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Introduction

Borodino is a tactical game simulation, on a divisional scale, of the
great battle fought outside Moscow during Napoleon's invasion of
Russia, 1812. The battle of Borodino (5 through 7 September,
1812) was the last time in Russia that Napoleon was able to assem-
ble enough forces to attempt a decisive battle. He failed, and this
began his decline as Master of Europe that was to end at Waterloo
nearly three years later.

Borodino has four distinct games included in it. There are three
daily battles, for each day that the battle raged: the 5, 6 or 7 Sep-
tember. There is also a Grand Bartle game combining all three days
into one large game.

Game scale

Each hexagon on the Borodino mapsheet represents 400 meters of
ground from side to side. Each Game-Turn equals an hour real
time. The units represent the actual divisions of infantry and cav-
alry, except for certain units which were too large or small to repre-
sent as divisions.

Game Length

The Game Length varies according to the particular battle you are
playing; basically each day of battle is divided into the hours from
0600 (sun up) to 1900 (sundown).

GAME EQUIPMENT

The Map — The Map depicts the area around the Russian city of
Borodino where the actual battle was fought. A hexagonal grid has
been superimposed on the map to facilitate movement and position-
ing of the Playing Pieces. Movement and Combat are affected by
the terrain on the map as outlined and explained op the Terrain
Effects Chart The individual hexagons will hereafter be referred to
as "hex.

Cases:
(A) The following types of terrain features appear on the map:

1. Woods-hexes (blocks movement of units);

2. Town-hexes (amplifies the defensive strength of occupying
units);

3. Road-hexes (allow passage through otherwise impassable
wood-hexes);

4. River-hexsides (blocks all Zones of Control and movement
through them except at fords, bridges, and roads);

5. Bridge-hexsides (permit movement across rivers, reduces
attacking Combat Strength);

6. Ford hexsides (permit movement across rivers at a penalty,
reduces attacking Combat Strength);

7. Redoubt-hexes (increase defensive strength of occupying
units, may also attack).

8. Stream-hexsides (may be crossed at a penalty, does not
affect combat);

(B) A given hex is considered to be a specific type of terrain if any
or all of a specific terrain symbol appears in the hex.

(C) The names on the map are provided for historical color and
have no effect upon play.

The Playing Pieces — The Playing Pieces represent the actual
military units that took part in the actual battle. The numbers and
symbols on the pieces represent the strength, movement-capability,
and type of military unit simulated by that particular playing piece.
Playing pieces will henceforth be referred to as units".

Unit Size (Division) % [C3 Unit identification
M 10 mts on the game play)
Unit Type (Infantry)
-4
Combat Strength /6 4 Movement allowance (MP)

DEFINITION OF TERMS

Combat Strength is the relative strength of a unit with regards to
attack and defense, expressed in terms of Strength Points.

Movement Allowance is the 'maximum number of hexes which a
unit may be moved in a single Movement Phase, expressed in
terms of Movement Points (MP) one Movement Point is expended
for each hex entered.

Game Charts and Tables

Various visual aids are provided to simplify and illustrate certain
game functions. These are the Combat Results Table, the Terrain
Effects Chart, the Initial Forces chart and the Turn Record/
Reinforcement Chart. Explanations accompany the charts where
they appear.

TURNS OF PLAY

General Rule:

The game is played in turns. Each complete Game-Turn represents
one hour of elapsed time. The game is ten Game-Turns in length.
Each Game-Turn consists of two Player-Turns:

1. First the French Player-Turn;
2. Then the Russian Player-Turn.

Each Player-Turn is divided into two separate phases:

a. The Movement-Phase
b. The Combat-Phase

Procedure:
The sequence of play is as follows:

Step 1. During the French Movement Phase, the French Player
moves his units as desired,

Step 2. During the French Combat Phase, the French Player exe-
cutes any and all attacks against the Allied Player's units.

Step 3. During the Russian Movement Phase, the Russian Player
moves his units as desired;

Step 4. During the Russian Combat Phase, the Russian Player
executes any and all attacks against the French Player's units.

Step 5. The Players indicate the passage of one complete Game-
Turn on the Time Record.

Players repeat Steps 1 through 5 until one player wins or until the
tenth turn is completed at which point the game is finished.

Cases;

No combat takes place during the Movement Phase of a Player-
Turn.

