting either the “HIGHLIGHT MOVED UNITS” Toolbox button or the Moved
Units command in the Display menu will highlight all units that have moved thus far
in the Movement Phase.

Napoleon in Russia 9
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Column Movement

You can use column movement to move as a single entity a group of units stacked to-
gether and/or in a string of adjacent hexes. There are two types of column movement: organi-
zation and chain.

Organization. To conduct organization column movement,

1. Select the hex occupied by the “leading” unit.

2. Then Select a unit in that hex, hold down the Ctrl key and right-click in the adjacent
hex you wish that unit to move to.

As it moves, all units in the group that belong to the Selected unit’s organization (brigade,
division, etc.) will follow it. (To see a unit’s organizational information, right-click in its data
areain the Unit List))

Chain. To conduct chain column movement,

1. Select the hex occupied by the “leading” unit.

2.Then, after making sure that no unit in that hex is Selected, hold down the Ctrl key and
right-click in the adjacent hex you wish that unit to move to.

As it moves, the entire group will follow, with each unit in tum entering the hex just vacat-
ed by the one in front of it. Note, however, that chain column movement will not work in a hex
that has two or more friendly units adjacent to it if those units are in different hexes and are
adjacent to each other, or if the “leading” unit is adjacent to two or more units in different
hexes.

Column movement can also be conducted using Auto Movement (see above). To do so,
hold down both the Ctrl and Alt keys when you right-click in the hex you wish the “leading™
unit to move to.

10 Napoleon in Russia
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COMBAT
There are two basic types of combat in the game: Ranged Fire and Melee. An infantry unit
that takes casualties from combat has its manpower (“S#” in the Unit List) lowered by 25
men or more; an artillery unit may lose one or more guns (each S# = one gun). If a unit’s
strength (S#) is reduced to zero in this manner the unit is eliminated. See below for more de-
tails. The combat resullts tables for both types of combat appear in Parameter Data, which can
be found by Selecting Scenario Notes in the Help menu. IMPORTANT: Each infantry unit
and battery has a Field of Fire that it cannot attack outside of; see section 6.7.

Ranged Fire

Ranged Fire is simply one infantry unit or battery shooting at another at a range of one or
more hexes. You conduct Ranged Fire during the Offensive Fire Phase of your Player Tum
and the Defensive Phase of your opponent’s Player Turmn. During that fire phase, each of your
units able to fire can make one Ranged-Fire attack, and that attack can be made vs. only one
enemy unit or bridge. Routed units, and those that are out of ammunition and/or facing
“away from” (see 6.7) the enemy cannot attack. Artillery that moved (even just to change
Facing) in the Movement Phase, or unlimbered during the Defensive Phase cannot fire in the
ensuing Offensive Fire Phase. See also 6.7 COMBAT, RANGED FIRE on p.53, and RESOLVING
RANGED-FIRE 0N p.54.

You can perform a Ranged Fire attack in three different ways:

Right-click target Hex. To use Ranged Fire, Select the battalion or battery that will fire, then
right-click in the target hex.

Drag-and-Drop. Another way to conduct Ranged Fire is to use “drag-and-drop.” Select the
unit that will fire, then place the cursor on that unit’s hex, press and hold down the left mouse
button, move the cursor to the target hex, and then release the mouse button.

Auto Fire. A third method is termed Auto Fire. Hold down the Alt key and right-click in the
target hex. A dialog box will appear, listing the name and location of one of your units that is
eligible to fire at that hex. If you Select OK in the box, that unit will fire.

Melee

A Melee occurs when one side attempts to advance one or more of its infantry or
cavalry units into an adjacent, enemy-occupied hex during the Melee Phase. Melee
can also be used to damage bridges. Routed units, artillery, supply wagons, and
battalions facing “away from” (see 6.7) the target cannot advance into a Melee.
Disordered units can initiate melee. A unit can attack in Melee only once per Melee
Phase. If all defending units are eliminated or forced to retreat, the attacking unit(s)
will automatically occupy the defending hex.

Drag-and Drop. One easy way to conduct a melee is to use *“drag-and-drop.” To do this:
1. Select all the units in a hex which you wish to attack with.

2.Then place the cursor on that hex, press and hold down the left mouse button, move the
cursor to the adjacent hex you wish to attack, and then release the mouse button.

Napoleon in Russia 11



The Basics of Play
R ey

3. Repeat this for each hex containing one or more units you wish to add to that
Melee, then resolve the attack by Selecting the “resolve Melee™ Toolbox button.

For more details see 6.7 COMBAT, and MELEE and RESOLVING MELEE on pp.55-56.

LEADERS

Each brigade, division, corps and army has its own historical leader. A leader pro-
vides no benefit to movement or Ranged-Fire attacks, but can aid in Melee at-
tack/defense and lower the chance that a unit he is stacked with will Rout. Most
importantly, however, a leader can use his Command and Leadership ratings to aid
Disordered/Routed units under his command in their attempts to Rally and Reform. The
proper positioning of brigade and division leaders is vital to maintaining the cohesion of one’s
forces. For more details see 44 THE UNIT LIST,5.2 LEADERS and 6.8 RALLY & REFORM.

QUALITY

Each unit has a Quality rating (“Q™ in the Unit List) ranging from “9” (best), to “1” (worst).
The program uses this rating at various times to make die rolls to determine if the unit will
Disorder, Rout, Reform or Rally. See MorALE CHecks and DISORDER & RouT, on pp.59-60.

DISORDERED
A unit may become Disordered whenever it takes casualties, and automatically becomes
Disordered whenever it is involved in a Melee or when they occupy the same hex in
different formations. A unit in line formation moving at night is also automatically disordered.
Disordered status is indicated by a “D” icon in the Unit List. For more details see Disor-
DER & RouT on p.60. In addition, moving into certain terrain features Disorders a unit (see
THE TERRAIN KEY 0n p42).

* A unit may become Routed whenever it takes casualties, loses a Melee, or an-
L] other friendly unit in or adjacent to its hex Routs. Routed status is indicated by
an “R” icon in the Unit List and by a unit icon containing one or more run-
ning figures. Various conditions can affect the chance that a unit will become
Routed; see DISORDER & RouT on p.60.

RALLY & REFORM

At the beginning of each Player Turn, the program attempts to Reform Disordered units and
Rally Routed units in order to bring them back to Good Order. The results are displayed in
the Command Report dialog. For more details see 6.8 RALLY & REFORM.

FATIGUE

Each unit has a Fatigue level (“FA” in the Unit List) ranging between “0” and “9”. Fatigue
can occur or increase due to combat. The higher a unit’s Fatigue, the weaker it is in Melee and
the more likely it will be to Rout when it suffers casualties. For more details see 44 THE
UNIT LIST and 6.7 FATIGUE.

12 Napoleon in Russia
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SUPPLY

Whenever an infantry unit makes a Ranged-Fire attack, the program

m checks to see if it has depleted its ammunition supply. (The initial proba-

bility is 1-in-24.) If it has, a “hollow musket ball” (indicating no ammo)

or “half-hollow musket ball” (indicating low ammo) icon appears in its icon section in the

Unit List. A battalion suffering from low or no ammo has certain restrictions placed on its

Ranged-Fire capabilities, but can be resupplied by a friendly supply wagon; see 54 AMMO
& SUPPLY WAGONS.

There is a separate ammo supply limit for artillery; see ARTILLERY Avmo on p.38.

TERRAIN

Terrain can affect movement, LOS and Ranged-Fire combat,
and also affect Melee combat and block LOS. These effects are
| listed in 6.1 TERRAIN, and in Parameter Data (which can be
found by Selecting Scenario Notes in the Help menu).

In NAPOLEON IN RUSSIA, there is a limit to the
total number of men and units you can have in one
hex. For example:

® Infantry: 2,000 men (S# total) in no more than 8 units
* Artillery: 16 guns (S# total) in no more than 4 units
* Cavalry: 1,000 men (S# total) in no more than 8 units

Though leader stacking is unlimited, only 4 leaders are shown in the Unit List. Stacking
limits apply per side in Melee. Regardless of other stacking rules, only one supply wagon may
occupy a hex.

You can move a unit from the bottom to the top of a stack in the Hot Spot hex by Se-
lecting To Top of Stack in the Units menu. That menu also contains a To Bottom of Stack
command. When using the 2D Normal View map (see p.24), you can place all leaders on the
top of their stacks by Selecting Leaders on Top in the Display menu.

Napoleon in Russia 13



Choosing a Scenario

3.0 CHOOSING A SCENARIO

3.1 THE MENU

SCREEN

‘When you launch NAPOLEON

IN RUSSIA, the Menu Screen ap-

pears after the introduction. This

screen presents you with four

choices:

= Start New Scenario: Select this to
proceed to the Scenario Selection
Screen to start a new scenario.

= Resume Saved Game: Select this
if you wish to resume playing a
non-modem game you had saved
and quit previously.

« Start Game as Modem Host: Select this to become (or resume being) the Host for a
modem-play game or Internet Game.

 Start Game as Modem Caller: Select this to become (or resume being) the Caller for a
modem-play game or Internet Game.

= Special Options: Select this to start (or resume) a Play-By-E-Mail (PBEM) or a Two Player
Hot Seat game.

3.2 THE SCENARIO
SELECTION SCREEN
This screen lets you pick a new
scenario to play. First, Select the
name of a scenario. Once you've
decided on a scenario, make sure
its name s highlighted, and Select
the Play button. A dialog box will
then appear, giving you the choice
of what type of A/l you wish to
use for each side. (For your choic-
es, see 3.3 THE TYPES OF Al)
When you Select OK, the scenario
will begin.

The Previous button takes you back to the Menu Screen, and the Exit button takes you
completely out of the game.

14  Napoleon in Russia
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3.3 THE TYPES OF A/l

The type of A/l you choose will determine
the amount of control the game’s “Artifi-
cial Intelligence” exerts on play. When A/l & Manual & Manual
is being used, the program will make some
or all of the decisions for a particular side
and automatically conduct all appropriate | ¢ ausmatie  Automatic
actions, such as firing and moving. The A/l
can be used in four modes: Manual, Com- € Automatic with FO ™ Automatic with FOW
mander Control, Automatic, and Automat-

French Ad Russian A7l

€ Command Control ™ Command Control

marx Fiench Advaniage Russian
ic with Fog-of-War. Any one mode can be | | | ]
applied to each side. IS N S R W |

0 100

Manual equals no A/1. Select this for a
side if you want to make all the decisions
for that side, including conducting all
moves and attacks for it. This is the default mode for both sides.

If you Select Commander Control for a side, you'll be able to give orders (attack, defend,
etc.) to the various leaders you choose to command on that side, while letting the program au-
tomatically handle all other actions for the side, such as moving and firing.

If you Select Automatic for a side, the program will handle all the decisions and actions
for that side.

If you Select Automatic with FOW (Fog-of-War) for a side, the program will handle all
the decisions and actions for that side, and Fog of War will be in effect. This mode is most ap-
propriate when you want to control one side and have the program control the other.

The Set Advantage bar at the bottom of the A/l Selection screen allows you to balance
play between two players of unequal skill or to balance A/I play. To set an Advantage, hold
down the left mouse button over the needle and move it to the left or right (The keyboard’s
arrow keys can also be used to adjust the advantage). Advantage values can range from 0 to
100 for either side. Depending on the value you set, the side with the advantage will inflict
higher than normal combat losses on the other side, and suffer lower than normal combat
losses themselves. Advantage must be set before play begins in E-Mail or Modem Play
games. Otherwise, the Advantage can be adjusted at anytime during the game.

Select Rules to go to a list of optional rules that you can disable and enable to enhance
gameplay. See Section 6.10 OPTIONAL RULES for detailed information.

Selecting Help takes you to the online help guide.

To use the A/I during play, see 6.3 USING THE A/l

3.4 RESUMING A SAVED GAME
To open a previously saved (non-modem, non-E-mail) game, Select Resume Saved Game in
the Menu Screen. A dialog box will appear, in which you must Select the saved-game file you
want. Then Select OK.

For resuming a saved modem-play game see page 64; for resuming a saved E-mail game
see page 66.

If the game had been saved and quit during a phase that was controlled by the A/l, you
may have to Select the Activate A/I menu command (or its corresponding Toolbox button)
to restart it.

Napoleon in Russia 15
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4.0 THE

GAME INTERFACE

4.1 THE TITLE BAR
This appears at the very top of the screen, and displays the name of the scenario currently

being played.

4.2 THE MENU BAR

This appears below the Title Bar, and displays the names of the various pop-down menus.
These menus and their commands are explained below.

File Menu: Use this menu to load a previously saved game, or to save

File 3
and/or exit a game.
Hew.. Select New to start a new scenario. (Do not change directories in the di-
Open... alog box that appears)) A new scenario has the extension .scn.
Save Select Open to resume a previously saved game. A previously saved
Saveds.. game file has the extension .btl.
Sl Select Save to save the game you are playing (see 4.7).
" Select Save As to save a game under a file name other than the one
Y currently being used for it.
E it Select Snapshot to save a copy of the portion of the map (including the
position of all unhidden units) that is currently in memory as a bitmap
(-bmp) file (see 4.8 Snapshots)

Select Replay to view a recorded battle. To halt the replay, press the Esc key (see also
“Recording/ Replaying Battles ”, p.31)

Select Exit to quit the

scenario and return to the Menu Screen. If the current game has changed

since the last time it was saved, a dialog will appear giving the option to save it before exiting.

16 Napoleon in
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Phase Menu: Use this menu when you want to proceed from one
phase to the next.

Select Next to advance the game to the next phase.

et [Chi-h)

To Top of Stack

To Bottom of Stack

Turn Clockwize

Turn Counterclockwize
About Face

LChange Calumn

LChange Skimish/Squadron
LChange Square

LChange Extended Line

Femove From Map

Units Menu: Use this menu to change the position
of unit(s) within a hex, and to change a unit's forma-
tion.

Select To Top Of Stack to move a Selected unit to
the top of its stack.

Select To Bottom of Stack to move a Selected unit
to the bottom of its stack.

Select Turn Clockwise to change the Facing of a Se-
lected unit one hexspine in a clockwise direction.
Select Turn Counterclockwise to change the Facing
of a Selected unit one hexspine in a counterclock-
wise direction.

Select About Face to change the Facing of a Select-

ed unit 180°.
Select Change Column to change a Selected column
to regular line, or to change a Selected regular line to
column.
Select Change Skirmish/Squadron to create or recall a skirmish unit (for infantry) or
squadron unit (for cavalry) from the Selected unit.
Select Change Square to change a Selected unit to or from square Formation.
Select Extended Line to change a Russian Artillery unit that is currently in regular formation
to extended line or return it to regular formation from extended line. Select Remove From
Map to voluntarily eliminate a unit. Removal can occur only during a friendly Movement
Phase, and the unit must be in a map-edge hex.

To remove a unit from the map,

1. Select the unit.

2. Select the Remove from Map command. Removed units only count towards victory

conditions if they exit from an exit objective hex.

Select Artillery Dialog to make attacks with artillery units during the Offensive Fire or De-
fensive Phase.
Select Undo Last Movement to cancel the entire movement of the most-recently-moved
friendly unit, so you can instead move it in a different way (or not at all). This command is dis-
abled during modem play, Internet play, and when Fog of War is in effect for the opposing
side. This command also will not undo a Formation Change.

Atillery Dialog

Undo Last Mavement (Ctrl-U)
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Melee Menu: Use this menu to conduct melee.

Select Clear Melee to cancel a melee without resolving it.

E::' M;\ela Select Add to Melee (after right-clicking in a hex to mark it as a
add to Meles Melee hex) to designate the currently Selected unit(s) as par-
Fiesolve Melee ticipating in the Melee.
Show Meles dds ﬁelecl Resolve Melee once to resolve a Melee in the Hot Spot
ex.

Select Show Melee Odds to review the odds ratio (attacker vs. defender) of the two sides in
the Melee in the Hot Spot hex.

Reinforce Menu: Use this menu to review the availability of reinforce-

ments.

EChEdUIEd Select Scheduled to display the reinforcements scheduled to arrive dur-
Anived ing the current scenario, as well as the per-turn arrival probability for
BReleases each unit. Double clicking on the selection will bring up a Dialog Box

showing the individual units in the reinforcement. If Fog of War is in ef-

fect for one or both sides, only the reinforcements for the side currently having its Player Turn

will be displayed; otherwise, all reinforcements will appear.

Select Arrived during a friendly Movement Phase to display the reinforcements that are cur-

rently available to be placed on the map. Double clicking on the selection will place these

units on the map.

Select Releases for a display listing the release time of Fixed units; Choosing an entry in the

Release Dialog causes that organization to become highlighted on the screen. Double click-

ing or selecting OK causes the release dialog to be dismissed and the organization to remain

highlighted. Selecting Cancel causes the organization to become unhighlighted.

m Status Menu: Use this menu to display current strength, objec-
tive, and victory information.

gtn.ang.th... Select Strength to see the current “manpower” strength of
Dbijectives... both side’s forces. If Fog of War is in effect for a side, its
Leader Casualties... strengths will appear only during its own Player Turn.

Victon... Select Objectives to see the number, value and hex location of

each Objective. Selecting any of the Objective-hex lines in the
dialog box will put the Hot Spot in (and scroll the map to) that hex.

Select Leader Casualties to display a list of all the leader casualties incurred during your cur-
rent scenario. A K indicates that the leader was killed, a W indicates that he was wounded,
and a C indicates that he was captured. Selecting the leader will scroll the map to the location
where he became a casualty.
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Select Victory to see the current level of victory and related items.

Display Menu: Use this menu to control how infor-
mation is displayed on the map.

Wrre 013 Select Units Off to toggle (off or on) the on-map dis-
Unit Bases Off play of all units and markers. This option is provided
Unit Flags O 50 you can hide them to see the underlying map ter-
Leaders On Top rain better.

DObjectives Select Unit Bases Off to toggle (off or on) the bases
Locations... of the unit icons on the 3D (Battleview™) map.
\_.l'igible Hexes Select Unit Flags Off to toggle (off or on) the flags of

the unit icons on the 3D (Battleview™) map.

Select Leaders on Top to control the on-map display of
leaders on the 2D maps. When this command has a
check mark next to it, leaders appear above all other

Full Screen Map
Show Organization
Find Leader or Units...

iLfmp_W'”dUW" units in their hex.
Highlight * | select Objectives to toggle (off or on) the display
20 N i of Objectives on the map. When this command has
£ omal View . . . N
. a check mark next to it each Objective hex will be
o Zlzanl u.t W=z marked with the flag of the side that controls it.
¥ 3D Nomal View Select Locations to help you find a certain location
3D Zoom-Out View on the map. When you Select one of those listed, the
3D Extreme Zoom-Out View map will scroll to that hex and put the Hot Spot in it.
Select Visible Hexes to toggle (off or on) a display of
which hexes are in the LOS of the current Hot Spot
hex. An “X’”in a hex indicates no LOS.When on, this
command has a check mark next to it.
Select Full Screen Map to toggle (off or on) the Unit List and Terrain Info Box. When this
command has a check mark next to it, these items are hidden. Units can still be Selected
when the Unit List is hidden; see THE Pop-Up SELECTION DIALOG on p.29.
Select Show Organization to see which units belong to which organizations. When you Select
an organization name in the Organization Dialog, each of that organization’s component
units becomes highlighted on the map. If Fog of War is in effect for one or both sides, only the
organizations for the side currently having its Player Turn will be displayed. An organization
name printed in light gray indicates that all of its units are currently off-map (i.e., are rein-
forcements yet to arrive).
Select Find Leader or Units to display a dialog box that will let you find a specific unit or
leader on the map. After Selecting this command,
1. A cursor will appear in the white box labeled “Enter search.”
2.Type in the name of the leader or unit (being sure to spell, capitalize, & punctuate it the
same way it appears in the game).
HINT: For leaders with accent marks (e.g., Napoléon), you can type in a part of the name
without the foreign punctuations (“Napol’™).
3. Select Search.
All occurrences of that name in the Order of Battle will appear in the larger white box. Select
the one you're looking for, then Select OK.

