“Theatre of War”
The Invasion of Russia
The Patriotic War
 
The prolonged and brutal struggle between Europe's most formidable armies, French and Russian, fought on an unprecedented scale over vast expanses of territories whose sheer size, geographical complexity, and seasonal climatic extremes made the conflict episodic in nature. The campaign had revealed that Napoleon was not invincible, putting an end to his reputation as an undefeated genius. The war reduced the mighty French Grand Army (500,000 men) to a tiny fraction of their initial strength. Napoleon had foreseen what it would mean, so he fled back to Paris before word of the disaster became widespread. Sensing this, and urged on by Prussian nationalists and Russian generals, German nationalists revolted across the Confederation of the Rhine and Kingdom of Prussia. The decisive Leipzig campaign likely could not have occurred without the message the defeat in Russia sent to the rest of Europe. 
At the time of the invasion, Napoleon was at the height of his power with virtually all of continental Europe either under his direct control or held by countries defeated by his empire and under treaties favorable for France. No European power on the continent dared move against him. The 1809 Austrian war treaty had a clause removing Western Galicia from Austria and annexing it to the Grand Duchy of Warsaw. This Russia saw as against its interests as well as being seen as a launching point for an invasion of Russia. Tsar Alexander found Russia in an economic bind as his country had little in the way of manufacturing and being rich in raw materials yet being part of Napoleon's continental system denied it the trade that was its lifeblood for both money and manufactured goods. Russia's withdrawal from the system was a further incentive to Napoleon to force a decision
In an attempt to gain increased support from Polish nationalists and patriots, Napoleon in his own words termed this war the "Second Polish War" (the first Polish war being the liberation of Poland from Russia, Prussia and Austria), because one of the main goals of this war was the resurrection of the Polish state on the territories of Lithuania, Belarus and the Ukraine
While allies in name, France and Russia were never real friends. Russia's economy was being hurt by Napoleon Bonaparte's Continental System that banned trade with Britain and internal pressures forced Tsar Alexander to turn a blind eye to those who broke it. Bonaparte decided to bring the Russians back into line and gathered a Grande Armee of more than 500,000 men - including contingents from all France's allies - to frighten them. The implied threat did not work and the tsar ordered two Russian armies to protect the Motherland. Led by General Barclay de Tolly and General Bagration, the Russians retreated as Bonaparte's troops swarmed across the frontier on the River Niemen on 24 June. Combining at Smolensk, the Russian armies fought at Smolensk and Valutino, but the overall strategy was to trade space for time and continue to avoid a major battle with the French. Finally the retreat stopped some 110 kilometres west of Moscow. Now under the command of General Mikhail Kutusov, the Russians set up strong defensive positions for his 120,000 troops at Borodino and waited for Bonaparte's men to come on. They did so, 133,000 strong, and the fighting was brutal, even in Napoleonic terms, with little quarter being given. Although advised by Marshal Davout to manouevre around the defences and attack from another direction, Bonaparte threw his men into a series of bloody attacks on the Russian positions. At the end of the day - and at the cost of 44,000 Russian casualties and 30,000 French losses - the battle was indecisive, as Bonaparte withheld his Imperial Guard in a move that probably saved Kutusov's army from destruction. But, so far from friendly territory, Bonaparte said he could not take the risk.
Kutusov retreated again and the French occupied a burning Moscow - set on fire by the Russians themselves. Hoping for a Russian surrender that never came, Bonaparte waited in Moscow for five weeks - far too long - and then began what would become one of the greatest disasters in military history. Again ignoring good advice from Davout to take a different, better-supplied route to that they had advanced on, Bonaparte sent his men back to Smolensk through already-plundered territory. To make a bad situation worse, the snows came early in 1812 and the cold, together with hunger and Cossack attacks, doomed what had been one of the most impressive armies ever to be formed. Defended by a magnificent fighting rearguard led by Marshal Ney, the French struggled on. They were almost destroyed during the crossing of the River Beresina where a two-day battle to hold off the Russians allowed what was left of the army to limp across two fragile bridges. Bonaparte left the army on 5 December to return to Paris where a coup had been foiled and to raise another army. His troops dragged themselves on and on 7 December finally crossed the Niemen out of Russian territory. They had survived, but only 20,000 of them. For the invasion of Russia, Napoleon Bonaparte assembled the largest army seen in Europe. More than 650,000 men from France and its allies, backed by 1000 cannons, marched through Eastern Europe and into Russia ready to teach Tsar Alexander a lesson. Leaving behind more than 200,000 men on the border with Russia, the emperor advanced at the head of a 400,000-man army. The French troops were seasoned, confident men, while the Allies - who made up half of the force - varied in both quality and morale. They were men from Poland, Saxony, Italy, Bavaria, Hesse, Holland, Spain, Portugal, Westphalia, Wurtemberg, Baden, Switzerland, Croatia, Berg, Naples and Mecklenberg. There were even Austrians and Prussians among them. The preparations were nothing short of astounding as the French organised enough provisions to sustain an army of 400,000 men - and 150,000 horses - for 50 days.1500 wagons were needed to carry the load - some 20 million rations of rice and bread - and some 50,000 draft horses were used to transport the materials.