No movement takes place during the Combat Phase of a Player-
Turn (except as directed by the Combat Resolution Table).

No Russian movement or attacking takes place during the French
Player-Turn and vice-versa.

Setting Up The Game

There are three Deployment maps which show the placement of
units for the beginning of the game. All indicated units east of the
Front Line are Russian, and all west of the Front Line are French.
Players place their units on the properly marked hexes according to
the Combat Strength, Movement Allowance and unit type. The unit
designations of the units are not important, and they need not be
placed on the Deployment sheets in an historical manner.

MOVEMENT

General Rule:

During the Movement Phase of his turn, a Player may move as
many or as few of his units as he desires, moving them in any direc-
tion or combination of directions.

Procedure:

Units are moved by counting s
each hex that the unit enters as | | [ —
the expenditure of one Move- [ L___. )
ment Point out of that unit's total \
Movement (point) Allowance.

For example, a unit with a Move-

ment Allowance of FOUR, could

move as much as four hexes in a single Movement Phase.

Cases:
No Enemy movement is allowed during Friendly movement.

No attacks, Enemy or Friendly, take place during the Movement
Phase of a Player's turn.

Each hex moved into by a unit costs that it Movement Points. A unit
may not expend more Movement Points in any given Player-Turn
than its total Movement Allowance. Basically, all hexes cost one



Movement Point to enter. However, it costs unit two additional
Movement Points to cross river through a ford hexside. Rivers may
be crossed through bridge hexsides without penalty. Rivers may not
be crossed at other than fords or bridges. (See the Terrain Effects
Chart) Stream hexsides may be crossed anywhere; however, to
move through a Stream hexside costs one additional Movement
Point, except when crossing on a road.

Movement from hex-to-hex must be consecutive, that is to say, a
unit may not skip hexes

Units may move through hexes occupied by Friendly units. They
may NOT move through or to hexes occupied by Enemy units.

Units may NOT finish their Movement Phase in the same hex as
other units (Enemy or Friendly). In other words, Players man NOT
place more than one unit in a given hex.

Units which enter the Zone of Control of Enemy MUST STOP. They
may NOT travel through an Enemy controlled hex nor may they
leave an Enemy controlled hex once they enter it. Of course once
the Enemy unit(s) exerting the zone of Control upon that hex is
destroyed or retreated as a result of combat, the hex is no longer an
enemy controlled hex and the friendly unit may leave.

Units beginning their Movement Phase in an Enemy Zone of Con-
trol MAY NOT MOVE AT ALL during that Movement Phase.

In any given turn a Player may choose to move NONE, SOME or
ALL of his units (consistent with the rules regarding Zones
of control). Units maybe moved LESS than their total Movement
Allowance, but they may NEVER be moved MORE than their Move-
ment Allowance in any one turn.

The only Woods-hexes that may be entered by any unit are those
traversed by Roads. Such hexes may only be entered from the
direction in which the road enter and exit Woods/Road-hexes by
traveling along the road leading into and out of the woods. Move-
ment in non-road Woods hexes is not allowed.

Once e unit has been moved, and the Player's hand is taken from
the piece, it may not be moved any further during that Player-Turn,
nor may it change its move without the consent of the opposing
Player.

Movement Points are NOT transferable from unit to unit, nor may
they be accumulated from turn to turn.

ZONES OF CONTROL

General Rule:

Every unit "controls" the six hexagons directly
adjacent to the one it occupies, with respect to
enemy movement and combat.

Cases:

(A) All units exert a Zone of Control at all times, whether or not it is
Player’s turn.

(B) Friendly units are not inhibited in any way by the Zone of Con-
trol of other Friendly units.

(C) Friendly units may enter the Zones of Control of Enemy units
(i.e. they may move adjacent to Enemy units) but they may not
move through an Enemy controlled hex. In other words, they must
stop upon entering the first enemy controlled hex that they encoun-
ter.

(D) Once in an Enemy controlled hex, a Friendly unit may NOT
move out of that hex until the Enemy unit is either destroyed or
retreated as result of combat, or until the Friendly unit itself is forced
to retreat as a result of combat.

(E) More that one unit may exert a Zone of Control over the same
hex.

(F) The overlapping of Zones of Control between non-adjacent units
of opposing armies has no effect upon those units; only when the
units themselves are actually in each other's Zones of Control does
the Zone of Control rule apply.