Botate Toalbox
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Select Jump Window to display a miniature of the map. When you click on any spot in the
miniature version, the game map will automatically scroll to the corresponding spot.
Select Highlight to get a submenu of the following options:
Fixed Units toggles (off or on) a highlight around all units in the scenario that are classi-
fied as “fixed” (i.e,, they cannot be moved).
Spotted Units toggles (off or on) a highlight around all units that have a LOS to (and thus
are in the LOS of) at least one enemy unit.
Low on or Out of Ammo, or Uncrewed toggles (off or on) a highlight around all units
that are low on or out of ammunition and/or have no crew (the latter applies only to
artillery batteries).
Fired/Fought Units toggles (off or on) a highlight around all units that have either fired at
an enemy unit or fought in a Melee during the current phase.
Moved Units toggles (off or on) a highlight around all units that have moved during the
current phase.
Disordered Units toggles (off or on) a highlight around all units that are Disordered.
Detached Units toggles (off or on) a highlight around all units that are Detached.
High Fatigue Units toggles (off or on) a highlight around all units that have a fatigue level
of 7 or higher.
Extended Line Units toggles (off or on) a highlight around all units that are currently
formed into Extended Line (Russian artillery only).
Isolated Units toggles (off or on) a highlight around all units that are Isolated.
Non Full Strength Units toggles (off or on) a highlight around all units that are not at Full
Strength.
Supply Wagons toggles (off or on) a highlight around all Supply Units.

Organization toggles (off or on) a highlight around all units that are part of the same orga-
nization as the first Selected unit, or are subordinate to the Selected leader, in the Unit List.

Note: The Highlight menu options, beginning with Fixed Units and ending with Orga-
nization, are mutually exclusive; i.e., Selecting any one of them will toggle-off any of
the others that had been previously Selected. During the Melee Phase, each unit that
is designated to engage in Melee becomes highlighted if no other highlight is currently
Selected.

Select 2D Normal View to change the map to its 2D version.

Select 2D Zoom-Out View to change the map to a smaller, low resolution 2D version allow-
ing more of it to be seen.

Select 3D Normal View to change the map to its full-size 3D (Battleview™) mode.

Select 3D Zoom-Out View to change the map to Battleview™ mode but with the hexes at
half their normal size.

Select 3D Extreme Zoom-Out View to change the map to Battleview™ mode but with the
hexes at a quarter of their normal size. The units on this map will appear as various shaped
blocks, with their current facing indicated by a light green stripe. This view allows you to see a
larger portion of the battlefield in 3D mode.

Select Rotate Toolbox to toggle the Toolbox between its vertical and horizontal orientation.
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+ French [Manual)
French [Command Control]...
French [Autamatic]

AJI Menu: Use this menu to control the “Ar-
tificial Intelligence™ capabilities of the pro-
gram.

Select [Manual] (i.e,, no A/l) for a side if you
want to make all the decisions for that side,

French [Automatic with Fog-of-war) including conducting all moves and attacks

- for it. This is the default mode for both sides.
+ Russian (Manual) Select [Commander Control] for a side if
Fiussian (Command Contral)... you'd like to choose certain leaders to com-
Fussian [Automatic] mand yourself (i.e, to give orders to), while
Russian [Automatic with Fog-ofaar] letting the program automatically take care

of all other decisions and actions for that side.

Set Advantage

(To learn more about how Commander Con-

Activate A/

trol A/l works see p47.)
Select [Automatic] for a side if you want the

program to handle all the decisions and ac-
tions for that side.

Select [Automatic with Fog-of-War] for a side if you want the program to handle all the deci-
sions and actions, and have Fog of War in effect, for that side.

Select Set Advantage to balance play between two players of unequal skill or to balance A/I
play. Advantage values can range from 0 to 100 for either side. Depending on the value, the
side with the advantage will inflict higher than normal combat losses on the other side, and
suffer lower than normal combat losses themselves. Advantage must be set before play be-
gins in E-Mail or Modem Play games. Otherwise, the Advantage can be adjusted at anytime

during the game.

Select Activate AVl to restart the AVI after you have canceled it, or if you started the phase not
using A/l but wish to activate it for the remainder of the phase.

tdodem Host
fodem Caller

Flay by E-Mail
Two-Flayer Hot-Seat
Record Battle

Hull Madem

Internet Connection

Mew Encryption Key
Besync with Femate
Eeplay. .

Communication Dialog..

Special Menu: Use this menu to play a scenario with
someone else over the telephone, using a modem at
both ends, without having to exit back to the Menu
Screen.

Select Modem Host before you start a modem game if
you wish to be in charge of opening and saving the sce-
nario, and to configure your modem for play. The Host
player can also use this command to close the playing
session.

Select Modem Caller before starting a modem game if
you wish to let the other player be responsible for open-
ing and saving the scenario, and to configure your
modem for play. As the Caller, you are responsible for
specifying an encryption key (see p.65). The Caller can
also use this command to close the playing session.

Select Play by E-Mail to begin an E-Mail game. (See 7.3
PLAY BY E-MAIL for more information.)
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Select Two-Player Hot-Seat to play a scenario with another human opponent on your com-
puter with Fog of War automatically in effect. After this is invoked from the Special Menu, you
must then select New (or Open to resume a saved game) from the File menu. The extension .btt
is used to denote a Two-Player Hot-Seat saved-game file.

Select Record Battle to toggle (on or off) the option that allows you to save a record of the
game you are currently playing.

Select Null Modem if you wish to start a game using a null-modem cable.

Select Intemet Connection if you wish to start a game using a TCP/IP Internet Connection.
Select New Encryption Key in a modem game if you are the Caller and wish to specify a new
encryption key. As the Caller you must ensure that the same encryption key is used when re-
opening a saved-game file as was used when the file was saved previously. The extension .btx
is used to denote an encrypted saved-game file. For more on encryption keys, see p.65.

Select Resync With Remote in a modem game if the two sides get out of sync (e.g., due to a
bad data transmission). Using this command re-transmits the entire scenario to the other
player’s computer. The Resync option should rarely be needed, as error checking is incorpo-
rated into the modem protocol used by the program. Before using it, check with the other
player to ensure that he agrees a scenario resync is necessary. Alternatively, the Host can save
the current scenario and open it again.

Select Replay... to restart the replay of a previously halted recorded battle file. (See p.32 for
more information.)

Select Communication Dialog in a modem game to display the “chat window™ if you had
closed it previously.

Options Menu: Use this menu to set the default for certain op-
tions associated with the main program. A check mark next to
acommand in this menu means that it is “on”.

Select Introduction to toggle (off or on) the introductory ma-
terial that plays when you launch the game.

The Prompt For Scenario feature is only usable if you selected
a “Custom” installation during set-up and chose the “Map
Icon™ option. With this feature toggled on, you will be prompt-
ed for a new scenario when you enter the game directly via a
“map icon” (instead of using the “Napoleon in Russia” icon).
Select Beep on Error to toggle (off or on) the option that
causes a beep when you make an error.

Select Blink Hot Spot to toggle (off or on) the option that

 Intraduction

v Prompt for Scenario

v Beep on Error

v Blink Hot Spot
Smooth Scrall

v Sound Effects

+ Background Music

+ Yidea Effects

' Graphical Unit lcons

v Leader Faces

Hex Qutlines causes the Hot Spot to blink. [Exception: the Hot Spot never
v 3D Dialogs blinks on the 3D Normal View map]
+ Dialog Help Buttons Select Smooth Scroll to toggle (off or on) the option that caus-
W futo Save es the map to scroll incrementally to a new Hot Spot. When

22

Graphics Buffering
Low Memory Option
Initial Wiew

Optional Rules...

Napoleon in Russia

this command has no check mark next to it, the map redraws
directly at the new Hot Spot hex without scrolling through the
intervening hexes.

Select Sound Effects to toggle (off or on) the playing of sound
e

Select Background Music to toggle (off or on) background
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music which plays during the game.

Select Video Effects to toggle (off or on) the playing of the video effects during combat.
Select Graphical Unit Icons to toggle the display of unit icons between graphical and military
symbol schematic versions.

Select Leader Faces (when using the 2D Normal View map with Graphical Unit Icons on) to
toggle between a portrait-type and a graphical icon for each leader.

Select Hex Outlines to hide or display the map’s hex outlines. When the hex outlines are visi-
ble, this command has a check mark next to it.

Select 3D Dialogs to toggle the appearance of the program dialogs between an enhanced 3D
version and the standard Windows™ version.

Select Dialog Help Buttons to hide or display the Help buttons in the program dialogs.

Select Auto Save to have the program save the game automatically at the end of each phase
[Exception: it will not save a phase conducted under Automatic A/I (with or without Fog of
War) control].

Select Graphics Buffering to enable a graphics mode which will eliminate flicker in the 3D
views, however, may cause the game to run slower on certain systems.

Select Low Memory Option to disable the 3D Normal View. This will greatly reduce the
memory requirements of the program, resulting in faster gameplay. This Option is recom-
mended for systems with less than 16 MB of RAM, especially those running Windows 3.1.™
Select Initial View to define the initial view of the map when the main program is started. The
views may be set to any of the standard views, or to default to the last view used while playing
the game.

Select Optional Rules to go to a display of the optional rules in effect for the current scenario.
These rules must be set at the start of a scenario and cannot be changed during gameplay. Once
set, the game will default to use the options marked upon the start of a new scenario.

Help Menu: Use this menu to get information about
— how to use the NAPOLEON IN RUSSIA program,
Leneral Help [F1) about the battle being fought, and the program itself.

Scenario Motes [F2) Select General Help to open the NAPOLEON IN

About Napaoleon in Russia RUSSIA General Help file.

Select Scenario Notes to find miscellaneous information
on the two armies, their orders of battle, the data used internally in the game (such as the height
of obstacles, the movement costs and defensive modifiers of the various terrain types), etc.
Select About NAPOLEON IN RUSSIA to display a dialog containing version number and
copyright information about NAPOLEON IN RUSSIA.
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4.3 THE MAP

The map can be viewed in six different scales.
. L

24 Napoleon in Russia

2D Zoom-Out View. The smallest playable size is the 2D
Zoom-Out map, which is displayed by Selecting 2D Zoom-
Out View in the Display menu. This is best used for a
quick, overall view of things. Units on this map cannot be
distinguished from each other as easily as on the other
maps, but their positions relative to the opponent’s units
are readily apparent over a wider area.

2D Normal View. The next scale is called the 2D Normal

« View, and is displayed by Selecting 2D Normal View in the

Display menu (or, if the map is currently in the 2D Zoom-
Out mode, by Selecting the “Zoom Map™ button in the
Toolbox). This presents the terrain in more detail than the
2D Zoom-Out map while showing a larger area than the
3D maps. You can choose to display units on the 2D Nor-
mal View map with either graphical icons or MILITARY
symbols (see 5.0 THE UNIT TYPES).

3D Normal View. The ultimate map view is the 3D Nor-
mal View mode, which is displayed by Selecting 3D Nor-
mal View in the Display menu (or, if the map is currently
in the 3D Zoom-Out mode, by Selecting the “Zoom Map™
button in the Toolbox). This presents the Battleview™—a
high-resolution map in 3D-type isometric perspective, pre-
senting much more detail on the screen. In this view, units
are shown as “miniatures” with individual positions within
their hex.

3D Zoom-Out. The 3D Zoom-Out view displays the Bat-
tleview™ map at half of its normal size, thus allowing twice
as much of it to be seen at a time. This is the default map
when you start the game.

3D Extreme Zoom-Out View. The 3D Extreme Zoom-
Out View displays the Battleview™ map in a fourth its
original size, thus allowing you to view more of the 3D
map at once. The units in this view are displayed by vari-
ous shaped blocks, with their current facing indicated by a
light green stripe.

Jump Map. The sixth map view is the Jump Window (see
SCROLLING below).
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Scrolling

In most cases the map is too large to fit completely onto the screen, even in those scenarios

where only a portion of the overall map is used. Therefore, several different ways to scroll it

are provided. You can use the standard Windows™ scroll bars, the arrow keys on your key-

board, or the Jump Window.

To use the Jump Window, Select either its button in the Toolbox or the Jump Window

~ || command in the Display menu. This will display a miniature of the map being used
(along with an indication of where each side’s units are). Then Select the desired spot

in the jump map, and the game map will automatically scroll to the corresponding point.

Place Names

Press the Shift key to display the names of various roads,
farms and other geographical features.

Hex Coordinates
Each hex on the map has a unique set of coordinates, given in the
[34: 3'1 form “4, #”. The number on the left represents the vertical row of
hexes (beginning with “0” for the left-most row of hexes on the map),
while the number on the right represents the horizontal row (beginning with “0” for the top-
most row).

The coordinates of the Hot Spot hex are displayed at the far right of the Status Bar (see
46).

4.4 THE UNIT LIST
The Unit List is the portion of the screen displayed immediately below the map. It contains a
representative drawing of each unit that occupies the current Hot Spot hex, plus that unit’s
name and pertinent game data.

To Select a unit in the Unit List, left-click anywhere in its data area. To view the organiza-
tional information for a unit, right-click on its name in the Unit List and hold down the mouse
button. This will also show the original strength of the unit.

N - . ‘When there are more units in a hex than can be displayed in the Unit List,
the arrow buttons appear in the lower right corner of the screen and can be
used to scroll the Unit List.

E! The Unit List can be hidden by Selecting either Full Screen Map in the Display menu
or its equivalent Toolbox button.
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Command Rating
Leadership Rating
F— Movement Allowance
— Leader's Name (right click for organization info)

[ Wathier

The following explains the abbreviations and numbers displayed for leaders in the Unit List:
C (Command): The leader’s Command Rating, given in the form “A” (best), “B”,“C”, “D”,
“E” or “F” (worst). This rating is used to determine the leader’s ability to stay “in command”,
thereby aiding the Reform of his Disordered units. When a leader’s command rating is dis-
played in yellow, it indicates that leader has failed the command test for that current turn. See
CoMMAND RADIUS/RATING on p.61.
An icon “behind” the letter when the Leader is Selected indicates that he is currently

Detached.
L (Leadership): The leader’s Leadership Rating, given in the form “A” (best), “B”,“C”,“D”,
“E” or “F” (worst). This rating is used to let the leader aid in the Rally of a Routed unit he is
stacked with; see 6.8 RALLY & REFORM.
M (Movement): The leader’s current Movement Allowance. This number will decrease as he
moves or changes Formation. Leaders are always mounted.

A gold star appearing in the lower righthand corner of a leader’s Unit-List portrait indi-

cates that he has been “promoted” to the command of a higher organization due to the
elimination of that organization’s original leader.

QL (Quality rating)
FA (Fatigue level)

< —Unit Name (right click for organization info)

The following explains the abbreviations, numbers and colors displayed in the Unit List:

S (Strength): The unit's current basic attack (and defense during Melee) strength. This num-
ber represents the actual number of men in the unit (rounded to the nearest 25). This number
is also used to determine stacking limits; see STACKING on p.13. A yellow S# indicates the unit
is not at full strength (due to casualties or deployment of skirmishers/squadrons). To display a
unit’s original strength, right click on the unit box.

RG (Range): The maximum range at which the unit can make a Ranged-Fire attack. A unit
with a range of “~"” cannot attack in any way.
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MV (Movement): The unit’s current Movement Allowance. This number will decrease as the
unit moves or changes Facing/Formation.

QL (Quality): The unit's Quality, given in the form “9” (best) to “1” (worst). Russian units
with Gold Quiality ratings are eligible for a Fanaticism check, see Morale Checks on p. 59 for
more information on Fanaticism checks.

FA (Fatigue): The unit's current Fatigue level. “0”-“3” cause no adverse effect (these numbers
appear in green). “4”-“6” represent Low Fatigue (and appear in yellow). “7’-“9” are High Fa-
tigue (and appear in red). See also 6.9 FATIGUE.

Unit Classification Icons

Some units in NAPOLEON IN RUSSIA have special icons appearing near the top of the

unit portrait. These icons are:

.! An “L” in the unit’s portrait means that the unit is a “light” unit and can deploy more
than one Skirmisher unit.

An“H”in the unit’s portrait means that the unit is a “heavy” unit.

E A“Horse” icon in the unit’s portrait means that the unit is horse artillery.

EI A“G”icon in the unit’s portrait means that the unit is a “guard” unit.

An “Uncrewed” banner in the unit's portrait means that artillery unit is currently without its
crew.

Unit-List Icons
One or more of the following icons will appear from time to time in the lower-center com-
partment of a unit’s data area. These icons, as they appear from left to right on the screen, rep-
resent the following:
° . 0 O Infantry: When the full-color musket ball appears, the unit is eligible to at-
tack. Once it has attacked, the ball tums black. If the unit becomes low on
ammo, the ball will change to “half hollow” (i.e., half color and half outline). If the unit be-
comes out of ammo, the ball will change to completely hollow (i.e., outline only).
° . 0 O Battery: When the full-color cannonball appears, the battery is eligible to at-
tack. Once it has attacked, the cannonball turns black. If the battery is low
on ammo due to Isolation, the cannonball will change to “half hollow”. If the battery is out of
ammo, the cannonball is hollow (i.e., an outline). If the battery is uncrewed, a red X is drawn
through the cannonball.

M The letter indicates the kind of weapon the unit is equipped with:

Weapon Types
A 12-pounder battery M: Smoothbore muskets
B: 6 or 9-pound battery P: Pikes
D: Horse battery R: Rifle
L: Lance S: Sword
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® @ When the wheel appears, the unit is eligible to move. Once it begins to move, the wheel
turns black. When it has used all of its movement allowance, the wheel disappears.
0 ‘When the “F” on a black background appears, the unit is Fixed, meaning that it cannot
leave its hex. A unit’s Fixed status is removed whenever its hex is attacked by enemy
units, the unit becomes Routed or is “Released” according to the scenario’s Release Sched-
ule.

Formation Icons
These icons show the unit’s present Facing (as indicated by the direction the green arrow is
pointing) and Formation.

This icon indicates that the unit is in regular line.

This icon indicates that the unit is in regular line and is able to change into
Extended Line (see below).

This icon indicates that the unit is in extended line.

This icon indicates that the unit is in column.

This icon indicates that the unit is in square.

‘When the “S™ appears, the unit is a Skirmisher company.
nWhen the “D” appears, the unit is Disordered.
nWhen the “R” appears, the unit is Routed.

(@3 @@ When the full-color binoculars appear, the unit is currently in the LOS of (and
thus also has a LOS to) at least one enemy unit [Exception: if the only enemy
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unit having a LOS to the unit is an enemy supply wagon, the binoculars are black, indicating
that the identity of your unit is not known to the enemy if Fog of War is in effect].

The Pop-Up Selection Dialog

The Pop-Up Seeton Didle allovs

you to Select any unit(s) in the Hot
T DO TSR L Mo TR O] | Soot hex ven e Ut Lt s i
¥ [gggm ; sld HBn 1}15;:\thgere F:_:gll 11sllBE:|g( den. To display this dialog, simply press
\% {225M] 31d B 115th L:;;fn:gﬂ “Tat nr:'; the spacebar. You can then Select a

c“| A,,u,,y,,,w, 1,[ Brigade single unit by left-clicking on its name
2 ol Bein_ba x_Ond Nisioinn, in the dialog, or Select multiple units

- m m by holding down the Shift or Ctrl key
when you left-click. Double-clicking
on aname is the same as pressing Enter, which is the same as Selecting OK. The information
at the beginning of each unit name is that unit’s S# and weapon type. Disordered and Routed
Units will have an icon to indicate their current state.

The Terrain Info Box

The Terrain Info Box appears in the lower-left-hand corner of
the screen, presenting certain information about the current
Hot Spot hex. It displays a digitized photo of the type of ter-
rain in the hex (clear, orchard, forest, etc.), then lists that ter-
rain type by name and gives its Ranged-Fire combat
modifier*, its elevation in feet, and its Objective value.

* “Building” and “Rough” (Wolf Pits) hexes will show two numbers (e.g., -2/0) for its
Ranged-Fire combat modifier. The first number indicates the modifier for skirmishers, and
the second number (which is always 0) indicates the modifier for all other units. In short, only
skirmishers receive a Ranged-Fire combat modifier from Building and Rough (Wolf Pits)
hexes.

* A “Bridge” hex will show a number for its “Strength™. If this number drops to zero due to
artillery fire or melee effects, then the bridge becomes unusable.

The bottom line of the Terrain Info Box shows the current artillery ammunition supply
for both sides (in the form “##”, with the Russian total on left, and the French total on the
right). See ARTILLERY AMMO on p.38 and THREAT CHECKS on p40.