New Special rules
Allied Units
Allies can be included in any Empire force as a normal selection choice depending on what the selection is (you must try and fill the minimum choices first i.e. if you already have a French army and want some Spanish troops you need to take the 2 French Line and General first before other Spanish choices) or alternatively in any other list you may take some Empire choices. No restriction here but they are at 1.5x their normal cost and become Divisional options. If you have over 1500pts of allied units then you must take an allied commander as well as your minimum commander and he will take command of the Allied contingent for the rest of the game.
Allied units do not benefit from any special rules, motivation modifiers such as Hero of Spain from their Empire commanders (except for the +1 for general being within 16” etc and Emperor) and will only gain benefits from other similar national units ( +1 friendly unit within 6”) In all cases they still suffer the negative modifiers.
New Unit special rules
Skirmish Order - These units have been trained in both skirmishing and line drills because of a lack of man power and doctrine of using mass skirmishing to reduce casualties. Units with this skill can move in skirmish formation.



French Special Rules
Grande Armée – The French were at the height of their military power at the invasion of Russia their troops were all highly experienced and highly motivated. French units can ignore the first failed motivation roll in the game (even after re-rolls and inc fallback)
Imperial French Army
HQ: Brigadier General and Adjutant                           
Napoleon Bonaparte 
Nicholas Soult 
Marshal Ney
Emmanuel Grouchy

Core Battalions:
2+ Line Battalions                                                                            Steady Trained
Officer +
1 Company    100pts
2 Companies 130pts
3 Companies 180pts
Column Charge
Élan
Experienced Infantry ( points already included)

Include 1 Company of Grenadiers +65pts          Steady Veteran
Include 1 Light Company +65pts                         Steady Trained
Élan
Column Charge

Attach 1 Battery of Light Artillery  + 85pts        Steady Trained
Attach ½ Battery of Light Artillery + 50pts      Steady Trained
Élan

0-1 Grenadier Battalion
0-2 Light Infantry Battalions
0-4 Light Artillery Batteries                                                    

Elite Battalions:
0-1 Grenadier Battalion                                                          
Medium Cavalry Troop
0-1 Heavy Cavalry Troop                                              

Division Support:
Light Cavalry Troop                                                              
Medium Cavalry Troop                                                          
Heavy Cavalry Troop                                                               
Heavy Artillery

Allies
Spain, Portugal, Confederation of the Rhine, Austria, Prussia and Grand Duchy of Warsaw.
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                                            Russian Special Rules
Great Patriotic War – The Russia forces put a great effort into defeating the Grand armée. Fighting was fierce and costly for both sides. All Russian Troops are not affected by negative modifiers for enemy units within 6” or in combat with multiply units for all motivation tests.
Russian Army
HQ: Brigadier General and Adjutant                           
Kutusov + 65pts
Peter Bagration + 60pts
Tsar Alexander 
Mikhail Barclay de Tolly

Mikhail Illarionovich Kutusov
Tactic of Retreat – A Scorched earth policy taken over from De Tolly helped draw the over stretched French army into a major battle it could not win. An army commanded by Kutusov will always be the Defender in a Scenario. He can also deploy one Brigade or Troop 6” further forward than the normal deployment zone to defend his troops while they withdraw.
Willey old Fox – Years of fighting in countless theatres of war and holding high political office in Russian territories gave Kutuzov wisdom at the very least. Kutuzov is allowed to re-deploy D3 Brigades before the battle starts (including attachments)

Peter Bagration
Ferocious fighter – His determination and vigilance were his key attributes as a leader and inspired his men to fight even harder for Russia. A unit personally commanded by Peter can re-roll failed misses in combat on the initial charge only.
Gusto – One unit within 6” of Bagration can re-roll one failed dice roll a Turn (this can be any D6 shooting, combat, motivation)