(G) Zones of Control affect adjacent opposing units mutually. That
is to say, neither unit can leave the presence of the other unit until
one of the units is destroyed or retreated as result of combat.

(H) Zones of Control do not tend through river hexsides but they do
extend through Stream hexsides. Zones of Control also do not ex-
tend across bridges or fords crossing a river hexside

(I) Zones of Control do extend into and out of Woods/Road hexes

even through hexsides through which movement is restricted. Thus
a unit in a Woods/Road hex may attack and may be attacked by
adjacent Enemy units even through a non-road hexside. In such
instances, however, Advance after Combat option may not be exer-
cised except along roads.

COMBAT

General Rule:

Combat is resolved by comparing the total Combat Strength of the
attacking unit(s) to that of the adjacent defending unit(s). The com-
parison is stated as a probability ratio: Attacker's Combat Strength
to Defender’s Combat Strength. The ratio is simplified to conform to
the odds given on the Combat Resolution Table (the ratio is always
rounded off in favor off the defending unit(s) if it does not exactly
conform to the ratios given in the table). A die is rolled (by the At-
tacking Player) and the result is read from the appropriate line of
the table. The Attacking Player IMMEDIATELY takes the action
indicated on the table before going on to resolve any other attacks
he may be executing during that Combat Phase.

Example:

Two French Infantry units (with a combined / \
strength of EIGHT Combat Strength Points) attack 4§4=
one Russian Cavalry unit (Combat Strength of i

THREE). The odds of the attack are EIGHT-to-
THREE which are then simplified (and rounded off E

in favor of the defender) to an adds-situation of \ |44
TWO-to-ONE. The French Player rolls the die and

looks at the results given under the 'TWO to ONE" column on the
line indicated by the die-roll number. The result indicated takes
effect IMMEDIATELY.

Cases:

(A) To engage en Enemy unit in combat, the attacking unit(s) must
be adjacent to that Enemy unit during the Combat Phase of the
Attacking Player's turn. (Exception: see ARTILLERY RULE);

(B) ALL Enemy units to which there are Friendly units adjacent
MUST be attacked in the Combat Phase of those Friendly units.

ALL Friendly units which are adjacent to Enemy units MUST partici-
pate in an attack during the Combat Phase of the Player's turn.

(C) The Attacking Player has the choice of resolving his attacks in
any order he wishes as long as ALL adjacent Enemy units are at-
tacked. The Attacking Player may are chose which attacking units
will attack which defending units as long as All of his units which are
adjacent to Enemy units participate in an attack.

(D) No defending may be attacked more than once per turn, nor
may any at attacking unit attack more than once per turn.

(E) More than one attacking unit may participate in an attack
against a single defending unit as long a all the attacking units are
adjacent to the defender. The Combat Strengths of the attacking
units are totaled into one combined Combat Strength and then com-
pared to that of the defending unit in order to determine the odds.

(=)
(=)

(F) A single attacking unit may make an attack
against two o more defending unite to which it is
adjacent. The Combat Strengths of the defenders /| g
are totaled into one combined Strength to which the
at-tacking one unit compares its Strength to deter-
mine the odds.

(G) Players may deliberately make attacks at poor odds in order
that adjacent attacks against other defenders may be made at
higher odds (by allotting most of the attacking force to the major
objective). Such "suicidal" attacks are euphemistically called
"diversionary attacks."

(H) Whenever, as a direct result of combat, an Enemy unit is thrown
back (retreated) or removed from play (eliminated), the victorious
unit may advance into the hex formerly occupied by the
defeated force. The option to advance is exercised IMMEDIATELY.
The advance may be made even if f the advancing unit is still in an
Enemy unit's Zone of Control. Retreating and advancing due to
combat is not considered as part of regular Movement and is not
counted as an expenditure of Movement Points.

(I) The Combat Strength of a unit must be used as an integral
whole. That is, it may not split in order to apply some Strength
Points to one attack and some to another.

(J) Units defending in Towns DOUBLE their strength (on defense).



Example: A unit with a basic strength of FOUR Combat Points
would defend (in a Town hex) as if it had a strength of EIGHT Com-
bat Points.