Selecting a Unit

To Select a unit in the Unit List, left-click anywhere on its area in the List. You can quickly Se-
lect all the units shown in the Unit List by double-clicking with the left mouse button in the
Hot Spot hex.
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Advance the game to the next phase.

Change the screen display between the 2D Normal View and 2D Zoom Out, or 3D
Normal View and 3D Zoom Out, mode.

Change the Facing of the Selected unit(s) one hexside in a counterclockwise direction.
Change the Facing of the Selected unit(s) one hexside in a clockwise direction.

Change the Facing of the Selected unit(s) by 180°.
Change the Formation of the Selected infantry unit from column to line (and back)
or to limber/unlimber artillery.

To create or recall a skirmisher or squadron unit(s) from the Selected unit. This can
only be performed during the Movement Phase.

To change a Selected infantry unit to or from square Formation. This can only be per-
formed during the Defensive Phase.

Toggle (off or on) the on-map display of all units.

Resolve the Melee in the Hot Spot hex.

Toggle (on or off) a highlight around all units that are suffering from low/no ammo
or uncrewed.

Toggle (on or off) a highlight around all units that have a LOS to (and thus are in the
LOS of) at least one enemy unit.

Toggle (on or off) a highlight around all units that have moved during the current
phase.

Toggle (on or off) a highlight around all units that have either fired at an enemy unit
or fought in a Melee during the current phase.

Toggle (on or off) a highlight around all units that are Disordered..

Toggle (on or off) a highlight around all units that are part of the same organization
as the first Selected unit in the Unit List.

Hide (or display) the Unit List and Terrain Info Box.

Toggle (on or off) a display of which hexes are in the LOS of the current Hot Spot
hex. An “X” in a hex indicates no LOS.

Display (or hide) the flag of the controlling side in each Objective hex.

Display the Jump Window. Select any spot on the jump map, and the game map will
scroll to the corresponding spot.
Cycle the Hot Spot to another unit that has yet to (be designated to) perform an

4| action pertinent to the current phase.

Activate the A/l (after you have halted it, or if you started the phase not using A/l
but wish to activate it for the remainder of the phase).
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4.5 THE TOOLBOX

The Toolbox enables you to conduct certain actions without having to use the pop-down menus.
Selecting a Toolbox button initiates the command associated with it. These commands are:

I 17 OOk Lewiewie (017 ek Hevemesd Prooe Do E.E ..

4.6 THE STATUS BAR

The Status Bar (see illustration above) appears at the very bottom of the screen. Its main
functions are to show the current time of day, the current phase, the coordinates of the Hot
Spot hex, and a set of scroll arrows (if the current Hot Spot hex has more units in it than can
be displayed at one time). It also displays various types of messages from time to time (e.g., to
explain why the program won't let you perform a certain action). In addition, it gives a brief
explanation of each menu command and Toolbox button when you place the cursor on that
command or button and hold down the left mouse button.

4.7 SAVING A GAME
To save a game you are currently playing, use the Save command in the File menu to save it.
A dialog will appear so you can specify a name for the saved-game file. Normally you should
use the extension .btl. Alternatively, you can Select Auto Save in the Options menu, in which
case you'll be prompted at the end of the first phase to save the game. Once you've saved the
game this way, it will be saved again automatically by the Auto Save function at the end of
each subsequent phase [Exception: it will not save a phase that was conducted under Auto-
matic (with or without Fog of War) A/I control]. Should you wish to save the game at some
other point in a phase, you can do so via the Save command.

To save the game under a file name different than the one currently being used for it, Se-
lect Save As in the File menu. This allows you to save the current state of a battle in another
file without affecting the file being used for the battle.

4.8 SNAPSHOTS

The Snapshot command in the File menu allows you to save, as a bitmap (bmp) file, a copy
of the portion of the map (including the position of all unhidden units) that is currently in
memory. A file-selection dialog will appear so you can specify the name of the file.

You can use the Paintbrush graphics program (supplied with Windows™) to open the file
later. Refer to your Windows™ manual for instructions for the Paintbrush program. The Paint-
brush program can also be used with your printer (black and white or color) to supply you
with a printout of the map. Paintbrush will allow you to resize the map (as desired) before
printing.

4.9 RECORDING/REPLAYING BATTLES

Recording Battles

The Record Battle feature of the Special pop-down menu allows you to record a sce-
nario as you play it. You can then “replay” this saved battle later by selecting Replay from the
File pop-down menu (see below).
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Why would you record a battle? During a hotly contested scenario, you might anticipate
that the next few turns will decide the winner. You may want to keep a record of this and
show it to someone later, or (for your own satisfaction) review the moves you made to help
improve your strategy for future scenarios.

You can record just a few turns of a battle, or an entire scenario. To record a battle,

1. Select Record Battle from the Special pop-down menu. Doing so places a check mark
(+) next to the feature. Immediately; a file window will appear allowing you to name
this file (or accept the default filename).

2.After naming the file, select OK to return to the game. From this point forward, all sce-
nario turns you play will be saved into this file.

‘You cannot record modem play or PBEM battles.

Note: The Record Battle feature is a toggle. At anytime during play, you can select the feature
again to turn it off. Anytime you start recording, it will overwrite any existing file of the same
name.

Replaying a Recorded Battle

When you want to view the turns of a recorded battle, simply select Replay from the File
pop-down menu and the recorded turns will automatically replay.

To halt the replay, press the Esc key. To resume the replay again, select Restart Replay
from the Special menu, and the recorded battle will resume where it left off.
Note: When you replay a battle that has been recorded with Fog of War in effect, the replay is
from the perspective of the other side.
EX: If you replay a battle that you played vs the computer, the replay will be from the perspec-
tive of the computer (not your perspective). This means you'll see what the computer saw.
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Infantry, cavalry, artillery batteries, individual leaders and supply wagons are represented in
the game. All, aside from unlimbered artillery, have an inherent movement capability; and all,
aside from leaders, limbered artillery and supply wagons, can make attacks. Most of their
characteristics are covered in 2.0 THE BASICS OF PLAY, but more details on the special ca-
pabilities of the various units are given below. To see the attributes of a specific unit during
play, Select its hex to put it in the Hot Spot and check its data in the Unit List.

5.1 UNIT ICONS

Many different icons are used to represent the units in the game. A complete listing is provided
atright.

Military Symbol Icon Colors
The color of each “Military” symbol indicates a general category of unit types, as explained
here (note that these colors appear only on the 2D Normal View map by selecting Graphical
Unit Icon in the Options menu):

Light Green: Infantry
Yellow: Cavalry
Red: Avrtillery
Gold (Star): Leader
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5.2 LEADERS

For the basics, see CAvALRY FORMATIONS (& LEADERS) on p.7. One leader per side can aid in
Melee (when stacked with a unit) by increasing his side’s attack or defense strength by one. A
leader lowers the chance that a unit will Rout by adding a -1 modifier to its Morale Check die
roll, and can aid units under his command in their attempts to Rally. See also 44 THE UNIT
LIST and 68 RALLY & REFORM.

A leader can be attacked as an individual target only if no other unit (aside from one or
more other friendly leaders) is in his hex. Leaders do not become Disordered or Routed.

A leader can be killed, wounded or captured. In each case he is eliminated and another
leader is promoted at the start of the next friendly Player Turn to take over his command. (A
leader so “promoted” has a gold star in the lower righthand comer of his portrait in the Unit
List) All replacement leaders have a command rating of F. (To get a list of leaders killed,
wounded or captured, go to Leader Casualties in the Status menu.)

Command & Leadership

Each leader has both a Command and a Leadership rating, which affect his ability to influence
certain actions of other units under his command; see 44 THE UNIT LIST. In addition,
brigade and division leaders have a limited Command Radius; see COMMAND RADIUSRATING
onp6l.

5.3 ARTILLERY

Attillery batteries in NAPOLEON IN RUSSIA are broken down into three categories: A,B,

and D. Below is a description of each category:

* Category A artillery is classified as heavy artillery. The number and types of guns in an “A”
battery consists of a complement of six 12-pounders and two 10 pound howitzers or six 12-
pounders and two 6-inch howitzers or eight 12-pounders and four 18-pound Licores.

® Category B artillery is classified as medium artillery. The number and types of guns ina“B”
battery consists of a complement of six 6-pounders and two 7 pound howitzers or five 9-
pounders and one 5.5-inch howitzer or eight 6-pounders and four 9-pound Licornes.

® Category D artillery is classified as horse artillery. The number and types of guns in an “D”
battery consists of a complement of four 6-pounders and two 5.5 pound howitzers or five 6-
pounders and one 5.5-inch howitzer or six 6-pounders and four 9-pound Licormnes.
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For artillery ammo supply rules, see ARTILLERY AMMO on p.38. For artillery in Melee, see
MELEE and RESOLVING MELEE, on pp.55-56.

5.4 INFANTRY

For the basics, see INFANTRY FORMATIONS on p4. For a more thorough overview of all the vari-

ous movement/Formation change options for infantry; refer to the bullet points below:

* Infantry can move, change facing, deploy/recall skirmishers, change into column formation in
the Movement Phase.

* Infantry can change formation from line, column, and square, in the Defensive Phase.

© Infantry can fire in the Offensive Fire and Defensive Phase.

* Infantry can conduct melee attacks during the Melee Phase.

Skirmishers

* Skirmishers can be deployed and recalled in the Movement Phase by clicking the “S” button
in the Toolbox.

* A Skirmisher unit equals 1/8 of full strength (S#) of its parent unit.

© Light infantry and guard units can deploy entirely into Skirmisher companies. Other infantry
units can deploy only one Skirmisher company.

* The facing of Skirmishers has no effect on their function. Skirmishers have a 360° field of
fire.

* In addition to other terrain modifiers, Skirmishers receive a -2 terrain modifier from Build-
ing and Rough (Wolf Pit) hexes.

* Skirmishers can rejoin their parent unit during the Movement Phase. To combine a Skir-
misher unit with its parent unit, make sure the Skirmisher unit is in the parent unit's hex. Se-
lect the Skirmisher unit, then select the ““S” button in the Toolbox. If the skirmisher unit has a
higher fatigue rating than the parent unit, then the fatigue of the parent unit increases by 1.

Squares
® Squares can be formed in the Defensive Phase by undisordered, unrouted infantry.
* Squares fire at 1/4 effectiveness and have a 360° field of fire.

* Normally, cavalry attacks against units in the Melee Phase are tripled. Infantry units in
Square Formation negate this tripling.

Extended Line

* Russian Avrtillery units with 10 or more guns can change into and out of Extended Line in
the Defensive Phase. An artillery unit whose Regular Line icon (in the Unit List) shows
three parallel lines || is able to form an Extended Line.

* Extended Line units cannot be extended or reformed across obstructed hex sides.

* Artillery units in Extended Line automatically change to limbered when recalled.

NOTE: To recall an Extended Line Artillery Unit, the

two “halves” of the extended line must occupy adjacent

hexes from each other.

These two units occupy adjacent hexes
from each other.
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After selecting one of the halves, then select Change Extended Line from the Units pop-down

5.5 CAVALRY

In NAPOLEON IN RUSSIA cavalry is broken down into three different categories:

Light: Hussars, Light Dragoons, Chasseurs.

Heavy: Dragoons, Cuirassiers, Carabiniers, Grenadiers on Horse.

Lancers: Lancer cavalry units have a weapon type of “L".

* Cavalry can move (from hex to hex and change facing) during the Movement Phase.

® Cavalry can charge in the Charge Phase, but are automatically Disordered at the end of
the turn.

® Cavalry units that have moved in the Charge Phase get an advantage when attacking in the
Melee Phase if they are attacking non-square infantry in unobstructed hexes across unob-
structed hex sides Cossack units only get this advantage when charging routed or disordered
units
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Squadrons

A cavalry unit can break into Squadrons during the Movement Phase by Selecting the caval-
ry unit and then clicking the “S” button in the Toolbox. The size of a cavalry squadron is 1/4
the size of its parent unit. An entire cavalry unit can be broken down into squadrons. Cavalry
squadrons can move and melee in the same way as cavalry regiments.

5.6 AMMO & SUPPLY WAGONS

When an infantry unit incurs a depletion of its ammo, it becomes “low on ammo™ and there-
after cannot fire in its Offensive Fire Phase until resupplied. If a unit that is already low on
ammo incurs another ammo depletion, it becomes “out” of ammo and can make no Ranged-
Fire attack at all until it is resupplied.

For a unit to be resupplied, it must be within 5 hexes of a friendly supply wagon. The path
of hexes traced to the supply wagon may not cross an impassible hexside or pass through a hex
adjacent to an enemy unit. If it does, the unit cannot be resupplied.

Whenever an infantry suffering from low/no ammo starts a friendly Player Turn in a non-
Routed state and in the supply path of a friendly supply wagon, the program will resupply it.

A resupplied unit is always retumed to a “full” ammo state. The number of units resup-
plied is announced in the Command Report dialog.

Each time a supply wagon resupplies a battalion, that wagon’s supply strength (“S#” in the
Unit List) is reduced by one. When its S# becomes zero, it is eliminated. Wagons themselves
cannot be resupplied.

A supply wagon that incurs a loss due to an attack does not have its S# decreased, nor
does it become Disordered or Routed. Instead, its “crew” is considered killed and the wagon
becomes immobile (i.e,, its movement allowance becomes—and will remain—zero). An im-
mobile supply wagon cannot be “recrewed”, but can continue to resupply friendly units A sup-
ply wagon captured in Melee becomes a supply wagon of the captor’s side.

Resupply and Skirmishers
Resupply works the same way for Skirmishers as with other infantry units. However,
when a Skirmisher is resupplied, the S# on the supply wagon is not reduced.

Artillery Ammo

The artillery ammo supply of each side is dis-
played in the bottom line of the Terrain Info
Box (see p.29). Each time an artillery battery
makes a Ranged-Fire attack, its side’s artillery
ammo supply is reduced by one. In addition,
each reduction of one in an artillery battery’s St
(including its capture in Melee) reduces its side’s
artillery ammo supply. When a side’s artillery
ammo supply reaches zero, none of its artillery
units can fire. A side’s artillery ammo supply can
only be increased through the arrival of artillery
reinforcements. Neither captured artillery nor its
ammo can be used by the captor’s side.
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5.7 THE THREAT ZONE
In NAPOLEON IN RUSSIA, each undisordered or unrouted unit exerts a “Threat
Zone.” The unit’s threat zone equals a certain distance that extends through the hexes
the unit is facing. Being in the threat zones of enemy units interferes with a unit’s
ability to change formation and could possibly Disorder it. Units have both a “Threat
Zone” and a “Threat Value.”

Threat Zones

Infantry units (including Skirmishers) exert a Threat Zone of 2 hexes.

Artillery units exert a Threat Zone of 4 hexes.

~ Cavalry units (including Squadrons) exert a Threat
Zone of 6 hexes

* Supply wagons and leaders do not have a Threat Zone.
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Threat Values

A unit’s threat value of infantry and cavalry is based on its strength in men (1 point of threat
per 100 men). An artillery unit’s threat value is 1 point of threat per strength number (S#).

* The threat value of infantry units is doubled at a distance of one hex from the unit.

* The threat value of artillery is double up to a distance of 2 from the unit.

* The threat value of cavalry is tripled up to a distance of 2 from the unit and doubled up to a
distance of 4 from the unit.

Threat Checks
During play, whenever a unit attempts to change its formation, a check is made based on the
threat on the hex and the morale of the unit. The total threat on a given hex is the sum of the
individual threats of all enemy units the hex is in.

If the threat value of the hex is zero, you can change formation with certainty. Otherwise,
an attempt to change formation may fail. If a unit fails the check, it becomes disordered. A
hex’s threat value can be seen by Selecting the hex and then right clicking on the terrain box.

Threat Value of the Hot Spot hex

Example: The three circled cavalry units are exerting a threat value of “33" on the Hot
Spot hex. The cavalry unit shown in the lower right of the illustration does not
contribute to this threat value, since the Hot Spot hex is not in its Threat Zone.

Things to remember: The higher the threat value against the hex, the less likely a
unit’s chance of completing a Formation change. Also, the lower a unit’s Quality, the
less likely it will make that Formation change if the hex is in a threat zone.

40 Napoleon in Russia



The Unit Types
Lot et et LR L e b e S L L b L C e L
5.8 OVERRUNS

/An overrun is a special movement where a unit can move into an enemy unit's hex. Over-
runs may occur in the Movement Phase and Charge Phase.

In Movement Phase

An enemy hex may be entered during the Movement Phase if it contains only enemy leaders
and/or uncrewed enemy artillery.

In Charge Phase
In addition to overruns in the Movement Phase, an enemy hex may be entered by charging

cavalry during the Charge Phase if it contains only enemy leaders, skirmishers, and artillery
(crewed or uncrewed).

Overrun Effects

Leaders in an overrun hex are eliminated. Artillery that is overrun by infantry is eliminated.
Unlimbered artillery that is overrun by cavalry becomes “uncrewed.” Limbered artillery that
is overrun by cavalry is eliminated. An attempt to overrun a hex occupied by skirmishers may
fail or succeed based on a probability calculated using the strength of the skirmishers vs. the
strength of the cavalry.

Recrewing Artillery

Attillery that has become uncrewed can become recrewed at the beginning of a Player tum
once the enemy cavalry in the hex has left, provided that the battery is with or adjacent to a
friendly infantry unit.

Note: This does not imply that the infantry unit “recrews” the battery. It means that the in-
fantry crew dispersed and took shelter and has now returned to their battery.
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6.0 PLAYING A SCENARIO

6.1 TERRAIN

The NAPOLEON IN RUSSIA maps contain numerous types of terrain, each with an associ-
ated effect on movement, LOS, and combat. If you wish to inspect the terrain in a hex ob-
scured by the presence of units, Select that hex to put the Hot Spot there; then consult the
Terrain Info Box, or Select the “toggle units” Toolbox button (or the Units Off command in
the Display menu). If using the 3D map, you also have the option to Select the “toggle unit
bases” Toolbox button or the Unit Bases Off command in the Display menu.

ATerrain Key summarizing the effects of the various terrain types follows. The +/~ num-
ber in the Combat Effect line alters the ranged-fire results by that many columns (i.e., its die
roll); see RESOLVING RANGED-FIRE on p54.) Both in-hex and hexside Terrain Combat Ef-
fects apply vs. Ranged-Fire, but only hexside Terrain Combat Effects can apply to Melee.

TERRAIN KEY

Below is a list of the various terrain types in NAPOLEON IN RUSSIA

CLEAR
Movement Cost: 3 (line infantry); 2 (column infantry);
2 (cavalry); 2 (artillery); and 3 (supply wagons)
LOS Effect: none
Combat Effect: none

- BUILDING

i . Movement Cost: same as clear

¥ LOS Effect: none

Combat Effect: —2/0; Skirmishers get a -2 ranged-fire
defense benefit when attacked in a Building hex. No
other units receive this defensive benefit.

42 Napoleon in Russia



Playing a Scenario

FOREST

Movement Cost: 5 (line infantry); 4 (column infantry);
6 (cavalry); 8 (artillery/supply wagons). Infantry in line
automatically becomes disordered when entering this
terrain type.

LOS Effect: Based on elevation; Forest hexes are 15
meters tall
Combat Effect: -1

ORCHARD

“__ Movement Cost: 4 (line infantry); 3 (column infantry);
4 (cavalry); 6 (artillery/supply wagons). Infantry in line
automatically becomes disordered when entering this
terrain type.

LOS Effect: Based on elevation; Orchard hexes are 5
meters tall

Combat Effect: 0

VILLAGE

Movement Cost: 4 (line infantry); 2 (column infantry);
4 (cavalry); 4 (artillery/supply wagons). Infantry in line
automatically becomes disordered when entering this
terrain type.

LOS Effect: Based on elevation; Village hexes are 10
meters tall

Combat Effect: -2

4 ROUGH (“WOLF PITS”)
i Movement Cost: 4 (line infantry); 3 (column infantry);
1 T 6 (cavalry); artillery and supply wagons cannot enter
.l!"‘- Rough hexes. Infantry in line automatically becomes
disordered when entering this terrain type.
LOS Effect: none

Combat Effect: —2/0; Skirmishers get a -2 ranged-fire defense benefit when attacked in a
Rough hex. No other units receive this defensive benefit.