Core Battalions:
Opolchenie Battalions                                                             Un Steady Conscript
Officer +
1 Company     40pts
2 Companies  50pts
3 Companies  60pts
Commander Falling
No Firearms

Include Musket Company +10pts
Poorly equipped

2+ Line Brigade                                                                    
0-4 Light Infantry Brigade                                                    
0-1 Grenadier Brigade                                                           
1-6 Light Artillery Batteries                                                       

Elite Battalions:
0-1 Grenadier Battalion                                                             
0-1 Medium Cavalry Troop                                                            
0-1 Heavy Cavalry Troop                                                                

Division Support:
Light Cavalry Troop  
2+Cossack Cavalry Troop
Medium Cavalry Troop                                                            
Heavy Cavalry Troop                                                                
Heavy Artillery Battery                                                      
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Confederation of the Rhine

HQ:
Brigadier General and Adjutant 75pts                                    Steady Trained
Military Discipline
Foreign Officer
Core Battalions:
2+ Line Battalions                                                                       Steady Trained
Officer +
1 Company      80pts
2 Companies 100pts
3 Companies 130pts
Military Discipline
Variable quality
Foreign Officer

Include 1 Company of Grenadiers +85pts                Steady Veteran
Include 1 Light Company +75pts                                Steady Trained
Military Discipline

0-1 Grenadier Battalion                                                                   Steady Veteran
Officer +
1 Company,    130pts
2 Companies, 150pts
3 Companies, 200pts
Military Discipline

Include 1 Light Company +100pts                             Steady Trained
Military Discipline

Attach 1 Battery of Light Artillery +100pts              Steady Trained
Attach ½ Battery of Light Artillery +85pts              Steady Trained

0-3 Light Infantry Battalions,                                                          Steady Trained
Officer +
1 Company,    150pts
2 Companies, 200pts
3 Companies, 250pts
Military Discipline
Rifles

0-6 Light Artillery Batteries                                                             Steady Trained
Full Battery 125pts
½ Battery      75pts
Massed Batteries






Elite Battalions:
0-1 Light Infantry Battalions,                                                           Steady Trained
Officer +
1 Company,     180pts
2 Companies, 200pts
3 Companies, 250pts
Upgrade Battalion to Jaegers +150pts* 
Military Discipline
Rifle
Jaeger*
Only if upgraded*

Division Support:
Light Cavalry Troop                                                                             Steady Trained
1 Squadrons,   50pts
2 Squadrons,   70pts
3 Squadrons, 100pts
Cossacks



Medium Cavalry Troop                                                                        Steady Trained
1 Squadron,   100pts
2 Squadrons, 140pts
3 Squadrons, 180pts

Attach 1 Horse Artillery Battery +100pts                     Steady Trained
Attach ½ Horse Artillery Battery + 75pts                    Steady Trained

Heavy Cavalry Troop                                                                           Fearless Trained
1 Squadron,   180pts
2 Squadrons, 225pts
3 Squadrons, 250pts

Heavy Artillery Battery,                                                                          Steady Trained
Full Battery 280pts
½ Battery    225pts
Upgrade 1 battery to howitzers +150pts
Massed Batteries
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Grand Duchy of Warsaw

HQ:
Brigadier General and Adjutant 80pts                                   Steady Veteran
Military Discipline
Prince Poniatowski + 100pts

Great leader – Poniatowski was the only non French officer to be promoted to Marshall by Napoleon. Although he never survived the Napoleonic Wars he proved he was a very capable campaign commander. Polish units can re-roll motivation checks within 12” or add +1 to hit in combat if he personally leads them!
Campaign Commander - He was the commander in chief of the Polish army he was in charge second only to Napoleon. He needed to know what he was doing on a campaign. Poniatowski can choose the Scenario and if he ends up being the Defender he may add +1 to a pre game roll (weather, choose side etc)


Core Battalions:
3+ Line Battalions                                                                         Steady Trained
Officer +
1 Company       80pts
2 Companies 110pts
3 Companies 150pts
Military Discipline
Skirmish order

0-4 Light Infantry Battalions,                                                     Steady Veteran
Officer +
2 Company,    100pts
2 Companies, 150pts
3 Companies, 200pts
Light Infantry
Military Discipline

1+ Uhlan Cavalry Troop                                                                Steady Veteran
1 Squadrons,   90pts
2 Squadrons, 110pts
3 Squadrons, 140pts
Lances