(K) Units may move and attack across River hexsides only at Fords
and Bridges crossing the river, with half of their Combat Strength,
as outlined on the Terrain Effects Chart. Stream hexsides have no
effect on Combat. Exception: See Artillery units rules.

RETREAT AND ADVANCE AS A RESULT OF COMBAT

When units are forced to retreat, the victorious player decides in
which direction they will be retreated, within the following restric-
tions: Units may not retreat into Enemy Zones of Control, off the
map, into non-Road Woods, or into Enemy-occupied hexes. If no
path of retreat is open to the retreating unit (aside from the forbid-
den hexes described above) then the retreating unit is ELIMI-
NATED and immediately removed from the map.

Displacement: if the only safe hex (i.e., not blocked as above)
available to the retreating unit iswhich is already occupied by one
another, uninvolved, Friendly unit, then the uninvolved unit is dis-
placed (pushed out of its hex) by the retreating unit. The uninvolved
unit is moved back (by the victorious Player) as if it were retreating,
and its position is taken by the retreating unit. The displaced unit
itself may not be forced into Enemy units or Zones of Control or
woods. If the displacement would cause the uninvolved unit to be
eliminated in this fashion, the retreating unit is instead eliminated
and no displacement takes place. Displaced units can themselves
displace other Friendly units in a sort of chain reaction of displace-
ment, if that is the only safe path of displacement open to them.
Artillery units which are displaced, and have not yet engaged com-
bat during that Combat Phase, may not fire in that Combat Phase.
Units may not be forced to displace other Friendly units if they have
other paths of retreat open to them.

OPTIONAL ADVANCE: Whenever a hex is vacated as a result of
combat, the victorious unit responsible for the Enemy elimination or
retreat may advance into the vacated hex. This may be done even if
the victorious unit is still in an Enemy Zone of Control and/or if the
vacated hex is in an Enemy Zone of Control. The option to advance
must be exercised immediately. A unit is never forced to advance. A
unit may never advance more than one hex as a result of combat.
Advances are not counted as regular Movement and therefore ex-
pend no Movement Points.

Advances are useful in cutting off the line of retreat of Enemy units
whose combat has yet to be resolved. Advancing units may not
participate in another attack or defense in the Combat Phase in
which they advance, even if their advance places them next to En-
emy units whose battles are yet to be resolved.

ARTILLERY

General Rule:

Unlike Infantry and Cavalry units, Artillery units may par-
ticipate in attacks by bombarding the defending unit. Artil-
lery bombards a unit from two hexes distance. Artillery
units must participate in combat when adjacent to oppos-
ing units. In other words, artillery may participate in two
types of attack, depending on their distance from the defending unit
(adjacent or two hexes distant). Unlike other units, Artillery units are
never destroyed or forced to retreat when bombarding a unit, al-
though they are affected by all combat results when they are adja-
cent to the unit being attacked.

Procedure:

Determine the odds of the attack in exactly the same fashion as any
other attack. All results are applied in the same fashion, except that
bombarding Artillery units (i.e., units firing from a range of two
hexes) are not affected by combat results. Thus, if an "Exchange"
were the result in an attack solely by bombarding artillery, the de-
fending unit would be eliminated, but the bombarding units would
not be affected. Of course, other units
cooperating with the bombarding Artil-
lery units from an adjacent position lin-
cluding adjacent artillery units) would be
affected by combat results, and they
would suffer the effects of an
"Exchange" result.

=
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Cases:

(A) Artillery units may attack Enemy units which are two hexes
away, but they are never forced to attack an Enemy unit merely

because it is within two hexes. Artillery units must participate in
attack if they a adjacent to an Enemy unit, although they would not
necessarily have to attack the adjacent unit: other Friendly unit
could attack the adjacent Enemy unit, while the Artillery unit would
be free to bombard another Enemy unit two hexes away. This might
only be done if there were another Enemy unit within two hexes.

(B) Artillery units may attack alone, concert with other Atrtillery units,
or in concert with Infantry and/or Cavalry units. Artillery units may
combine attacks from adjacent positions, and in the bombardment
role of two hexes distant.

(C) When an attack fails, bombarding artillery (i.e., attacking from
two hexes distant) suffer no ill effects: they are never destroyed or
retreated as a result of their own failed attacks. Artillery units attack-
ing from an adjacent position and in an Enemy Zone of Control
must suffer all the combat results of their attacks. Bombarding Artil-
lery units may voluntarily elect to suffer an "Attacker Retreat" com-
bat result. When cooperating with other, non-artillery units, these
other units always suffer all combat results, no matter what the
distance of the attacking artillery.