MARSH

Movement Cost: 5 (line infantry); 4 (column infantry);
8 (cavalry); artillery and supply wagons cannot enter
Marsh hexes. Infantry in line automatically becomes
disordered when entering this terrain type.

LOS Effect: none
Combat Effect. none.

FORD

~. Movement Cost: 4 (line infantry); 3 (column infantry);
4 (cavalry); 4 (artillery); 5 (supply wagons)

LOS Effect: none

Combat Effect: none.

oL
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% BRIDGE

"0 Movement Cost: 3 (column infantry); 3 (cavalry); 3
(artillery); 5 (supply wagons); Infantry in line must
change to column to enter Bridge hex.

LOS Effect: none

Combat Effect. none.

WATER
- Impassable except via ford or bridge.
LOS Effects: None

Obstructed Hexes

In NAPOLEON IN RUSSIA, all hexes are classified as either “obstructed” or “unobstruct-
ed.” Clear and Building hexes are unobstructed hexes. All other terrain types are obstructed.
Alll units (except infantry in column and artillery) become Disordered (“D”") when entering
obstructed hexes.

Hexside Terrain Features

In NAPOLEON IN RUSSIA, certain terrain features appear along hexsides. These features
can be viewed by clicking in the terrain box. When units move across these hexsides, they will
pay an additional movement cost. In addition, all hexside terrain features are considered “ob-
structed,” and therefore will Disorder (“D”) all units that cross them (except infantry in col-
umn and artillery). Below is a list of the hexside terrain features.

1 FORT HEXSIDES

Additional Movement Cost:
- +6 (line infantry); +5 (column infantry); +8 (cavalry);
~ artillery and supply wagons cannot cross Fort hexsides.
Combat Effect: -2

L HIGH WALLS (“PALISADES”)
Impassable hexside; found only behind the “Great
Redoubt”.

Combat Effect: -4 to ranged fire

EMBANKMENTS

Additional Movement Cost:

+2 (line infantry); +2 (column infantry); +4 (cavalry);
artillery and supply wagons cannot cross embankment
hexsides.

Combat Effect: -1

5%
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Additional Movement Cost:

+1 (line infantry); +1 (column infantry); +2 (cavalry);
+2 (artillery/ supply wagons)

Combat Effect: none

There are a number of Roads and Paths that wind their way across the maps of
NAPOLEON IN RUSSIA. When moving units along these roads, they may receive a move-
ment bonus.

« Al units moving along roads and paths (except infantry in line and supply wagons) spend
only 1 movement point per hex to move. Infantry in Line must spend the normal move-
ment costs of the terrain. Supply wagons spend 2 movement points.

= Only one unit at a time can move using Road Movement.

Note: To learn more about movement, please see MOVEMENT on p.51.

ROAD

Additional Movement Cost:

_ +1 (column infantry); +1 (cavalry); +1 (artillery) +2
(supply wagons)

Combat Effect: none

PATH
- Additional Movement Cost:
+1 (column infantry); +1 (cavalry); +1 (artillery) +2

(supply wagons)
Combat Effect: none

ELEVATION LEVEL

Each elevation change represents 10 meters.
% Additional Movement Cost:
i = From lower to higher: +1 (infantry and cav-
alry); +2 (all others)
« From higher to lower: +1 for supply wagons
and limbered artillery.
Combat Effect: -1 for Ranged Fire if
target is one level higher than firer, or
-2 if target is two or more levels higher
than firer. In melee, the modifier is
equal to the most levels ascended by
any attacking unit.
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6.2 VICTORY CONDITIONS
Each scenario has its own set of Victory Values, which are point values that determine victory.
They can be viewed from the Victory command in the Status menu. Using this command
causes the Victory Dialog to appear, which lists a variety of data. It shows the number of units
each side has lost so far and their point value. It also names the side the victory conditions
apply to (calling it the First Side), the total point value of all Objective hexes that side currently
controls, and that side’s current overall point total (which the program calculates by subtracting
the value of its unit losses from the sum total of its controlled Objectives plus the enemy’s loss-
es).

Any of five levels of victory are possible for the First Side: Major Defeat, Minor De-
feat, Draw, Minor Victory and Major Victory. Each has an associated number of points
which that side must equal or exceed at the end of play in order to achieve the next-
higher level of victory. Specifically:
® The First Side suffers a Major Defeat if its point total is less than or equal to the total listed

for “Major Defeat” in the Victory Dialog.

® The First Side suffers a Minor Defeat if its point total is greater than the total listed for
“Major Defeat”, but is less than or equal to the total listed for “Minor Defeat”, in the Victo-
ry Dialog.

* The First Side achieves a Draw if its point total is greater than the total listed for “Minor
Defeat”, but is also less than the total listed for “Minor Victory”, in the Victory Dialog.

* The First Side wins a Minor Victory if its point total is greater than or equal to the total list-
ed for “Minor Victory”, but is less than the total listed for “Major Victory”, in the Victory
Dialog.

* The First Side wins a Major Victory if its point total is greater than or equal to the total list-
ed for “Major Victory™ in the Victory Dialog.

The program takes the First Side’s current overall point total, finds which level that total
equates to, and displays that level’s name as the First Side’s current level of victory.

A scenario does not automatically end when one side achieves a Major Victory (or suf-
fers a Major Defeat); the level of victory may change during the course of play as casualties
occur and Objectives change hands. Only the level that exists at the end of the scenario ap-
plies for determining the winner. However the scenario will end if all units from one side are
eliminated, and the opponent has all of the objectives.

Objectives
As the name implies, an Objective is a vital hex to control in a scenario because of its victory-
point value. All Objectives are controlled by one side or the other at scenario start. To gain
control of an enemy-controlled Objective, you must occupy it with one of your own units. By
themselves leaders, supply wagons, and routed units cannot be used for this purpose.
To display all Objectives on the map, Select Objectives in the Display menu.
When this command has a check mark next to it, each Objective hex is marked
with a flag icon to denote its location and ownership.
To find the point value of a specific Objective hex, Select Objectives in the
Status menu. Selecting one of the Objective-hex lines in the dialog box that ap-
pears will move the Hot Spot to that Objective hex.
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Certain scenarios have Exit Objective Hexes, where points are awarded for exiting the

map from these areas. Exit Objective Hexes start with a point value of zero and increase in

value determined by the point value of the unit. The objective value of an Exit Objective Hex
is followed by an X in the terrain info box. Exit Objective Hexes never change sides.

6.3 USING THE A/l
When the A/l is conducting an action, the A/l Action Dialog appears to tell you what the A/l
is doing, and the map will scroll to display the corresponding action.

A/l Action Dialog <]

x

Firing unit at (44, 53] -
Pasiion Battery 17

Target urit ot (41, 52)
3rd Bn./13th Fol, Line Regt

Flun Cancel | Help_l

The A/l Action Dialog has four buttons: Step, Run/Pause, Cancel and Help. The Step button
is initially the default. The current default button is outlined in black, meaning that it can be
chosen by pressing Enter while the dialog is on-screen.

The Step button runs the A/I for one action, after which A/I processing halts.

The Run button makes the A/I run continuously until there are no more A/l actions for
the current phase. When you Select Run, it changes to Pause (which becomes the default).

The Pause button halts the A/l temporarily. (While the game is halted, you cannot Select
anything from the Menu Bar or Unit List—but the Toolbox and other A/l Dialog buttons re-
main active.) When you Select Pause, it changes back to Run (which becomes the defaullt).

The Cancel button cancels A/l processing. (When you Select Cancel, it becomes the de-
fault)) To re-activate the A/l, Select the “Activate A/I”” button in the Toolbox or the Activate
AJI command in the A/I menu. While the A/l is activated and the A/l Action Dialog is on-
screen, the Esc (Escape) key acts as a Cancel button.

Note: When the A/I for the side conducting the actions in the current phase is set to
Manual, you can Select the Activate A/l menu command (or its corresponding Tool-
box button) at any time to have the A/I complete that phase for you. Also, the type
of AVl being used (Commander Control, Automatic, or Automatic with Fog-of-War) can be
changed via the A/l menu at any time for either or both sides [Exception: if playing a
modem-to-modem or PBEM game, Fog of War cannot be turned off once the game has

Commander Control A/l & Organizations

Selecting the Commander Control option in the A/I menu at the start of the scenario lets you
issue your own orders to one or more leaders (and thus to the units under their command). If
you choose this, the Leader Selection Dialog will appear (see below), from which you must
Select the leader(s) you wish to control. (To choose more than one, hold down the Ctrl or Alt
key as you Select each name.)
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Afterwards, an Order Dialog for each of your leaders will appear (see below) at the start
of his friendly Player Turn. This dialog shows the order his superior has issued to him (unless
he is the army leader)—which you can change if you wish—and allows you to issue orders to
his subordinate leaders (and thus to their units and/or batteries). “Location” shows the coor-
dinates of the hex the named leader presently occupies. “Size” indicates the highlighted orga-
nization’s current strength. “Health” indicates the percentage of units in that organization that
are in Good Order, crewed if artillery, and not suffering from High Fatigue.

To give an organization an order, Select its name and then Select one of the orders from
the list in the dialog. Then choose the organization’s “objective” for the turn by right-clicking
on the appropriate hex. Once you've given orders to all your organizations, Select the OK
button and play will proceed.

If you click the Cancel button in the Order Dialog, A/l processing is canceled. Processing
can be resumed by Selecting the “Activate A/I” button in the Toolbox or the Activate A/l
command in the A/I menu.

Summary of Commander Control A/l Order Types

Attack Order. A regular Attack order causes units to move so as to take the specified objec-
tive. For Brigade or higher organizations, flank units will be deployed in an advanced position.
Attack (Extreme). An Attack Extreme order will cause units to attack in a more concentrat-
ed formation with maximum stacking in each hex. Also, extreme order will cause units not to
fall back until all units of that organization are no longer in good order.

Defend Order. Units will move so as to hold specified objective. For Brigade or higher orga-
nizations, flank units will be deployed in a refused formation.

Defend (Extreme). A Defend Extreme order will cause units not to fall back until all of the
units of that organization are no longer in good order.
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Unknown-Unit Markers
When Fog of War is in effect for a side, its units are partially revealed—in the
n '? form of Unknown-Unit markers—whenever an enemy unit becomes adjacent
to them. An Unknown-Unit marker indicates only the presence of a hidden
unit; the actual type(s) and number of units are not revealed until the start of
the next phase. A unit's move automatically ends when it reveals an adjacent Unknown-Unit
marker.
Additionally, if a supply wagon is the only friendly unit that can spot an enemy unit when
Fog of War is in effect, that enemy unit’s identity will remain unknown.

6.4 GAME TURNS

Each scenario has a maximum number of playable Game Turmns When that number has been
played to completion, the game is over. The number of Game Turns is displayed in the Phase
Box (see p5).

6.5 THE SEQUENCE OF PLAY
Each Game Turn comprises two Player Turns—one French and one Russian. Furthermore,
each Player Turn is made up of five phases, which occur in the order listed below.

For simplicity, the player whose side is “active” in each of these phases (aside from the
Defensive Phase) is called the Phasing Player. Except in the last Player Turn of the game, the
completion of each Melee Phase is followed by the Movement Phase of the next Player Turn,
in which the opponent becomes the Phasing Player. To advance the game to the next phase,
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Select either the “advance to next phase” Toolbox button or the Next command in the Phase
menu. (For details about how to conduct a melee, see MELEE, p.55.)

1. Movement Phase

In the Movement Phase, the Phasing Player may move some, all or none of his units that
are capable of movement. However, as the first action of this phase, the program finds all of
the Phasing Player’s units that are Fatigued, Disordered, Routed, low on ammo and/or out of
ammo, and checks to see if each loses any Fatigue, is resupplied and/or Rallied [Note: Rally
attempt chances are decreased in night turns]. It then announces on-screen, in the form of the
“Combat Report”, the results of these checks. (For more details, see 6.6 Movement, below)

2. Defensive Phase

In the Defensive Phase, the Phasing Player’s opponent may fire some, all or none of his
units capable of making a Ranged-Fire attack. In addition, the Phasing Player may make any
Formation changes with those units eligible.

Also during the Defensive Phase, cavalry units can perform a Cavalry Counter Charge if
that option has been selected in the Optional Rules menu. For more details, see 6.10 OP-
TIONAL RULES.

(For details about how to conduct combat, see 6.7 COMBAT; to find details about
changing Formation, see 5.4 INFANTRY))

3. Offensive Fire Phase

In the Offensive Fire Phase, the Phasing Player may fire some, all or none of his units ca-
pable of making a Ranged-Fire attack. (For details about how to conduct combat, see 6.7
COMBAT)
4. Cavalry Charge Phase

In the Cavalry Charge Phase, the Phasing Player may move some, all or none of his
cavalry unit (and leaders stacked with them) capable of making cavalry charges. (For de-
tails about how to conduct cavalry charges, see CAVALRY CHARGES, p.58.)
5. Melee Phase

In the Melee Phase, the Phasing Player may conduct a melee with some, all or none of
his Melee-capable units adjacent to an enemy unit.
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6.6 MOVEMENT

The Phasing Player can move his units during their Movement Phase, at which time he
may move all, some or none of them that are capable of movement (e.g., unlimbered artillery
cannot move from one hex to another). For a basic explanation of how to use the mouse to
move units, see MOVEMENT on p.9.

If more than one unit in a hex is currently Selected, you can move all of them using any
movement method just as if they were a single unit (within stacking limitations; see STACKING
on p.13). Note, however, that moving any stack of units, or entering a hex that contains even
one other unit, negates the benefits of moving along a road. Hence if you try to move two or
more units simultaneously along a road, they must pay the non-road cost of the hex they are
entering. Likewise, if a unit already occupies a road hex and you attempt to move another
unit into it, the non-road cost will be charged. Leaders do not count as units for the purposes
of these road movement limitations.

If a hex contains more than one infantry unit in line formation, all such units must have
the same facing. Any change to the facing of one infantry in line must be made for all such
units in the same hex.

Each Formation change a unit makes, and each Facing change made by infantry in line
or dismounted cavalry, costs it a portion of its movement allowance; these costs are listed
under Change Costs in Parameter Data, which can be found by Selecting Scenario Notes in
the Help menu.

If you move a unit but want to start its move over again, you can Select Undo Last
Movement in the Units menu or hold down the Ctrl key and press U on the keyboard, pro-
vided that unit is still selected. This command will not undo formation changes.

[Exception: A move cannot be undone if Fog of War is in effect].
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If you move a unit but use only part of its movement allowance, you can move one or
more other units and still go back and finish moving the first unit. A unit can become the
“leading” unit in column movement even if it has already expended part of its movement al-
lowance.

A unit's movement allowance drops to “0” whenever it moves within the ZOC of an
Unknown-Unit marker, or moves within the ZOC of a non-Routed or non-Atrtillery or non-
Skirmisher enemy unit.

All the various types of terrain in the game have an associated movement cost, or pro-
vide some kind of benefit or restriction to movement. See 6.1 TERRAIN for details.

Reinforcements

Many of the scenarios have reinforcements, which are units that enter from off-map during
play. You can display the Schedule Dialog to see when, where and how many reinforcements
are available by Selecting Scheduled in the Reinforce menu. (However, you cannot see the
opponent’s reinforcements if Fog of War is in effect for his side.) Also displayed is a percent-
age for the probability of the unit arriving at the specified time, hence units with less than 100
percent may arrive late. Selecting any line in this dialog automatically scrolls the map to the
arrival hex of that reinforcement unit and makes that hex the current Hot Spot. Double click-
ing any selection in this dialog displays a complete list of units associated with this reinforce-
ment.

At the start of a Movement Phase in which reinforcements are due to arrive, a message
to that effect will appear on the screen. The arriving units may be brought onto the map at
any time during the Movement Phase, or they may be ignored and brought on in a subse-
quent Movement Phase (i.e., they will remain available indefinitely until entered).

To bring on reinforcements,

1. Select Arrived in the Reinforce menu to display the Arrived Dialog, which will show a

list of the available units.

2. Double-click with the left mouse button on the name of a unit in the list. When you do

0, the dialog will disappear, the map will scroll to the entry hex and that unit will ap-
pear there. If more reinforcements are available,

3. Select Arrived again, and repeat the procedure until you're done bringing on your rein-

forcements.
Note: An asterisk in front of a unit's name in the Scheduled Dialog indicates that it did not
arrive at its earliest scheduled time.

Fixed Units

Many of the scenarios have Fixed Units. Fixed units are shown in the Unit List with a black
“F”icon. Such units are frequently “released”” automatically during the scenario. The Release
Dialog displays the turn the unit(s) is first eligible for being released is shown, followed by the
percentage chance of it being released. If not released on the first turn eligible, a die roll is
performed at the start of each turn for that unit(s) until it is released. The Command Report
at the start of a players turn will list units that have just been released. Fixed units are released
immediately if fired on by an enemy unit or if they become routed. Units cannot be fixed
during play. When playing with Fog of War, the Fixed status of enemy units and their release
schedule is not known.

To view the Release Dialog, Select Released from the Reinforce menu. If the unit is selected,
the units affected by the Release are highlighted on the map.
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6.7 COMBAT
For the basics, see ComBaT on p.11. A supply wagon cannot attack; its S# is used only to show
how many units it can resupply (see 54 AMMO & SUPPLY WAGONS). The same unit can
be attacked more than once in the same phase [Exception: not in the Melee Phase]. Howev-
er, a unit may make a Ranged-Fire attack or advance into Melee only vs. a target that lies
within that attacker’s Field of Fire:

Field of Fire Diagram
The darker gray shading in these illustrations shows a units (an
infantry regiment in line armed with muskets with a range of “2"
hexes) current Field of Fire. It cannot attack (even to advance
- into a Melee) any unit that lies outside this Field of Fire unless it
. first makes an appropriate Facing change during its Movement
Phase. In addition, the units Zone of Conttbegedigptstienipnt 3
hexes (shown by hexes marked with “X”

Ranged Fire

Ranged Fire can be performed only during the Defensive Phase or Offensive Fire Phase.
Ranged Fire uses a combination of the firer’s S#, weapon type (as denoted by the letter on
the tan background in the Unit List; see 4.4), and the hex range to the target to determine the
actual strength of the attack. All Disordered units have their strength factor halved before
any other modification. Routed units, cavalry, and those that are out of ammunition and/or
have no valid target within their Field of Fire cannot use Ranged Fire.

For a basic explanation of how to use the mouse to conduct Ranged Fire, see RANGED
FIReon p.1l.

Restrictions on Ranged Fire

Ranged Fire can be conducted vs. only one target unit at a time. If the target hex contains
only one unit, or several units all of the same type, the attack will be resolved automatically.
(In the latter case the program chooses the unit to be affected.) If the target hex contains
more than one type of potential target, a Target Dialog will be displayed to let you Select one
of those units as the target. A unit name appearing in gray in the Target Dialog indicates the
unit is suffering from low/no ammo.

If a hex contains more than one infantry in line, any unit behind the first line infantry unit
cannot fire. The first infantry in line behind an artillery battery can fire, however. In short, no
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unit behind an infantry unit in line formation can fire. On the 2D map, the “front” unit is the
counter on the top of the stack, and the unit on the top of the stack is the first unit shown in
the Unit List.

If a hex contains more than one infantry in line, only the front line infantry unit (top
counter in a stack on the 2D map) can be targeted. Exception: an attack receiving the en-
filade bonus can target any unit. Furthermore, if infantry in line is the target of artillery, then
all infantry in line, in that hex, can be affected.

The units in a hex can be rearranged using the To Top (Bottom) of Stack features in the
Units pop-down menu (see the Units menu on p.17).

LOS and terrain can affect the attack. Ranged Fire cannot be used vs. a target the firer
has no LOS to. Selecting either the “show LOS” Toolbox button or the Spotted Units com-
mand in the Display menu will highlight all units that have a LOS to at least one enemy unit.

No unit may conduct more than one Ranged-Fire attack per friendly fire phase. Selecting
either the “highlight fired units™ Toolbox button or the Fired/Fought command in the Display
menu will highlight all units on the map that have attacked thus far in the current phase.