Elite Battalions:
0-1 Dismounted Vistual Legion Battalion*                             Fearless Trained
Officer +
1 Company       80pts
2 Companies 110pts
3 Companies 150pts
Military Discipline
Skirmish order

0-1 Vistual Heavy Cavalry Troop*                                               Steady Veteran
1 Squadrons, 100pts
2 Squadrons, 180pts
3 Squadrons, 250pts
Lances
Royal/Imperial Guard
*May have one if you have 1 Line and 1 Uhlan over the normal minimum


Division Support:
Medium Cavalry Troop                                                                Steady Trained 
1 Squadron,   130pts
2 Squadrons, 165pts
3 Squadrons, 200pts

0-3 Light Artillery Batteries                                                          Steady Trained
Full Battery 125pts
½ Battery      75pts
0-2 Horse Artillery Batteries                                                        Steady Trained
Full Battery 150pts
½ Battery     100pts
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Italy and Naples
HQ:
Brigadier General and Adjutant 50pts                                    Steady Trained
Eugene Beauharnais + 50pts
Eugene Beauharnais honest, brave, loyal and generous, Eugene Beauharnais was very close to his stepfather Napoleon Bonaparte and regularly went to war with him. He became a general in 1804 and, in rapid succession, a prince of the empire and Viceroy of Italy
Respected – Troops liked Eugene for his care for their lives and his un-aristocratic views of war. Troops within 8” gain additional +1 motivation for fallback rolls
Technical skill


Core Battalions:
2+ Line Battalions                                                                        Steady Trained
Officer +
1 Company      80pts
2 Companies 100pts
3 Companies 130pts
Column Charge


0-3 Light Infantry Battalions,                                                     Steady Veteran
Officer +
1 Company,    100pts
2 Companies, 150pts
3 Companies, 180pts
Light Infantry

0-4 Light Artillery Batteries                                                        Steady Trained
Full Battery 125pts
½ Battery      75pts
Massed Batteries





0-3 Grenadier Battalion                                                                Steady Veteran
Officer +
1 Company    150pts
2 Companies 180pts
3 Companies 220pts
Column Charge
Imperial Guard

Include 1 Light Company +100pts                           Steady Trained
Attach ½ Battery of Light Artillery +65pts            Steady Trained

Elite Battalions:
0-2 Medium Cavalry Troop                                                           Steady Veteran 
1 Squadron,   130pts
2 Squadrons, 165pts
3 Squadrons, 200pts
Upgrade to Imperial Guard +100pts*
Imperial/ Royal Guard*

Division Support:
 0-4 Light Cavalry Troop                                                                  Steady Trained
1 Squadrons,   85pts
2 Squadrons, 100pts
3 Squadrons, 125pts

0-2 Medium Cavalry Troop                                                            Steady Trained 
1 Squadron,   130pts
2 Squadrons, 165pts
3 Squadrons, 200pts

Attach ½ Horse Artillery Battery + 50pts               Steady Trained

0-5 Heavy Cavalry Troop                                                                Steady Veteran
1 Squadron,   200pts
2 Squadrons, 250pts
3 Squadrons, 300pts
Imperial/ Royal Guard




Mission: Fighting Withdrawl
Overview:
The enemy are to strong and you must lure them into a better prepared position were you can stand a chance of defeating them. Without loosing you army in the process you must fallback after giving the enemy a bloody nose, making them pursue you in the belief of destroying you only to be destroyed themselves.

Special Rules: 
Defender: Withdrawl
Attacker: Pursuit  

Withdrawl: The player may remove as many units as he likes from his own table edge. A unit that moves fully over their own deployment zone may be removed from play and grants the player 2VP, 1VP if the unit is below 50% of its starting size.

Pursuit: This acts like a reserve roll but it happens from turn 2. When moving on though the unit cannot double move either.

Objectives:
Attacker: Destroy your enemy utterly and don’t let them escape to fight another day. The war ends here with one final battle

Defender: You are not ready to fight such a powerful enemy, but your forces are working on drawing the enemy in and destroying them utterly and then launching your own attack.

Deployment:
The Attacker places 2 Objectives in the Defender’s half of the table, at least 16” apart and 8” from a table edge or centre spot.
The defender places his whole Brigade 16”onto the table from the Attacker side
The attacker places no units on the table. 
Role to see who gets the first turn.




Game-Length:
The Game lasts until one Brigade is destroyed or one objective is captured, or half the Defenders Brigade has moved off their side of the table.
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