(D) Artillery units may only attack a single unit when bombarding;
when attacking from an adjacent position, artillery units may attack
as many units as they are adjacent to.

(E) When artillery units themselves are attacked, they suffer all
combat results as do all other units. Artillery units may not use their
two-hex range in a defensive situation.

(F) Artillery units may fire over other intervening units (Enemy or
Friendly) and Town hexes in order to attack from two hexes distant.
Artillery may not fire over Woods hexes to attack Enemy units two
hexes away.

(G) When a unit is destroyed or retreated by attacking artillery
which is not adjacent to the defender, the attacking artillery may not
advance.

(H) Artillery units attacking across Ford and Bridge hexsides, or
River hexsides, do not have their combat strength halved.

(I) Artillery units may not fire, at any
range, into or through woods or
woods/road hexes. The woods are
considered to block the artillery fro
firing into or through them. However,
if artillery, when firing a two hexes
range, has two equidistant, alternate
path of hexes to fire through one of
which is blocked, and the other not, it
may fire at the target hex

Fire not blocked

RUSSIAN REDOUBTS STRENGTH
General Rule:

Redoubt hexes have intrinsic Combat Strength
which may only be used when attacking the
three gray colored hexes adjacent to the Front
hexsides, or when being attacked from those
hexes. Additionally, a Friendly unit in a re-
doubt hex is doubled for defensive purposes when attacked solely
through these Front hexsides.

5

Intrinsic
Strength

Cases:

(A) Only Russian units may benefit front being in a redoubt. French
units never receive any benefit from these hexes.

(B) French units may only move through a Front hexside of a re-
doubt hex as a result of combat. They may never move through
them during a Movement Phase.

(C) Redoubts have a Zone of Control (the
same as any combat unit) which extends
solely to the three hexes adjacent to the
Front hexsides. French units must stop
movement when entering these hexes, may
not move out of them voluntarily, and must
attack a unit or redoubt when in this Zone of
Control.



(D) Redoubts may freely be entered by the French player from the
rear if no Russian units is in the redoubt (i.e., through the non front
hexsides). The redoubt hexes have not Combat strength oriented
towards the rear.

(E) Russian units defending in the redoubt when attacked solely
through the Front hexsides of the redoubt, have their Combat
Strength for defensive purposes doubled. In addition to this, the
intrinsic Combat Strength of the redoubt is added onto the doubled
Combat Strength of the unit in the redoubt. This is a unitary
Strength, which may not be split, i.e., the combined strength must
be attacked in total.

(F) When a redoubt with a unit in it is attacked solely from the rear,
exclusively through the non Front hexsides, the unit is not doubled,
nor is the intrinsic Combat Strength of the redoubt added in.

(G) When a unit redoubt is being attacked both through a Front
hexside and a non-Front hexside in combination, the unit is not
doubled, but the intrinsic Combat Strength of the redoubt is added
onto that of the unit in the redoubt.

(H) Artillery attacks against units in a
redoubt or the redoubt itself are han-
dled in the same fashion as attacks
by infantry and cavalry, whether firing
at a distance of one or two hexes. If
the artillery unit is firing through a
Front hexside, any Russian unit in
the redoubt is doubled for defensive
purposes. If it 'is firing through the
rear, the unit in the redoubt is not doubled. If the path of fire bisects
two hexes (see diagram) and passes through a hex corner joining a
Front and non-Front hexside, the unit is considered to be firing
through a Front hexside. The only different way that an artillery unit
functions is that it may attack a redoubt hex without a Russian unit
in it through a non Front hexside; this will occasionally be useful for
making a diversionary attack.

(I) When attacking a Russian occupied redoubt, the intrinsic
strength of the redoubt is added to the Combat Strength of the de-
fending unit to produce a combined Defense Strength. Redoubts
may only be attacked by themselves when no Russian unit is in
occupation. When a Russian occupied redoubt attacks a single
Enemy unit, the intrinsic redoubt strength is added to the occupying
unit's Combat Strength to produce a combined Attack Strength. A
redoubt and a Russian occupant unit may attack differing Enemy
units, in which case their Combat Strengths are not combined.