Artillery Dialog

4 Light Battery #6 at (41, 58)
«] Position Battery 117 at (44, 53]
«d Light Battery #7 at (46, 55]
] Light Battery #33 at (46, 56
Pasition Baltery #26 at (61. 231 =l

[0 | [ fd | [ e |

An easy way to fire artillery is via the “Display Atrtillery Dialog” Toolbox button
(or the Artillery Dialog command in the Units menu). Selecting either of these
makes the Atrtillery Dialog appear, which lists all friendly artillery units capable of
firing. To fire a unit using the Artillery Dialog, first Select the unit's name in the list, then
right-click on the target hex. (Note that when a unit in the Artillery Dialog is Selected, all of
its potential targets are highlighted on the map.) Once the unit fires, it disappears from the
list and the next unit is automatically Selected, so all you have to do to fire this next unit is
to right-click again on a target hex. A unit name printed in light gray in the dialog means
that particular unit currently has no eligible target.

Resolving Ranged-Fire

The range from the firing unit to the target is used to determine a “weapon effectiveness”
based on the weapon type. The weapon effectiveness values of each weapon type are listed in
Parameter Data, which can be found by Selecting Scenario Notes in the Help menu.

The applicable weapon effectiveness value is multiplied by the firing unit's “strength
points” (SP) in order to arrive at a “fire value™. (25 men = 1 SP for infantry; 1 cannon = 1 SP
for artillery,)

The fire value is then increased/reduced as applicable in the following order:
® Fire from infantry in column is reduced by 50% for Russian units and 66% for French

units.
* Fire from infantry in square is reduced by 75%.
® Fire from infantry against infantry in column or square is increased by 25%.
* Fire from Disordered units is reduced by 50%.
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® Fire in the Offensive Fire Phase from units that have moved in the previous Movement
Phase is reduced by 50%.

© Fire against skirmisher units is reduced by 75%.

© Artillery fire vs. infantry in column or square is increased by 50%.

* If the firing unit is not artillery, its fire value is reduced by 75%. (This is to compensate for
the above change from men to SPs)

* Fire from a unit with a Quality or 6 or more receives a benefit; fire from a unit with a Qual-
ity of 2 or less is detrimentally affected.

The final fire value is used to determine a row in the Fire Results Table (see the Para-
meter Data). The program then makes a random die roll to determine a fire result. The die
roll is altered by the defensive modifier of the target’s hex (listed as the “Combat Effect” in
the Terrain Info Box) and of the hexside of the target hex that the firing unit is firing through.
Only skirmishers get any benefit from Building and Rough (Wolf Pit) hexes.

If the target unit was not an artillery unit, the fire result number is the amount of SPs it
loses. Multiplied by 25, this amount represents its casualties in men (and will appear as such
in the Fire Report onscreen).

If both the firing and the target unit were artillery, the fire value is divided by 4 (this is to
compensate for the above change from men to SPs). This amount represents the target’s ca-
sualties in cannon (and will appear as such in the Fire Report onscreen).

Atrtillery ranged fire can be conducted against unoccupied Bridges in order to damage
or destroy them.

i -

Melee

For the basics, see MELEE on p.11. An artillery battery has a basic strength of 25 men per can-
non when defending in Melee. A leader stacked with a unit under his command increases the
strength of his side by one in Melee, but any additional friendly leader present in the Melee
provides no further benefit. A leader can advance into Melee only if accompanying a friendly
unit. Units cannot advance into Melee in excess of stacking limits, nor if they are Routed.
Melee can also be used to damage an empty Bridge.
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To initiate a Melee, first choose—using the right mouse button—an enemy-occupied

hex or bridge adjacent to the unit(s) that will conduct the Melee. Then Select each

friendly unit (or stack of units) that will participate in the Melee and Select Add to
Melee in the Melee menu. (Selecting Show Melee Odds in that menu will display the attack-
er/defender odds ratio for the Melee.) Once you've added the desired attacking unit(s) to the
Meleg, resolve it by Selecting the “resolve Melee” Toolbox button or the Resolve Melee com-
mand in the Melee menu. A dialog will be displayed to give the results (see REsoLVING
MELEE below). Each Melee must be resolved before the next one can be initiated. Lone
leaders cannot Melee each other.

Semi-Auto Melee
You can also use “drag-and-drop™ to conduct a melee; see MELEE on p.11.

Auto-Melee

You can have the program conduct Melee for you even if not using the A/I. To do this, hold
down the Alt key and right-click on an enemy-occupied hex adjacent to at least one friendly,
Melee-eligible unit. The program will find all units eligible to attack that hex, and will give
their names, their locations and the attack differential. If you click OK, they will automatically
attack the hex.

A/l Melee

Another option for conducting Melee is simply to Select the “activate A/I” Toolbox button.
The program will then conduct all melees in that phase automatically.

Resolving Melee

Even though the advancing side is termed the attacker, both sides engage in Melee
simultaneously; hence the attacker can also suffer casualties. To resolve a Melee, the
program follow this procedure:

The attack value of the attacking units and the defend value of the defending units is
calculated. The nominal attack or defend value of an infantry or cavalry unit is its S# divid-
ed by 25; the nominal defend value of an artillery unit is its S# (an artillery unit cannot ini-
tiate a melee attack). In addition, there are a series of modifiers that are applied to a
melee:

These modifiers are applied to defending units (these are cumulative):
* The defend value of cavalry with lancers is reduced by 25%.
* The defend value of Routed units is reduced by 50%.

These modifiers are applied to attacking units (these are cumulative):

* The attack value of heavy cavalry and cavalry with lancers is increased by 25%

* The attack value of disordered units is reduced by 50%.

* If all attacking units consist of undisordered Cavalry or Leaders that moved in the proceed-
ing Charge Phase, and the defenders do not consist entirely of cavalry and infantry in
squares, then the total attack value is multiplied by 3. Note: This bonus only applies if the
cavalry units moved in the preceding Charge Phase. Cossack units only get this advantage
when charging Routed or Disordered units.

Whether attacking or defending in melee, a unit with a Quality of 6 or more receives a
benefit,and a unit with a Quality of 2 or less is detrimentally affected.
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A melee modifier is calculated (these modifiers are summed):

* If none of the attacking units have fired in the proceeding Offensive Fire Phase, a modifier
of +1 applies (Note: this automatically applies to attacking cavalry, unless the attacking cav-
alry is entering obstructed terrain).

* |f there are attacking units with low fatigue, a modifier of -1 applies.

® If there are attacking units with high fatigue, a modifier of -2 applies (this takes precedence
over the low fatigue modifier).

® If any attacking units are attacking through an obstructed hexside, the maximum hexside
modifier of these hexsides applies.

* If the attacking units are accompanied by a leader, a modifier of +1 applies.

© If any attacking unit advances uphill into the melee hex, a1 modifier applies.

® If any attacking unit advances from a hex outside the Field of Fire of all defending units, a
modifier of +2 applies.

® If the defending units have a leader, a modifier of -1 applies.

Note: Melee losses against Skirmishers are reduced by 80%.

The melee odds of attacker divided by defender are used to determine a row in the
Melee Table. A random die roll, modified by the melee modifiers, is used to determine a
melee result. The melee result determines the number of strength points lost by the attacking
and defending units. If the defending units suffer higher loses than the attacking units, they
must retreat from the defending hex. Unlimbered artillery that must retreat is automatically
eliminated. Supply wagons that must retreat are captured instead. All units which participate
in amelee are disordered.

An attacking cavalry unit that does not “lose” in melee may continue to advance into (and
melee in) an adjacent hex up to four times in the same Melee Phase, provided each new hex it
advances into contains at least one enemy unit that was not attacked in a previous melee of
this Melee Phase.

Versus Vacant Hex: If all defending units in a hex are eliminated during the Offensive

Fire Phase, a red triangle icon will appear in that hex to mark it as a Vacant Hex. Such
a hex may be attacked in the next Melee Phase, and the meleeing unit(s) will automatically
occupy that Vacant Hex without gaining any fatigue or becoming Disrupted.
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Cavalry Charges

Cavalry unitsin NAPOLEON IN RUSSIA have a special movement phase called the

Cavalry Charge Phase. This phase is conducted right before the Melee Phase, and its

purpose is to allow you to move your cavalry into position next to enemy units to

attack in the Melee Phase. Depending on the kind of cavalry you move during this

phase, you will receive certain melee attack benefits by using those cavalry in the

ensuing melee. The basic information about how cavalry charges are factored into

melee resolution is discussed above. However, more information about cavalry

charges is below.

* Only cavalry units in Good Order may charge.

* A cavalry unit must not be Disordered when it initiates a charge. If, however, it becomes
Disordered during the charge (by moving over or into Obstructed hexes) it can continue.

* Cavalry may move up to their normal (full) movement allowance during a charge (even if
Disordered during a Charge).

® Charging cavalry may not change facing, so it's important to remember that when you
move your cavalry into position to attack during the ensuing melee, the cavalry is able to
move into the melee hex without changing its facing.

® Charging cavalry may not use Road Movement.

® Cavalry that has charged automatically becomes Disordered at the end of that player’s
tumn.

® |eaders may move during the Cavalry Charge Phase if stacked with a charging cavalry
unit.

® Charging cavalry may overrun skirmishers and artillery in clear hexes crossing unobstruct-
ed hex sides based on a probability calculation. The probability of overrun is 0% if the cav-
alry is not at least half the strength of the skirmishers (face value strength used). The proba-
bility increases as the strength of the cavalry increases. For example, the probability is 1/2
when the two forces are of equal strength and 3/4 if the cavalry is twice as strong as the
skirmishers. Overrun skirmishers and limbered artillery are eliminated. Overrun unlim-
bered artillery becomes uncrewed.

® Cavalry that charges and melees against units other than infantry in square or other caval-
ry has its strength tripled in the melee calculation. Lancers and Heavy Cavalry get a fur-
ther 25% increase when they attack. Heavy cavalry defends normally, but Lancers defend
at 75% of their value.
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Morale Checks

Whenever a defending unit suffers casualties (i.e., has its S# reduced) due to combat but is
not eliminated or have its crew killed, the program rolls a six-sided die to make a Morale
Check for it. If the casualties were incurred during the Defensive Fire Phase, the Morale
Check occurs at the end of that phase. If the casualties were incurred during the Offensive
Fire or Melee Phase, the Morale Check occurs at the start of the next Player Turn.

To account for the tenacity of the Russian Soldiers defending their “Holy Mother
Russia” certain units have been given a Fanaticism Rating. If the Quality of a Russian unit
is in gold, then the unit is provided with a Fanaticism modifier for a Morale Check.

In addition, each time a unit becomes Routed, every friendly unit in its hex and those
adjacent to it must take a Morale Check. The exception being skirmisher units, for when a
skirmisher unit routs, only other skirmisher units must take a Morale Check.

Also, when a unit is eliminated by fire, one unit is randomly determined in the same hex
to make a Morale Check. However, eliminated skirmishers do not cause Morale Checks of
non-skirmishers.

The Quality (Q) of a unit is used as its “morale” for rout purposes. A routed unit has a
morale of zero. The following cumulative modifiers can apply to the Morale:

+1 If the unit is stacked with any friendly leader

+2 If the unit has a Fanaticism Quality Rating (in gold)

-1 If the unit is suffering from low/no ammo

-1 If the unit was already Disordered

—1 If the unit was already suffering from Low Fatigue

-2 If the unit was already suffering from High Fatigue

-2 If the unit was fired on or melee attacked Enfilade

-2 Ifitis anight tum

The possible results of a Morale Check depend on whether the combat that caused it occurred
in the Defensive Phase, the Offensive Fire Phase or the Melee Phase (the results of Morale Checks
made at the start of a Player Turn are displayed in the Command Report dialog):

Defensive Phase: If the die roll is less than or equal to the unit's Morale, it “passes” the
Morale Check and there is no effect. If the die roll is greater than its Morale, it “fails” it and
becomes Disordered.
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Offensive Fire Phase: If the die roll is less than or equal to the unit's Morale, it “passes” the
Morale Check and becomes Disordered. If the die roll is greater than its Morale, it “fails™ it
and becomes Routed.

Melee Phase: If the die roll is less than or equal to the unit’s Morale, it “passes” the Morale
Check and there is no effect (though the unit is automatically Disordered anyway, due to
having engaged in Melee; see p.55). If the die roll is greater than its Morale, it “fails” it and be-
comes Routed.

o
Disorder & Rout
For the basics, see DISORDER AND RouT on p.12.

When a unit becomes Disordered, a “D” icon appears in its area of the Unit List. A Dis-
ordered unit has its attack strength and movement allowance halved, and receives a—1 modi-
fier for Morale Check purposes.

Whenever cavalry and infantry (Exception: skirmishers) exist in the same hex both will
become Disordered. Whenever an infantry column and infantry line exist in the same hex
both will become Disordered. Whenever skirmishers and cavalry occupy the same hex, the
skirmishers automatically become disordered, however, the cavalry only becomes disordered
if the number of skirmishers exceed 250 men.

Units moving in line formation at night automatically become disordered.

When a unit becomes Routed, an “R” icon appears in its area of the Unit List, it cannot
attack, it defends at half strength in Melee, and it has a Morale of zero for Morale Check pur-
poses. Routed units are considered in Column Formation for movement calculation purposes
and for determining modifiers when being attacked. Cavalry and limbered artillery do not
change Formation when they Rout, but their 2D icon still changes to the standard “running-
man” icon to make them stand out better on the map. A Routed unit cannot move closer to
the closest (to it) unhidden enemy unit that is in the LOS of any friendly unit (and so cannot
advance into Melee).

Leaders and supply wagons neither become Disordered nor Routed. A Routed unit can-
not become Disordered (except when it Rallies; see 6.8), and loses any Disordered status it
might have had. If a Routed unit suffers another Routed result, it loses strength factors (as
determined by a die roll made by the program); such units are termed “lost stragglers” in the
Command Report that appears at the start of the next Player Tum.
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6.8 RALLY & REFORM

For the basics, see RALLY & ReEFORM on p.12. In a Rally attempt, the program makes a six-
sided die roll for each of the Phasing Player’s Routed units. In a Reform attempt, the program
makes a six-sided die roll for each of the Phasing Player’s Disordered units.

The Quality (Q) of a unit is used as its “morale” for rally purposes. If a unit is stacked
with a leader of the same or higher organization, the Leadership rating of that leader modi-
fies that unit's morale. In addition, the Leadership rating of a Corp, Wing, or Army Com-
mander will modify the morale of units under their command in adjacent hexes, except at
night. If the leader’s Leadership rating (with A=6, B=5, etc.) is higher than the unit’s Quality,
his Leadership rating is used as the unit's morale. If his Leadership rating is the same or
lower than the unit’s Quality, a +1 is added.

If a Routed unit’s die roll is less than or equal to its morale, it Rallies (i.e, loses its Routed

status and becomes Disordered—but cannot be returned to Good Order in the same

turn).

At night, the morale of a unit for rally purposes is halved, with fractions rounded up.

If a Disordered unit's die roll is less than or equal to the units command rating, it Reforms
(i.e., loses its Disordered status and returns to Good Order). Each Disordered unit has a nom-
inal Command Rating of “1” for Reform purposes. If it is not Detached and its brigade leader
is “in command”, its Reform die roll will be successful if less than or equal to “1 plus the ap-
plicable Command Rating modifier”. If its brigade leader is “not in command”, it will Re-
form only on a die roll of “1””. See CommanD RADIUS/RATING below for further clarification.

Command Radius/Rating

The Command Radius of a brigade leader is the maximum distance in hexes he can be from
one of his units and still be able to provide it with a Command Rating modifier. The Com-
mand Radius of a division leader is the maximum distance in hexes he can be from one of his
brigade leaders and still be able to pass a Command Rating modifier to the latter.
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Any unit (including brigade or division leader) outside the pertinent Command Radius of
itshis superior officer is Detached, meaning that ithe can not receive a Command Rating modifier.

At the beginning of each Player Tum, the program determines each friendly leader’s
Command State (i.e., whether he is “in command” or “out of command”). Starting with the
highest (the army) leader, a six-sided die roll is made. If the die roll is less than or equal to his
Command Rating (his “C#” in the Unit List), he is “in command”. If he is found to be “in
command”, he automatically passes down to each of his corps commanders a -1 Command
Rating modifier to their Command State die roll. Each corps or wing commander found to
be “in command” passes down a -2 Command Rating modifier for the die roll of each of his
division commanders (because each time a subordinate is found to be “in command”, the
Command Rating modifier he passes down to his subordinates increases by one). Each divi-
sion leader found to be “in command” in turn pass down a -3 Command Rating modifier to
each of his non-Detached brigade leaders. Each brigade leader who is found to be “in com-
mand” will pass down a <4 Command Rating modifier to the Reform die roll of each of his
Disordered but non-Detached brigades. Whenever a leader is found to be “out of command”
(or is Detached), the modifier he passes down becomes “0”. [For example, if a division leader
is Detached, his brigade leaders will be able to pass down only a -1 (i.e., their own) Com-
mand Rating modifier to each of their non-Detached, Disordered brigades—meaning that
each such brigade will Reform only on a modified die roll of less than or equal to “2”.

Isolated leaders never benefit from their superiors’ modifier in command tests.

Many artillery batteries are corps-level units, which means they can gain a Command
Rating modifier only from their corps and army leader.

All Command Ratings are treated as being one lower than normal in a night turn.

6.9 FATIGUE

For the basics, see FATIGUE on p.12. Fatigue has an adverse effect on a unit's strength in

Melee and on its ability to avoid Routing when it takes a Morale Check. Fatigue occurs in a

unit in the following ways:

* If it suffers a Fatigue result (“F result in the Fire Results Table) when attacked by Ranged
Fire, its Fatigue is increased by one (this can apply only once per phase);

* If it suffers casualties, its Fatigue is increased by one (this can apply only once per phase);

® If it engages in Melee, its Fatigue is increased by one, or by two if it loses the Melee. However, con-
ducting a melee vs a skirmisher or leader causes no increase in the attacking unit’s fatigue level.

A unit whose Fatigue level (“FA” in the Unit List) is 0-3 suffers no adverse effects A unit
suffering from Low Fatigue (“FA” of 4-6) receives a -1 Morale modifier to each Morale
Check it takes One suffering from High Fatigue (“FA” of 7-9) receives a -2 modifier to its
Morale Checks In addition, if one or more attacking units in a Melee suffer from Fatigue, that
attack’s total strength is reduced by one if Low Fatigue applies or by two if High Fatigue (or
any combination of Low and High for different attackers) applies.

At the beginning of each friendly Player Turn, each Fatigued unit has a chance of reducing its
Fatigue by one if in the two preceding Player Tumns it has not moved (including a Facing/Formation
change), fired, been fired upon, or participated in a melee. This chance is increased at night.

When a unit is eliminated by fire, the fatigue loss is applied randomly to one unit in the
same hex. Skirmishers eliminated do not affect non-skirmishers.

Units at maximum fatigue (9) that receive a fatigue loss must undergo a morale check.

If Fog of War is in effect for a side, the opponent cannot see the Fatigue level of the other

side’s units.
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6.10 OPTIONAL RULES
The following rules can be toggled on or off at the start of a scenario:

Select Cavalry Counter-Charges to enable defending cavalry units, that are in good order,
to conduct counter-charges during their Defensive Phase. You can only perform counter-
charges against enemy cavalry that has moved in the preceding Movement Phase to within
range of the defending cavalry. The defending player selects one or more cavalry units from
the same hex to perform the counter-charge, and then right clicks (or drag-and-drop) on the
target hex to initiate the counter-charge. If the attack is valid, the selected cavalry unit will
move to the target hex and immediately conduct a melee against that hex. It will then be-
come Disordered, and if the counter-charged cavalry loses the melee it too will become Dis-
ordered. Each counter-charging unit conducts its melee attack separately.

Select Rout Limiting to apply a morale modifier when determining the spread of unit
routing in order to reduce the frequency of multiple-hex routing.

Select Victory Points for Leader Casualties to gain victory points for enemy leaders who
are killed, wounded or captured. Leader casualty points are displayed in the Victory Dialog.

Select Isolation Rules to have units that cannot trace a line of hexes free of enemy units
and uncontested enemy ZOC to a board edge be considered isolated. A non-fanatical isolat-
ed unit will defend at half strength in melee. An isolated leader receives no benefits from his
superiors during command checks. Russian units, except for cossacks and leaders, are immune
to isolation.

Select Extreme Fog of War to hide each units name and quality from the opponent. Its
strength is given only partially: eg., a 300-man unit would have “3??" displayed as its strength.
Leaders under Extreme Fog of War have all data except their name hidden from the oppo-
nent. The unit’s name will only be revealed when in ZOC of the opposing unit.

Select Partial Retreat to allow units to retreat from melee, even when the retreat will
cause overstacking in the retreat hex. Excess strength points are subtracted from retreating
units.

Select Line Movement Restriction to cause infantry units that move in line formation to
automatically become disordered.
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7.0 MODEM, PLAY BY E-MAIL &
REPLAY FEATURES

7.1 DIAL UP MODEM PLAY

Dial Up Modem play allows two people to play the opposing sides in a NAPOLEON IN
RUSSIA scenario without having to be together in the same place. All each player needs is an
installed copy of the game, and a modem hooked up to his computer and phone line.

To start a new scenario and play it by modem, first call your opponent on the phone, pick
a scenario to play, and agree on who will be the Caller and who will be the Host. The Host
will be responsible for opening and saving the scenario on his computer. The Caller will pro-
vide an encryption key at the start of the scenario to ensure that, when the scenario is saved,
no one but the Caller will be able to open the saved-game file later (see p.65).

Each player should launch NAPOLEON IN RUSSIA and, when the Menu Screen appears,
Select Start Game as Modem Host or Start Game as Modem Caller as agreed on beforehand.
Both Host and Caller should select Dial Up Modem for the connection type. (If you're presently
viewing the Scenario Selection Screen, Select Previous to go to the Menu Screen.)

For the Caller, a dialog box will appear, offering a choice of which game map to open. Be
sure to Select the correct one for the scenario.

For the Host, a dialog box will appear, asking him to Select whether a new or a saved
game will be played. Select a new game, and then the Scenario Selection Screen will appear.
Then Select the appropriate scenario and the Play button.

Once the map and Modem Settings dialog box appear on-screen the Host should config-
ure his modem port. The most important setting is Baud Rate. If you're not sure what your
modem’s baud rate is, choose something conservative like 2400. If you have a 28.8 modem,
select the baud rate 38400. The next most important setting is Port. A typical configuration is
for the modem to be on COM2 (if the mouse is on COML), but you may have to consult
your hardware documentation (or use trial-and-error) to find your correct setting.

Once the map and Modem Settings dialog box appear on his screen, the Caller should
configure his own modem port. The baud rates need not be the same. The modems will nego-
tiate the highest rate both can handle.

Both sides now hang up the phone.

The Host clicks OK in the Modem Settings dialog box, and should see the Answer Dia-
log showing that it is waiting for a call. He then waits.

The Caller clicks OK in his Modem Settings dialog box, and should see the Dial Dialog.
He then left-clicks in the phone entry line and types in the phone number of the Host system
(i.e, the phone number of the line connected to his opponent’s modem). He may also type in
an encryption key now (see p.65). Lastly he Selects the Dial button or presses the Enter key,
and the modem will call the Host. The Host system should answer after the first or second ring.

Momentarily both players should see the Communications Dialog (a “chat window”).
This may be used by both players to type messages to each other. Each player may close his
Communications Dialog at any time during modem play. It will automatically reappear if the
other side types a message or, if due to a data transmission backlog, the number of messages
waiting to be sent reaches 20. It can also be re-opened at any time by Selecting Communica-
tion Dialog in the Modem menu.
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Immediately after the Communication Dialog appears, so will a dialog box enabling the
host to Select the side he has chosen to play and, if both players have agreed, Fog of War.
Once he does this and clicks OK, the scenario will be transmitted to the Caller. Only the play-
er who goes first will see the Phase Box that denotes the first Movement Phase of the game.
He should left-click with the mouse on the Phase Box to make it disappear, and he may then
begin playing in the normal manner.

As the game proceeds, both players will see their own and enemy units fire and move in
turn. As each player completes a phase and advances the game to the next phase, the player
who will be in control for that phase will see the Phase Box appear. He should left-click on
the Phase Box and proceed with his actions for that phase. The Status Bar at the bottom of
the screen will show whether the current phase is under Local (your) or Remote (your oppo-
nent’s) Control. During a phase that's under Remote Control you should not attempt to
move or fire any units, but rather wait until you see the Phase Box appear, indicating that you
are now in control (i.e, it’s your phase to move or attack). When the scenario is over, the Vic-
tory Dialog will be displayed for both sides to see.

If the game must be halted prematurely but the players wish to resume it later, the Host
should choose Save or Save As in the File menu and save the scenario. Both sides then simply
exit the program. Alternatively, after the Host saves the scenario he can Select Host and the
Caller can Select Caller again in the Modem menu; doing this will close the scenario without
exiting the program.

ENCRYPTION KEY

While the Caller has the Dial Dialog on-screen before the start of play, he should enter an en-
cryption key (i.e., a password) in the appropriate spot in order to encrypt the saved-game file
so that once it is saved the Host cannot open it. (If no encryption key is entered at this time,
the file can still be saved later but it won't be encrypted.) The Caller should pick an encryp-
tion key that will be easy for him to remember but difficult for the Host to guess. It can be a
word or a phrase, and numerals and/or punctuation marks can be used.

The extension .btx indicates a saved-game file that has been encrypted using the Caller’s
encryption key. Encrypted scenario files are stored in a binary format, and the user should not
attempt to view or print them directly without using the NAPOLEON IN RUSSIA pro-
gram.

When re-opening a saved game, the Caller must specify the same exact encryption key
that was in use when the scenario was last saved.

RESUMING A SAVED MODEM-PLAY GAME
The procedure for doing this is the same as starting a new modem-play scenario, except that
when the Host is prompted to Select a new or saved game he must pick the latter. He then
picks the agreed-upon scenario in the ensuing dialog box.

If the scenario doesn’t open, the Host should check to make sure he Selected the right
one. If that's not the problem, the Caller should Select New Encryption Key in the Modem
menu and type in the key again, for he probably entered it incorrectly the first time.
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7.2 NULL-MODEM PLAY

Null-modem play requires a direct cable connection between the two computers. Users
should obtain a suitable serial communication cable and a null-modem connector (available
at computer supply stores). Select Null Modem connection type after Selecting Host or
Client. Note that under null modem, the exact baud rate for both machines needs to be Se-
lected. Note also that some older machines may not have serial ports that can handle speeds
at or above 9600 baud, so a lower rate may have to be used. Except for baud rate and port, all
other modem setting are ignored for null modem play.

7.3 PLAY BY E-MAIL

To Start a PBEM Game...

1. Select the Play By E-Mail option from the Special Options of the Menu Screen (see illus-
tration on p.14)

2.You will then be asked “Do you want to start a new battle?” Select Yes if you are starting a
new game.

3.The Scenario Screen will then appear. Choose the scenario to be played. Note that as each
scenario’s name is selected on the Scenario Screen, that scenario’s “Module” is displayed in
the Module window of the Scenario Screen. It is imperative that the PBEM gamefile be kept
in that subdirectory in each player's NIR game. See the chart below listing which “module™
corresponds to which NIR subdirectory.
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NIR Modules & Subdirectories
Module Name Corresponding Subdirectory
Borodino bd
Fight for the Fleches ff
Crossing the Kolocha ck
The Great Redoubt ar
Shevardino sr
Struggle at Utitza su
IMPORTANT!

The player starting a PBEM game must note which “module™
the selected scenario is from and convey this information to his oppo-
nent. After being transferred via E-mail and downloaded, the PBEM
game file must be kept in the corresponding NIR subdirectory on
each player’s computer.

Please refer to your Windows™ Tutorial Guide (supplied with
your computer or packaged with your original Windows® installation
software) if you need instructions on transferring files.

4.When the map appears, choose the local side (i.e., the side you will play) and whether or
not Fog of War will be used. You can also set the Advantage (see p.10) at this point. Then
Select “OK”, and proceed with play.

5.When the first phase under the control of the other side begins, you will see a message that
local control is over. You will be prompted to save the game (note that it must retain a “.bte™
extension) and E-mail the saved-game file to your opponent.

To Resume a PBEM Game...
1. To resume a Play By E-mail game, you must download the file into the subdirectory that
contains the map used by that scenario.
2. Then double-click on the NAPOLEON IN RUSSIA main program icon and select the
PBEM option from the Special Options in the Menu Screen.
3.You will then be asked “Do you want to start a new battle?”. Select No if you are resuming
aPBEM game.
4. When the “Battle Selection Dialog™ window appears, Select the appropriate module. All
PBEM games saved in that module (subdirectory) will be displayed in the bottom window.
Select the proper PBEM battle file and click the “OK button.
5. After the map and scenario are loaded, you will be given an option to see a “Replay” of
your opponent’s most recent moves/attacks. After the Replay is finished (or if you choose
not to view it), the next phase begins and play resumes. At the end of local control, a prompt
to E-mail the file will appear.

The same procedure is followed to play the remainder of the game, with each player
alternately playing and E-mailing the game to his opponent.
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7.4 TCP/IP INTERNET PLAY
To Start an Internet Game...

Prior to beginning TCP/IP Internet play, both players should ensure that they have a valid
TCP/IP connection established on their computers. Typically this is a service of your Internet
Service Provider.

1. Select Modem Host or Modem Caller from the Menu screen.

2. Select Internet Connection.

3. The Modem Host should select a new scenario or resume a previously saved game. The
Modem Caller should select the corresponding module for the chosen scenario or battle.

4. A dialog on the Modem Host system will appear, containing the Internet address for the
Modem Host. Note: Typically this address is changed by your Internet Service Provider each
time an Internet Connection is established.

5. The Modem Host should then provide the Caller with this address. This can be done by
calling the Caller on a separate line, by sending the address through E-Mail, or by using an In-
ternet “Chat” program. The Modem Caller will then type this address into their Internet con-
nection dialog. They can also specify an encryption key at this time. They should then choose
Connect on the Connection dialog.

6. At this point, both players will have a Communication Dialog and play will start or contin-
ue similar to standard Dial Up Modem Play. See section 7.1.
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8.0 APPENDIX

8.1 HISTORICAL OVERVIEW
by David Hamilton-Williams ©1997

“Soldiers! The second Polish War has begun. The first was brought to an end at Friedland and
at Tilsit... Let us then go forward! We will cross the Niemen and carry war into her territory.
The second Polish War will be as glorious for French Arms as the first. But the peace which we
shall make will guarantee and will put forward an end to the baleful influence which Russia has
exercised for fifty years on the affairs of Europe.”

Napoléon’s Bulletin to La Grande Armée, Wednesday, 24th June 1812

In 1812, Napoléon had reached the zenith of his power. He had ruled France absolutely for
twelve years. He dominated Europe, and his Empire encompassed France, The Netherlands
(created the Kingdom of Holland for his brother Louis), Belgium, and parts of Italy and Yu-
goslavia, these being considered departments of France proper. He had sovereignty over the
Kingdom of Italy, and Naples, the artificial German Kingdom of Westphalia (created for his
brother Jéréme), the Kingdom of Spain (given to his brother Joseph), parts of Portugal and,
as Mediator of the Swiss Confederation, a supply of troops from and right of passage through
the Confederation. He controlled his ‘vassal’ Kingdoms of Saxony, Bavaria, Wiirttemberg and
the ‘Grand Duchy’ of Warsaw—the rump of Poland taken from Prussia and Austria. He had
stripped the Austrian Emperor, Francis 11, of his title of ‘Holy Roman Emperor’, thereby re-
ducing title and numeral to Francis | of Austria. The hotchpotch of German micro-states of
the old Holy Roman Empire, which were neither holy nor Roman, were converted to a man-
ageable land area known as the Confederation of the Rhine, under Napoléon’s direct control.
His allies consisted of the dual Kingdom of Denmark-Norway, the Kingdom of Prussia, and
the Empires of Russia and Austria, the latter having the double distinction of having fought
France the longest, and being allied to Napoléon directly, he having married Francis I's
daughter Marie-Louise in 1810.

Now Napoléon was poised to go to war with his fellow ally (since 1807) and Emperor,
Tsar Alexander of all the Russias. What had started as a power-sharing alliance had now
turned to war. In the first instance, the Tsar and his nobles had tired of playing second fiddle
as the junior partner to Napoléon, and with his ‘Cold War’ with Britain.
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To offset Napoléon’s huge domination of Europe, Britain, with its huge navy and wealth,
tried economic and punitive sanctions against any neutral country trading with Napoléon. In
effect, anyone wishing to trade with Napoléonic Europe had first to obtain a license and pay
aduty tax to Britain before landing any goods in a continental port—or face being confiscat-
ed or sunk at sea. Napoléon retaliated by closing his ports and those of Europe to Britain. In
effect, he would invade and annex any country that traded with Britain. Due to these two
conflicting and selfish policies, Napoléon, on his part, had invaded Spain, Portugal and the
Papal States of Italy, Naples, Dalmatia and Pomerania. Britain too, in its maritime arrogance,
had attached neutral Denmark and in 1807, had bombarded its capital and ‘confiscated’ or
stolen its fleet and ship stores and armaments. It was said to avoid them falling in Napoléon’s
hands. Further, its high-handed treatment of the shipping and forced impressment of United
States seamen had provoked that country to declare war on Britain.

For the rest of Europe dominated by France, they too, like Russia, were fed up with a
preferential custom tariff that favored France, and the loss of the mass-produced British
goods and foreign imports. Russia suffered greatly from the terms of the Tilsit treaty of 1807,
as its main foreign income was derived from Britain for pine tar, spars and hemp for her huge
navy and merchant marine. However, Russia had stomached this loss until 1809-1810 when
relationships between Alexander and Napoléon came to a head. In 1809, Napoléon had de-
feated Austria, albeit with little help from Russia, but aid and consent he had received.
Alexander expected certain returns on his investment, including carte blanche in the Balkans
and Austria’s Polish territory. Instead Napoléon considered that Russia had already received
fair payment by allowing Russia to annex Finland and parts of Bessarabia, and instead of giv-
ing Alexander Austria’s portion of Poland, he added it to the Grand Duchy of Warsaw.
Alexander saw this as an ominous portent of the revival of the ancient Polish-Lithuanian
kingdom that had menaced Russia for centuries. Poland was the only feasible invasion route
to Russia from the west, and now the Grand Duchy as a Napoléonic puppet state had en-
larged the entrance.

Thus, the two great powers of Eastern and Western Europe were now on a collision
course dictated by national policies. Napoléon had tried to cement a firm alliance with
Alexander by offering to marry one of his sisters. Not only did Alexander snub Napoléon by
wishing time to consider this request, but inadvisably made remarks about Napoléon’s lack of
suitable lineage. The offshoot of this exchange was that Napoléon married the daughter of
the Austrian Emperor. Alexander took this rejection as a calculated insult, which was com-
pounded in early 1811 by Napoléon’s dispossessing the Duke of Oldenburg—Alexander’s
brother-in-law from his German principality—contrary to the treaty of Tilsit. Alexander for-
mally informed Napoléon that he no longer felt bound by the broken treaty and opened his
ports to British ships. 1811 saw both sides mobilizing for war.

Both protagonists used diplomatic and military espionage to gather information on the
other’s war preparations, and in this sphere Napoléon had the advantage. Although it was
usual for diplomats to be required to use whatever means they could to obtain information,
Napoléon had established professional covert agents since 1800. Firstly, by using Fouche’s
Haute Police, then by assigning select agents from Military Intelligence based at Place Ven-
dome No. 7, nominally headquarters of the Paris Garrison under General Hulin, but in reali-
ty, Imperial Military Intelligence under the Adjutant-General Colonel Doucet. Doucet’s
Russian opposite, Minister of Police Balashov, had obtained vital information from his agent,
Colonel Alexander Ivanovitch Tchemishey, the military attache at the Paris Embassy. Tch-
emishev had bribed a clerk called Michel in the French War Ministry to obtain a copy of ‘The
Summary of the Situation'—Napoléon’s weekly listing of the movement orders of all the Im-
perial troops. From these movement orders, Alexander had no doubt that Napoléon intended
to invade Russia. Colonel Doucet traced the leak to Michel, who was tried and guillotined for
treason on May 1, 1812. Napoléon excited the French people with this showy trial, which ap-
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peared to evidence a nefarious Russian conspiracy, since the abuse of trust by the Russian
diplomat as a spy was only permissible in wartime. Napoléon was using this incident to tele-
graph to Europe that Russia was clearly planning hostilities against France.

Although Napoléon was using this incident to make capital and to justify his war provi-
sions, the truth was that Alexander had indeed been making war preparations against him.
Napoléon’s spies, headed by Schulmeister, had infiltrated the Prussian High Command, and
he was well aware that since January 1811, Gerhard von Scharnhorst had, on King Frederick
William’s instructions, had secret meetings with the Russian Minister of War, Barclay de Tolly,
and Alexander himself. At the Imperial Village of Tsarskoye Syelo, outside St. Petersburg,
Scharnhorst had convinced the Tsar and his minister that with Russian help in the form of a
separate Russian corps at Prussia’s disposal, Prussia would aid him and declare war on
Napoléon. In effect, whilst Napoléon advanced into Poland to confront the Russians, Prussia
would secure its key fortresses, at present in French hands, with Russian aid and then raise a
force through its hidden Krumper system, of 80-100,000 Prussians to harass Napoléon’s rear
and cut his supply lines. The Tsar readily agreed, as this tied in with his own strategic plans.
These, based on Napoléon's documents of Imperial troops available and the advice of his
German theorist, General Karl von Phull, were in essence to defend an entrenched position
at Drissa, 160 miles over the Polish border. The idea was modeled on Phull’s idol, Frederick
the Great’s camp at Bunzelwitz in the Seven Year’s War. This appealed to the Russian mili-
tary mind, as it was in accord with Peter the Great's standing orders when fighting a Euro-
pean foe, as used by that Tsar at Poltava in 1709: “Entrench yourself well, and rely on the
weight of the artillery to break the enemy. Then and only then, advance and hold them. A
separate Russian flanking force should then assault the enemy’s rear and cut off its retreat.”

The Tsar considered Phull’s plan to be superb, combined with the Prussian insurrection.
Thus it was decided that Barclay de Tolly would defend Drissa with the first main army, whilst
Prince Bagration would use his second army in the south to effect the rear assault. In the north,
General Wittgenstein had a third army should Napoléon decide to go for Russia’s throat, its
capital, St. Petersburg. The capital, unlike Moscow which had become the spiritual center of the
Empire, not only contained Russia’s storehouses, palaces and all the nobility’s expensive brick
and stone dwellings, but it was its principal outlet to the west; the Baltic trade, especially with
England, and the Russian fleet. In this event, Barclay’s and Bagration’s armies would have to
cut Napoléon’s rear. The Tsar could spare but six divisions for Scharnhorst and the Prussian ris-
ing. These were accepted. On news of this meeting and Russia’s plans, Napoléon moved Mar-
shal Davout’s men from Magdeburg toward Prussia. One division seized Swedish Pomerania’s
fortresses. Next, news came that 16,000 men under General Gulden were en route for Berlin.
Spandau, the capital’s massive fortress, was seized by a French ruse by some artillery officers,
aided by a few companies of infantrymen suddenly admitted.

Napoléon had outwitted the Prussian King and in an open treaty invited him to join in
his invasion of Russia with half his army. The weak king capitulated and fawned over
Napoléon. Many Prussians such as Bliicher and Clausewitz either resigned the army or
joined Tsar Alexander’s army. Napoléon, knowing Alexander’s plan, now drew contingents
from all his allied and vassal states. At the crossing into Russia, Napoléon commanded in ex-
cess of 600,000 men. His intelligence had informed him that Barclay intended sitting at Drissa
with 125,000 men with Bagration’s army of 48,000 men, now fronted by the Austrian auxiliary
corps of 33,000 men. Napoléon placed Marshal MacDonald at Konigsberg as a threat to both
Wittgenstein and St. Petersburg. The Tsar, on hearing this, arranged for the Russian Navy to
rest up in British waters to avoid any capture.
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On June 24th, 1812, Napoléon crossed the Niemen River into Russia. His plan was sim-
ple: his spies had informed him that the Russian camp at Drissa was badly sited and near
stagnant water.

French officers from Portugal, looking at the maps, declared that it had no natural topo-
graphical defenses such as used by Wellington at Torres Vedras—in short, the position could
be encircled and cut off as the Austrians’ had been at UIm in 1805. Meanwhile, Barclay was
falling back toward Drissa as arranged. Napoléon, however, always his own master, sent Mar-
shals Murat, Ney and Oudinot to fix and encircle Barclay. At the same time, Prince Jérome,
with Reynier’s corps and Latour-Maubourg’s cavalry, would drive Bagration south and away
from Drissa. At the same time, Marshal Davout and General Grouchy drove through the
center to face Bagration if he headed toward Drissa; and if evaded, to take command of
Jéréme’s force and turn to encircle Barclay. In case this could not be effected, Napoléon sent
a second force of St. Cyr, Eugéne and the Imperial Guard between the two forces to join in
the pincer that would entrap Alexander and Barclay de Tolly.

History now took a momentous turn. In the east, on his own initiative, Marshal Kutusov
had ended the Russian war with Turkey. And although the Tsar disliked him, this could not
have happened at a more timely moment. Having reached the Drissa camp, the Tsar realized,
as did his vocal generals, that it was a death trap. Barclay de Tolly was dismissed as Comman-
der-in-Chief (and scapegoat), and Kutusov appointed. Now the Russians moved as fast as
they could to avoid Napoléon’s clever trap. Day after day, rear-guard actions were fought with
Russian desperation to stave off the desperate trap that Napoléon was eager to spring. At
last, against Barclay de Tolly’s wishes, the Russians concentrated at Smolensk. Bagration had
forced his hand by a near mutiny in Barclay’s army, and his own staff intrigued against him,
calling him a ‘German’ and ‘traitor’. Smolensk was a hard-fought battle that gained neither
side a decisive victory. The tenacious Russians fought in the rubble and from building to
building. The French lost some 15,000 men whilst the Russians 14-20,000 by their stubborn re-
sistance. Meanwhile, the bulk of the Russian army retreated toward Borodino and the en-
trenchments that Kutusov, the new commander, had ordered. Napoléon was now in a huge
predicament. Having never intended to march deeply into Russia, and obtaining this huge
multi-national force for a quick, crushing victory which had been thwarted by his enemy, he
was in no position to dictate a quick peace and disband his victorious troops.

Common sense now dictated that he either fall back ignominiously, perhaps precipitating
a Prussian/Austrian/Russian and British alliance, or sit it out until spring in Smolensk with
safer lines of communication. The latter did not appeal to him because he knew that the Rus-
sians were dispirited and worn out. By the spring, they could outnumber him and encircle his
position. For better or worse, he would go on to Moscow. Although he had given out that this
was his object, it was only a ruse to ensure the Russians stood at Drissa. Napoléon now rued
that he had not advanced on St. Petersburg with a shorter line of communication and worth-
while target. On August 19, at Valutino, two miles east of Smolensk, he made up mind: his ad-
vance guard under Ney attacked the retreating Russians. Napoléon, having viewed it, rode
back to Smolensk confident that the Russian rearguard was retreating. However, no sooner
had Ney attacked than he was bloodily repulsed. The Russians had placed three position bat-
teries, screened by infantry. These batteries were twice the size of European ones: 12 tol4
guns—3 large caliber cannon, with 4-6 licornes, long-barreled howitzers that threw shell and
canister a very long way. Bagration’s rear guard cut bloodied swaths through the French and
counterattacked with the support infantry. By the end of the day, the batteries withdrew, hav-
ing bloodied Ney, held up his entire corps eight hours and causing losses out of proportion to
the size of the rear guard.
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Napoléon, on hearing this amongst the rubble of Smolensk, determined to advance and
destroy the bear even in Moscow if necessary. Then, dictating a humiliating peace, he would
winter there and return to Paris. Meanwhile, at Moscow, Kutusov had arranged a fortified po-
sition at Borodino—against his will—and raised all the troops that time would allow. Kutusov
believed that as the capital of St. Petersburg was not at risk, they should evacuate Moscow
and lead Napoléon deeper into Russia, attack his flanks, destroy his supply line,and let deser-
tion, hunger, cold and insurrection at home cause him to retreat, thus saving Russian lives;
then harry him all the way back to Poland. Alexander, however, believed that his army, mod-
emized and well-equipped, could do at Borodino that which had eluded them at Drissa. The
venue was appointed for the greatest battle the world had yet seen.

BORODINO—SEPTEMBER 7TH, 1812

After making his decision to advance and engage the Russian army after Smolensk,
Napoléon, with his now-concentrated force of 133,000 men and 587 guns, arrived at Shevardi-
no, a huge Russian redoubt three miles southwest of Borodino, a small village on the banks of
the Kolocha river, 72 miles west of Moscow.

The French advance guard had captured this redoubt on the 5th September, when to
their surprise, a tremendous cannonade announced the presence of the combined Russian
army, 120,860 men and 640 cannon. The 6th saw the French army streaming along the post
road from Smolensk while Napoléon reconnoitered the Russian dispositions. At this juncture,
Kutusov had disposed his army with Borodino in his front and center. Over half his army
faced northward along the south bank of the Kolocha river; his left wing, facing west, ran
from the Raevskii (Great) Redoubt to the south of Borodino. This ‘Great’ Redoubt held one
and a half position batteries—eighteen heavy guns with a half-battery of eight licornes in re-
serve. The line continued south through the village of Semenovskoe, past three large open-
ended redoubts called fléches (each housing a position battery), then south to the village of
Utitza and its large knoll on the New Smolensk (the Old Post) Road, and on to the thick
woodland. Barclay de Tolly had suggested that the right wing need only be lightly held by a
few jager divisions, and to hold a large reserve behind the center. But the unjustly disgraced
ex-war minister, denigrated for the Drissa camp fiasco—which had been the Tsar’s idea—was
now ignored, to Russia’s detriment.

Napoléon, observing these dispositions, remarked to Marshal Davout that Kutusov ex-
pected him to attempt to turn the Russian right flank, but this was ruled out by the exception-
ally steep banks of the Kolocha. Obviously, Napoléon observed, his adversary “...had
planned his positions on paper without examining the ground”. During this academic discus-
sion, Davout ventured his own views that Napoléon should take advantage of this situation
and plan a wide sweep around the south and Utitza, thereby cutting the Russian escape road
to Moscow and trapping them against the steeply banked stream. The Kolocha might not
stop them, but would cause them to become disorganized and perhaps rout.

Napoléon decided against this sound advice and announced that the army would carry
the position by a frontal assault on the morrow. At 500 AM on the 7th, Marshal Ney in-
formed Napoléon that the army was in position and ready to attack. An hour later, one hun-
dred French guns commenced firing against the fleches and Bagration’s center; however, the
range had been misjudged and the army and its guns moved forward another 1,300 yards.
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The French appeared to get off to a good start, with Prince Eugéne’s Italian divisions captur-
ing Borodino village on the French left. Marshal Davout made progress with his assault on
the Semenovskoe position; and to his right, the Polish Prince Poniatowski seized Utitza and a
good part of the surrounding woods.

Russian reserves were now being committed in large numbers, and Kutusov desperately
began to withdraw many formations from his right wing to reinforce his left and center. This
involved a huge time delay for the troops to march three miles across shot and shell, through
smoke, and around and through other units. Confusion and disorientation played an added
part in the delayed arrival of these units. Eugene, flushed with his capture of Borodino,
launched a premature attack on the Great Redoubt—but this was checked by the huge bat-
tery and driven off by supporting cavalry. In the south, Poniatowski’s advance on the knoll be-
yond Utitza was thwarted by a Russian counterattack that pushed as far as the village. Mar-
shal Davout’s attack was met by the combined forces of Generals Raevskii, Baggovut and
Borozdin, and these held him fast. Napoléon threw in part of Ney’s corps and that of Junot to
support; but the Russians, with their huge position batteries, refused to give ground.

At 1000 AM, the battle had become a meat-grinder, a struggle of attrition—with
Napoléon holding only his Imperial Guard and cavalry as his sole reserves. Casualties on
both sides were appalling. In desperation, Napoléon ordered Ney, Davout and Junot to
launch an all-out attack against Semenovskoe, in the horrifying face of 300 Russian guns
pouring in double-shot and canister. Ney received four wounds and Prince Bagration was
mortally wounded. Judging the time right, Marshal Murat launched his heavy cavalry in force
and overran the fléches that had suffered from this artillery and infantry assault. However, the
Russians regrouped on the Psarevo plateau. Appeals now flooded in asking Napoléon to re-
lease the Guard and to take the center. Napoléon met these requests in silence and the
Guard remained static. By 12:00 PM, the Russians had given some ground in the center but
were holding tenaciously everywhere else. Ney and Davout regrouped, and were about to re-
sume their attack on the center when from the Russian right wing, Count Osterman-Tolstoi’s
IV Corps, aided by Platov’s Cossacks, crossed the Kolocha at a small ford and counterat-
tacked Borodino itself. This onslaught by fresh troops postponed the central attack, as Eu-
gene and the French left wing pulled back to deal with this crisis. By 2:00 PM, this situation
had been stabilized with the repulse of most of the Russians, and with Eugéne’s men in al-
most complete control of Borodino. Eugene felt confident enough to commit three divisions
in an assault on the Great Redoubt. Whilst the infantry stormed the ramparts amid murder-
ous canister at close range, a well-timed attack at the Redoubt’s rear by General Auguste
Caulaincourt, who led the 5th Cuirassiers into the melee, routed the Russians. Although this
brave cavalry general was killed, the redoubt was now firmly in French hands. By 3:00 PM,
the cornerstone of Kutusov’s position appeared to have been taken.

Whilst this attack was being launched, around Utitza some two miles to the south, Ponia-
towski’s force and the Russians in the woods had reached a stalemate and settled down to a
long firefight. Victory would now come only in the center. Murat, in an attempt to rout the
Russian center, led two whole cavalry corps into the fray hoping to rout the remnants of
Bagration’s force. The Russian line nearly broke, but was saved by the charge of five Russian
cuirassier regiments. Again, appeals for the Guard to advance and take the center fell on deaf
ears. Eugene tried desperately to use his dominant position at the Great Redoubt to effect a
rupture. Barclay de Tolly, however, checked the attempt and stood like a wall—neither side
having the extra strength required to break the other’s will.
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By 3:30 PM, Kutusov had ordered Doctorov and the Russian Imperial Guard Corps to
counterattack in the center.

Napoléon, awake at last to the desperate situation, ordered forward the eighty guns of
the reserve artillery. This battery pounded the Russian Guards as they attempted to form
columns for the assault and these were hastily withdrawn rather than lose the Tsar’s body-
guard. At 4:00 PM, Poniatowski, who had fired up his men with promises of winning freedom
for Poland, managed to take Utitza and its knoll. His élan appeared to revitalize the French
offensive, but this petered out as a mass of fresh troops arrived several hundred yards to his
front. Unknown to the Prince, they were the newly raised Moscow Militia, poorly armed and
trained, with hardly a gun amongst them, but their appearance to troops who had been fight-
ing nearly ten hours was enough. Sporadic fighting continued along the front, but no further
offensives were launched. The French had captured the entire Russian starting positions, but
the latter had merely fallen back to their second line. That night both armies occupied the
field.

Overnight, Kutusov decided to withdraw—as was his original wish—and to evacuate
Moscow: “Moscow is not the capital,” he said; “Moscow is not Russia!” Napoléon was left to
occupy an almost empty city. The butcher’s bill at the end of the day was 33,000 French-Allied
casualties and 44,000 Russian. Napoléon occupied Moscow, which was of no use to him at all,
with 95,000 of his original army. His supply lines, continually harassed, required nearly 110,000
men to hold. During the coming weeks, Russian armies from Finland, Georgia and St. Peters-
burg arrived, raising the Russian forces to 220,000. After the Malet plot in Paris, which nearly
unseated Napoléon, he decided against his own wishes to retreat. The Grande Armée gradu-
ally foundered in the mud and lay down to die in the snow, harassed all the way home by
Russian soldiers, partisans and Cossacks.

Napoléon was not yet finished. He still had the brilliant German Campaign of 1813, cul-
minating in the battle of Leipzig ahead of him, and the campaign of France in 1814, which
Wellington considered his finest. Finally, he had the road to Brussels and Waterloo in 1815—
three years in the future. But his zenith had been reached. It peaked and started to decline at
Borodino on September 7th, 1812.
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8.2 TERMS & DEFINITIONS

[Certain terms and abbreviations used in this manual are defined here for your convenience]

Adjacent: Two units or hexes that are directly next to each other on the map, with no intervening hex be-
tween them.

AJI: Artificial Intelligence; the capability of the program to make decisions and conduct actions for a given
side.

Command Radius: The maximum hex distance at which a brigade or division leader can pass down a
Command Rating modifier.

Command Rating: A rating (“C #” in the Unit List) given to a leader, and used by him in his attempts to
Reform Disordered units under his command. See also the definition of “Command Radius™.

Detached: A unit (usually a battalion) that is outside the Command Radius of its brigade leader. A brigade
leader who is outside the Command Radius of his division leader.

Disordered: A unit that is not in Good Order but is not Routed. A Disordered unit fires and melee attacks
at half strength.

Encryption Key: A “password” specified by the Caller in a modem-play game to keep the Host (the
Caller’s opponent) from opening the saved-game file.

Enfilade: A Ranged-Fire attack made from outside the defender’s Field of Fire.

Fatigue: A rating (“FA #” in the Unit List) given to a unit and used by it for Morale Check and Melee pur-
poses.

Field of Fire: The 60° arc through which a an infantry unit or battery can fire. See also the definition of “En-
filade™.

Fog of War: A game option that lets a player who chooses Fog of War for the opposing side see all of his
own (i.e, friendly) units, but only those enemy units that have moved/attacked while currently in the LOS
of afriendly unit.

Game Turn: Two consecutive Player Turns having the same turn number.

Good Order: A unit that is neither Disordered nor Routed.

Hex: Each hexagon on the map. Hexes are used for movement, range and LOS calculations. The hexes are
displayed/hidden via the Hex Outlines command in the Options menu.
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Hot Spot: The red square- or rectangle-shaped indicator that appears on the map. The hex currently contain-
ing the Hot Spot is known as the Hot Spot hex.

Leadership Rating: A rating (“L #” in the Unit List) given to a leader, and used by him in his attempts to
Rally Routed units under his command.

LOS: Line of Sight; an imaginary line between units that the program uses to determine if they can “see”
each other. If the LOS is blocked (see the definition of “Obstacle”), they cannot see (and hence have no
LOS to) each other. The existing LOS to/from the Hot Spot hex can be viewed via the Visible Hexes com-
mand in the Display menu.

Melee: An attack made from a hex adjacent to the defender during the Melee Phase, in which the attacker
can advance into that hex if the Melee eliminates all defenders in the hex or forces them to retreat.

Menu Bar: The line in the screen display immediately above the map, which contains the titles of the various
pop-down menus.

Morale Check: A die roll made by the program for a unit that has taken casualties due to an attack, or that is
in the same hex as (or is adjacent to) another friendly unit that becomes Routed. The possible results are No
Effect, Disordered or Rout; see MORALE CHECKs on p.59.

Objective: A scenario-specific hex with an assigned point value used to determine victory and defeat in a
given scenario.

Obstacle: Terrain that can block LOS through its hex. Forest, Orchards and Villages can block LOS, depend-
ing on the relative heights of the firer, obstacle and target.

Phase: Any of the five main segments of a Player Turn: Movement Phase, Defensive Phase, Offensive Fire
Phase, Cavalry Charge Phase, and Melee Phase.

Player Tum: Each tum in which one side or the other is the “moving” side. See also the definition of “Game
Tum™,

Quality: A rating (“QL #” in the Unit List) given to a unit, and used by it when it takes a Morale Check or
tries to Rally.

Rally: A die roll made by the program for each of the Phasing Player’s Routed units at the start of each
friendly Player Turm in an attempt to retum it to a Disordered state.

Ranged Fire: Any non-Melee attack made by a unit.

Reform: A die roll made by the program for each of the Phasing Player’s Disordered units at the start of
each friendly Player Turn in an attempt to return it to Good Order.

Rout: A unit becomes Routed whenever it fails a Morale Check caused by either an attack or by the Rout-
ing of another friendly unit in/adjacent-to its hex.

Scenario: Each of the specific battles that are listed in the Scenario Selection Screen.

Select: To click on an item using the left mouse button.

St For infantry and cavalry, the number of actual men. For a supply wagon, the number of units it can resup-
ply. For cannon, the actual number of cannon. The S# is displayed in the Unit List, and can change during play
(i.e., it decreases whenever the unit takes casualties or when the supply wagon resupplies another unit)

Stack: The collective name for two or more units in the same hex.

Status Bar: The line at the very bottom of the screen display, which contains the current time of day, phase,
and hex coordinates of the Hot Spot.

Stragglers: A Routed unit that suffers another Routed result loses one or more strength factors (as deter-
mined by a die roll made by the program); such units are termed “lost stragglers™ in the Command Report
that appears at the start of the next Player Tumn.

Strength Factor: See the definition of “S#”.

Unit List: The portion of the screen display immediately below the map, listing the data pertaining to each
unit in the current Hot Spot hex plus a representative drawing/portrait of the unit.

ZOC (Zone of Control): Each combat unit exerts a ZOC into the front three hexes it is facing.
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Ctrl-N: Advance to next phase
Ctrl-U: Undo last movement
Ctrl-X: Move to next stack
Shift: Displays on the map the names of various geographical features

Esc: Cancels A/l processing while the A/l s activated and the A/l Action Dialog is on-
screen

Left Arrow: Scroll map to the left

Right Arrow: Scroll map to the right

Up Arrow: Scroll map up

Down Arrow: Scroll map down

F1: Invoke general Help

F2: Invoke Scenario Notes Help

F5: Slow down the scrolling of the Al action dialog

F6: Return to normal scrolling of the Al action dialog

F7: Speed up the scrolling of the Al action dialog

The following hot keys can be used to move units from one hex to another:
Keypad 1: Move Selected unit(s) down and left to next hex

Keypad 2: Move Selected unit(s) down to next hex

Keypad 3: Move Selected unit(s) down and right to next hex

Keypad 7: Move Selected unit(s) up and left to next hex

Keypad 8: Move Selected unit(s) up to next hex

Keypad 9: Move Selected unit(s) up and right to next hex

The following hot keys can be used to move units within their hex:

Keypad 0: Change Formation of Selected unit(s)

Ctrl-B or End: Move Selected unit(s) backward in hex

Ctrl-F or Home: Move Selected unit(s) forward in hex

Ctrl-L or Delete: Change Facing of Selected unit(s) one hexside counter-clockwise in hex
Citrl-R or Page Down: Change Facing of Selected unit(s) one hexside clockwise in hex
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TECHNICAL SUPPORT
If you have a technical problem concerning the operation of our software, please contact
our technical support staff. When you call, be at your computer if possible and have the
following information ready: computer type, Windows™ version, available hard drive
space, total RAM, type of video card, and a list of options you chose when you installed
the game.
TECHNICAL SUPPORT: (0)181-343 9143 9.30-6.00pm
If you have a modem and would like to contact us on-line, you will find us:
E-mail us at: support@empire.co.uk
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NAPOLEON
-INn-RUSSIA

CONTENTS

Your Battleground: Napoleon in Russia historical strategy game pack should
contain a User Guide, a CD-ROM, this Quick Start Guide and an Empire
Interactive Warranty Card.

INSTALLING FOR WINDOWS 95

1. Launch Microsoft Windows 95°.

2. Place the Napoleon in Russia CD in the CD-ROM drive.

3. From the Desktop, click on the “Start” button on the Taskbar and select “Run”.

4. When the “Run” window appears, type EANIR\SETUP and click “OK".

NOTE: If your CD-ROM drive letter is not E: (as shown above), then substitute the
appropriate letter (e.g., D:\NIR\SETUP).

5. When you reach the “Welcome” screen, click on the Next> button to continue.

6. When the “Choose Destination Location” screen appears, either choose the default
folder by clicking the Next button, or see the note below.

NOTE: The default folder for installation is C:\NIR. If you wish it to be something other
than that, click the Browse button and enter a new destination in the Path box. If the
folder you specify does not exist, the program will prompt you to create it.

7. Napoleon in Russia permits three levels of installation: TypicaL, CoMpaCT, or CUSTOM
(for optimum performance, select CusToM and click all four option hoxes that then appear).
The installation time will vary depending on the level of installation , the transfer rate of
your CD-ROM drive, and how much free memory you have during the install process.
NOTE: If your HD does not have enough space for the selected options, the Installer will
notify you to change the configuration. Furthermore, if you have less than 16 MB of RAM
the Installer will automatically load your game with the low memory option enabled.

8. When installation is complete, click on the Start button on the Taskbar. Then select
Programs, then Napoleon in Russia. Finally, select Napoleon in Russia again to begin.

INSTALLING FOR WINDOWS 3.1

1. Launch Microsoft Windows®,

2. Place the Napoleon in Russia CD in the CD-ROM drive.

3. From the Program Manager, open the File pop-down menu and select Run.

4. When the “Run” window appears, type EXNIR\SETUP and click “OK".

NOTE: If your CD-ROM drive letter is not E: (as shown above), then substitute the
appropriate letter (e.g., D:\NIR\SETUP).

5. When you reach the “Welcome” screen, click on the Next> button to continue.

6._ When the “Choose Destination Location™ screen appears, either choose the default
directory by clicking the Next button, or see the note below.

NOTE: The default directory for installation is C:\NIR. If you wish it to be something
other than that, click the Browse button and enter a new destination in the Path box. If
the directory you specify does not exist, the program will prompt you to create it.

7. Napoleon in Russia permits three levels of installation: TypicaL, Compact, or CustoM (for
optimum performance, select CustoM and click all four option boxes that then appear). The
installation time will vary depending on the level of installation , the transfer rate of your CD-
ROM drive, and how much free memory you have during the install process.

NOTE: If your HD does not have enough space for the selected options, the Installer will
notify you to change the configuration.

8. Napoleon in Russia requires that you have Microsoft Video For Windows 1.1 installed.
If the installation process detects that it is not installed, you will be p d to install it.
9. When installation is complete you will have a new Program Group called Napoleon in
Russia in your Program Manager. To launch the game, double-click on the Napoleon in
Russia icon.

10. Napoleon in Russia will check your system for available RAM. Any system with less
than 16 MB of RAM will automatically install with a low memory option enabled.

MEMORY NOTES (for Windows 3.1 only)

Napoleon in Russia requires that Windows 3.1 Virtual Memory be currently active. If

you are not sure if it is active, perform the following steps prior to installation.

1. Launch Microsoft Windows®.

2. In the Program Manager, double-click the “Main™ program group.

3. Next, double-click on the “Control Panel’ n.

4. Next, double-click on the “386 Enhanced” icon.

5. Then click on the “Virtual Memory” button. Next to the word “Size" ensure that at
least 8,000 KB is allocated.

6. If you do not have at least 8,000 KB set, select the “Change>>" button.

7. Enter the recommended size in the ‘“New Size™ box.

NOTE: Windows 3.1 performs best if the Virtual Memory “Type” is set to “Permanent”.

8. Click the “OK* button and follow the prompts. If you changed the “Size”, Windows
must be restarted for the change to activate,

9. On an 8 Mb RAM machine, you’ll need at least 6 Mb free XMS memory in order to
open the larger scenarios and maps.

NOTE: Due to memory constraints, multiplayer games (modem, Internet, or null-

maodem) in the Borodino Modules will not be playable in Windows 3.1.

TROUBLESHOOTING

The performance of Napoleon in Russia on your system will depend on how “fast™ your video
card is, how “fast” your system is, and how much total system memory is available. Be sure to
add the latest available drivers for your system hardware to ensure optimal performance

SYMPTOM: When I open a scenario, the map area is white or only the units appear.
REMEDY: Either you have an old Windows video driver, or you don’t have at least 6
Mb free of XMS memory. You should either update your Windows video driver (by
downloading a new one or contacting your video card manufacturer), or reconfigure
your memory so that you can free up more XMS memory (for Win 3.1 users, try run-
ning Memmaker in DOS).

SYMPTOM: The install program hangs up, crashes, or stops after displaying the “Load-
ing Battleground” dialog box.

REMEDY: There is probably an incompatibility issue with the Install program and
something already running on your computer, or you don’t have at least 550K of free
conventional memory. Win 3.1 users can free up more conventional memory by running




Memmaker in DOS. Alternately, try playing the game directly from the CD. Here's how:
If using Win 3.1, create an icon in your Program Manager and attach it to the
BG_Start.EXE on the N/R CD. If using Win 95, create a shortcut on your Desktop and
attach it to the BG_Start.EXE on the NIR CD.

SYMPTOM: When the (intro or action) video starts, the game locks up or a horizontal
black line appears where the video should be.

REMEDY: Try reinstalling MS Video for Windows. This program is included on the N/IR
CD for your convenience. To reinstall the program, select Run from the File menu in Win
3.1 or the Start button in Win 95, Type DANIR\WWFW\SETUP in the Run window’s Com-
mand Line (where D = the letter of your CD drive), then follow the on-screen prompts.

M: When I ]xu.m:h the game, I get an error message stating *
Excephon. GDI Failure.

REMEDY: This can happen if you inadvertently try to launch the game while it’s already run-
ning, It can also happen if you try to run the game at the same time as some other program
that uses graphics, Be sure to exit all other programs prior to running the game, If all else fails,
restart Windows; this will restore your GDI resources to their maximum value. .
REMEDY: Try running the game with the low memory option enabled and possibly some of
the video, sound, or background music disabled.

REMEDY: Make sure that you have the latest available drivers for all of your systems hard-
ware. (Sound Card, Video Card, CD Rom drive.)

SYMPTOM: Map scrolling is very slow.

REMEDY: Check the Windows system settings for your video card. If it’s not set to 256 col-
ors, change the settings to 256.

SYMPTOM: The sound effects don’t work.

REMEDY: Check your Windows drivers in the Control Panel to ensure that your sound card
is properly installed. If you hear the initial “chime” when Windows starts, your sound effects
should work.

SYMPTOM: Spouse is threatening to use my NiR CD as a drink coaster.

REMEDY 1: Save your current game of N/R and turn off computer.

REMEDY 2: Resume saved game with sound effects off while spouse is snug in bed.
SYMPTOM: The pop-up videos seem to run slow or “jerky™.

REMEDY: Your overall system performance is not “fast” enough to keep up with the video
information coming from the CD-ROM. Re-install the game software and select “Custom™
installation. When prompted, make sure the “Video Files” box has an “X" in it.

SYMPTOM: When playing modem-to-modem, the game loses connection.

REMEDY 1: If you have “Call Waiting” on your phone system, you must type *70 at the
beginning of your opponent’s phone number. Otherwise, an incoming call will break your
modem connection.

bject Windows

REMEDY 2: Check your phone line for a loose connection.

SYMPTOM: I’'m having trouble connecting with my modem opponent.

REMEDY 1: Make sure that both systems are set to the same Baud rate.

REMEDY 2: Try a lower Baud rate selection.

SYMPTOM: The TalonSoft logo appears and the intro music starts but then immediately
cracks and stops.

REMEDY: Your sound card drivers are too old. Call your sound card manufacturer for new
drivers, or download them from an on-line service.

SYMPTOM: I don’t see any intro videos or videos during the game.

REMEDY 1: Make sure you have checks next to “Video Effects” and “Introduction™ in the
game’s “Options” pop-down menu.

REMEDY 2: Try re-installing MS-Video from the CD. Run the Setup.exe file from the VFW
folder in Windows.

SYMPTOM: The computer seems to “lock up™ during the computer player’s turn.
REMEDY: The size of the scenario, coupled with your computer’s “speed”, will have a direct
impact on the computer player’s performance/speed. Periodically during the larger scenarios
the computer A/I may take a few minutes to reaccess its “strategy”.

Lean & Mean Basice

Game Overview

So, the game’s installed and you’re rarin’ to go? Only thing is, you don’t want
to take a quick “time out” to read the Players Guide. OK, that’s understandable.
However, you would like to know some of the basics of the game. Well, you’ve
come to the right place!

Napoleon in Russia™ simulates the historical battle in 1812 near the town of
Borodino, Russia. You, as the player, control battalion-sized units and individual
leaders on the side of your choice. The map scale is approximately 100m per hex.

Launch the game

Double-click on the Napoleon in Russia icon (found within the Napoleon in
Russia program group now appearing in your Windows Program Manager (if
in Windows 95, from the “Start” button select “Programs” then “Napoleon in
Russia” and “Napoleon in Russia’ again ). You will soon see the Menu Options
screen. Click the “Start New Scenario” button, This will bring up the “Sce-
narios” screen.



Pick a Scenario

The *“Scenarios” screen displays a scrolling list of the game’s scenarios. As
you highlight individual titles of this list, each scenario’s historical introduction
is displayed. Also displayed in this box is the number of Game Turns the scenario
lasts (in general, the shorter the turn length, the simpler the scenario). Since this
is probably your first experience with Napoleon in Russia, allow us to suggest the
scenario entitled “King of the Hill”, then left-click on the Play button.

Choose a Side to Play

After a brief pause, the scenario’s map will appear and you will see the A/l
Selection dialog box. Select Manual for the side you want to play, and Auto-
matic or Automatic with FOW (Fog of War) for the side you want the com-
puter to play. When “Fog of War” is in effect, you can see an enemy unit only
if one of your units has a “line of sight” to it—a more realistic and more chal-
lenging method of play. Alternatively, to control all units of both sides, select
Manual for each side.

Click the Phasebox

After you’ve set the A/I and clicked OK, a
“Phasebox” appears announcing the
(French) Movement Phase. Left-click on the
phasebox to begin the phase (or right-click
on it to begin the phase and make it disap-
pear automatically after a few seconds each
time it appears). When the phasebox is gone,
you will see part of the “3D” game map; closer inspection will reveal “units™
on blue (French), or red (Russian) bases.

Tarns & Phases (Briefly!)

Each scenario in the game has a set number of Game Turns. Each Game
Turn consists of a Player Turn for each side (usually French first, then Russ-
ian). Each Player Turn consists of five phases:

MOVEMENT

DEFENSIVE

OFFENSIVE FIRE

CAVALRY CHARGE

MELEE

THE MOVEMENT PHASE

In the Movement Phase the phasing player can move his units; e.g., in the
French Movement Phase, only French units can move. In order to move a
unit, you must first Selecr it.

a Unit
To Select a unit, left-click once on the map hex it occupies (this will place the “Hot
Spot” red-rectangle in the hex you just clicked). Below the map the “Unit List”
will appear, showing any unit(s) in the “hot spot” hex. Next, left-click once any-
where in that unit’s data area in the Unit List (see below illustration); a lighter
shade of background color in the Unit List indicates the unit has been select-
ed. Note that a double left-click in a hex will select all units in that hex. On the
“3D” map, a Selected unit is shown by a darker-colored base.

Selecting

Leader Artillery unit Infantry unit Cavalry unit
Nationality Horse Strength Range Move Quality current
Flag Artillery icon number rating Fatigue

(in hexes)

Fired Weapon Formation Moved Skirmish ~ Spotted
icon Type & Facing icon icon con
info icon “s”

Unit
Name

Unit Types

Several different unit types are represented in the game; see the illustrations
below. The basic Infantry or Cavalry unit represents a battalion of varying
strength (the number after the “S” in the Unit List represents an infantry
unit’s strength in men or the number of cannons in a battery). Each artillery
unit represents a battery of 6 to 12 guns. Individual leaders are also repre-
sented; although a leader can’t fire or attack by himself, he is important for
reforming and rallying troops and is useful in melee.

Infantry units can be in several types of formations; artillery are either lim-
bered or unlimbered. Cavalry and leaders are always considered mounted. Not
all formation types can move and/or fire. See the illustrations below for a brief
explanation of what effect a unit’s formation has on its ability to move or fire.




Formation Summary

Infantry

oW

Line Column Square Skirmisher* Routed
can fire/melee reduced fire/melee can fire can fire no fire
can move increased move limited move can move  run away!

*A Skirmish unit can be created from a full-strength infantry battalion; see page 22 in the Play-
ers Guide

Cavalry

# »

Mounted Routed
can move & melee no melee/run away!

Artillery

Unlimbered
can fire/no move

Limbered
no fire/can move

Uncrewed
no fire/no move

Leader Supply Wagon*
Mounted “Mounted*

no fire/can move no fire/can move

Create/Reeall Skirmisher or Squadron
i In the Movement Phase you can create (or recall) skirmisher units from
full strength infantry battalions. You can also create (or recall)
squadrons from cavalry units. To create a skirmisher/squadron, Select
the infantry/cavalry unit and click the “S” toolbar button.
Most other formation changes are done in the Defensive Phase (Excep-
tion: you can also change an infantry unit from line to column formation in the
Movement Phase). To have a unit change formation:

(1) Select the unit, then...
(2) Left-click on the appropriate change-formation toolbox button (see the
description of the various Toolbar buttons on page 6 of this folder).

Moving a Unit
Right-Click: Make sure the unit is Selected (see “Selecting a Unit”, above),
then right-click in a hex adjacent to the selected unit. The unit(s) will enter the
hex you right-clicked on if that hex is adjacent to the unit, the unit was Select-
ed, the unit has movement points (the MV number in the Unit List) remaining,
and it was that unit’s Movement Phase (you can’t move a Russian unit in the
French Movement Phase!). Also, you can’t move an unlimbered/uncrewed
artillery unit.
Drag’n’Drop: You can also move a unit using the “drag and drop” method.
(Select the unit; then, holding the left mouse button down, drag the mouse cur-
sor to the hex you wish the unit to move toward, and release the mouse button.)
Column Movement: Hold down the Ctrl key and right-click or drag’n’drop
the “lead” unit of a column. This is also a real nifty way to move a “line” of
units (usually regiments belonging to the same brigade).
Facing Change: The front facing of an infantry unit in line
for ion (or an unlimbered artillery unit) determines the
hexes it can fire at. To change the facing of a unit, Select the
unit and click on the appropriate toolbox button. Illustrated above are the “turn
counter-clockwise”, “turn clockwise”, and “about-face” buttons, respectively.
Units can only change facing during their own Movement Phase.
Error Message
If you attempt to do something that the program won’t allow, you should
hear an error “beep”; a corresponding error ge will appear in the sta-
tus bar along the bottom of the display detailing the wrongdoing. The “Sta-
tus bar” normally displays the current time and game phase.
Advance to Next Phase

To end the Movement Phase, click on the toolbox button that looks like
M a pocket watch (or hold down the Ctrl key and press N).

THE DEFENSIVE PHASE

In the Defensive Phase, eligible infantry and artillery units of the non-phas-
ing side are allowed to shoot (conduct “Ranged Fire”) at enemy targets. The
Defensive Phase can also be used by the defending (non-phasing) player to
conduct formation changes among eligible units.




Firing Qualifications

There are several “qualifications™ for a unit to conduct a Ranged Fire attack:
Formation: To conduct a Ranged Fire attack, an infantry unit must be non-
routed, and an artillery unit must be unlimbered. (Leaders,
limbered/uncrewed artillery, and cavalry cannot conduct Ranged Fire.)

LOS: The target must be within the firing unit’s line of sight.

Range: The target must be within the firer’s range. A unit’s range is the “RG”
# in its Unit List data. Most infantry battalions in Napoleon in Russia have a
range of “2” and can fire at a unit one or two hexes away.

Facing: The firer must be facing the target. A unit can fire only within an arc
defined by the two hexes it is “facing”. See the illustration below:

In the illustration at left, the
infantry battalion (with a
“Range” of 2) can conduct
ranged-fire only at a target in
B the darker-shaded hexes.

Firing a Unit

To find a unit eligible to fire, click the “Next Unit” toolbox button. The
program will automatically find a hex with a unit eligible to fire! How-
ever, you still must Select that unit in order to fire it. To Select the unit, left-
click once in that unit’s data area in the Unir List (or double left-click in the hex to
select all units in the hex). Next, right-click on a nearby enemy unit. If that enemy
unit is in the firer’s range and LOS, the attack will be performed (if not, check
for an error message along the bottom of the screen explaining the problem).
You can also Drag'n’Drop a Selected firer onto an eligible target to carry out
the attack. For more information, see section 6.7 of the NIR Players Guide.

Combat Results

When an attack is performed, you will see a “Fire Report” giving details
of the attack. The effect on the target can vary from no effect to increasing
its battle fatigue to a strength-point loss (which also increases its fatigue).
Furthermore, a unit that suffers a loss can become disordered or routed. A
disordered or routed unit has a I or JR icon (respectively) printed in its
icon area in the Unit List.

-l To find another eligible unit to fire, click again on the “Next Unit”

toolbox button.

{ When the message “All units have been considered” appears, it is time
< to advance to the next phase (click on the “timepiece” toolbox button).

Changing Formation

It is important to remember that in the Defensive Phase you can change
the formation of units. If a unit does not fire in the Defensive Phase, it may
be eligible to change to a different formation. For instance, an infantry bat-
talion in line formation can change to square or column, or go into “Extend-
ed Line” formation, or vice versa.

THE OFFENSIVE FIRE PHASE

Firing in the Offensive Fire Phase is identical to firing in the Defensive Phase,
except that in this phase only the eligible infantry and artillery units of the phas-
ing side (the side that moved in the current Player Turn) are allowed to fire.

THE CAVALRY CHARGE PHASE

Cavalry units that move (“charge”) in the Cavalry Charge Phase auto-
matically become Disordered, but receive a bonus if they engage in melee
combat in the following Melee Phase. Basically, in the Cavalry Charge Phase
you should move only cavalry units that are capable of moving adjacent to
an enemy unit you wish to engage in melee combat.

THE MELEE PHASE

Melee represents hand-to-hand combat between opposing units. The melee-
ing unit attempts to enter the location of an adjacent enemy and displace it.

Who Can Melee?
. Only unrouted infantry or cavalry units of the phasing side (even if

mounted or in column) can initiate melees (i.e., advance into an

enemy-occupied hex in the Melee Phase). To find a unit eligible to
melee, click the “Next Unit” toolbox button. Having a leader attack (or
defend) in a melee is beneficial.

Conducting a Melee
Drag’n’Drop: Select all the units in one hex you wish to make a melee attack
with; place the cursor on their hex, then (holding the left mouse button down),
drag them into the adjacent target hex. An odds box is displayed if this is done
properly. You can add more adjacent units to the melee by this same method.
When all units have been added, click on the “Resolve Melee” toolbox
button (the crossed rifle and sword with upward pointing red arrow),
and the melee will be performed. For more details, see page 35 of the
NIR Players Guide.

Next Player Turn
5 When all melees you wish to conduct have been resolved, click on the
“Next Phase” toolbox button. Play will now proceed to the Player Turn of
the next player (the non-phasing player of the turn just-completed). Once
the first two Player Turns have been completed, Game Turn two will begin.




Advance the game to the next phase.

Change the screen display between the 2D Normal View and 2D Zoom Out, or 3D Nor-
mal View and 3D Zoom Out, mode.

Change the Facing of the Selected unit(s) one hexside in a counterclockwise direction.
Change the Facing of the Selected unit(s) one hexside in a clockwise direction.

Change the Facing of the Selected unit(s) by 180°.

Change the Formation of the Selected infantry unit from column to line (and back) or to
limberfunlimber artillery.

To create or recall a skirmisher or squadron unit(s) from the Selected unit. This can only
be performed during the Movement Phase.

To change a Selected infantry unit to or from square Formation. This can only be per-
formed during the Defensive Phase.

Toggle (off or on) the on-map display of all units.
Toggle (off or on) the bases of all unit icons on the 3D map.

Make the Artillery Dialog appear.

Resolve the Melee in the Hot Spot hex.

Toggle (on or off) a highlight around all units that are suffering from low/no ammo or
uncrewed.

el Toggle (on or off) a highlight around all units that have a LOS to (and thus are in the
LOS of) at least one enemy unit.

Toggle (on or off) a highlight around all units that have moved during the current phase.

Toggle (on or off) a highlight around all units that have either fired at an enemy unit or
fought in a Melee during the current phase.

Toggle (on or off) a highlight around all units that are Disordered..

Toggle (on or off) a highlight around all units that are part of the same organization as
the first Selected unit in the Unit List.

Hide (or display) the Unit List and Terrain Info Box.

Toggle (on or off) a display of which hexes are in the LOS of the current Hot Spot hex.
An “X” in a hex indicates no LOS.

Display the Jump Window. Select any spot on the jump map, and the game map will
scroll to the corresponding spot.

Cycle the Hot Spot to another unit that has yet to (be designated to) perform an action
pertinent to the current phase.

Activate the A/I (after you have halted it, or if you started the phase not using A/I but
wish to activate it for the remainder of the phase).
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