(J) How To Destroy Redoubts: Redoubts are never affected by any
combat results. They may not "retreat", nor may they "advance"
after combat. They are not destroyed in the same manner that units
are eliminated. However, when a combat result is inflicted on the
redoubt which, if it were a unit, would result in permitting the at-
tacker to advance, the attacker may advance after combat into the
redoubt hex, even through a Front hexside.

If a French unit enters a redoubt, the redoubt loses its Zone of Con-
trol and its intrinsic Combat Strength until the French unit is either
retreated or eliminated. During this period the redoubt may not at-
tack and exerts no Zone of Control. If at the end of any Russian
Player- Turn, there is a French unit in a redoubt hex, that redoubt is
considered destroyed. Place a Destroyed marker on that hex to
indicate this. Thereafter, the redoubt hex is treated as a normal
clear terrain hex. If recaptured by the Russian Player after being
destroyed by a French unit, the redoubt is still considered de-
stroyed. Once destroyed, this effect is permanent. (Exception: see
Night Movement rule for Grand Battle Game).

DESTROYED MARKER

If at the end of any Russian Player Turn, there is a

French unit in a redoubt hex, that redoubt is considered

destroyed. Place a Destroyed marker on that hex to indi-

cate this. Thereafter the redoubt hex is treated as any

other clear hex terrain. If recaptured by the Russian
player after being destroyed by a French unit, the redoubt is still
considered destroyed. Once destroyed this effect is considered
permanent (Exception: see night movement rules for grand battle
game).

HOW TO WIN: The Victory Conditions

Each of the Daily battle games and the Grand Battle game have
their own conditions for winning. See the particular scenario to dis-
cover how to win.

OPTIONAL RULES

An optional rule is one which would be considered bothersome by
most Players, but that has considerable "realistic" merit. Basically it
is not necessary, nor even desirable to interfere with the smooth
flow of the Standard game with a relatively complicated rule, but it is
included for those who may wish to further simulate the actual re-
strictions of the battle. The rule is, of course, purely optional, and
Players are encouraged to play the game both with and without the
optional rules.

Imperial Guard rule

Commentary: during the battle of Borodino, both the French and
the Russians were very reluctant to commit their respective Imperial
Guards into battle. Both sides regarded [and quite rightly so] these
troops as a corps d’elite. The Russians desired to maintain theirs as
reserve to block French pursuit in case of defeat. Napoleon envi-
sioned his Guard as his life insurance in case of a defeat in the
midst of Russia. Both sides had roughly one-fourth of all their
strength tied up in these massive elite formations. These Guards
had suffered the least in the campaign up to that point. Only very
few of the Guard units were actually engaged in the battle.

General Rule:

The Guard units of each Player, as indicated on the Set up and the
Turn Record/Reinforcement Chart, are restricted in their ability to
move by the nearness of Enemy units. The Imperial Guard Rule do
not apply to the following units:

French: ltalian Guards 7-4; Hessian Guard/Legion of the Vistula 6-4
Russian: 1th Moscow Militia 3-3; 2nd Moscow Militia 3-3
Cases:

(A) No Guard unit, whether French or Russian, may deliberately
move within four hexes of an opposing Player's unit, unless it has
been released.

(B) Guard units may gain their freedom to move with respect to the
Enemy by being released They may be released in either of two
ways:

1. If an Enemy unit moves to within three hexes of a Guard unit,
that Guard unit considered to have been released, i.e., it is
thereafter free to move anywhere on the map that the Player
wishes, regardless of the distance of Enemy units.

2. After the first fifteen Combat Points of losses suffered by a
Player, he may voluntarily release any one of his Guard units,
which is thereafter free to move anywhere the map. For every
ten Combat Point losses suffered by a Player after the initial
fifteen, another Guard unit may be released. This applies to
both Players with respect to their own unit losses and Guards.

(C) In the case of the French Guard, there is one exception to the
rule that the priority of which units are released first is at the discre-
tion of Player: The 11-4 French unit (the Old Guard) must be the
last French Guard unit released. In no other way are either of the
Players inhibited as to the order of releasing Guard units.

Additional Forces

Commentary: The Russians were mobilizing city militias at the time
of the battle. The first of these contingents, the Moscow Militia, was
present for the battle. There were an additional 68,000 men coming
from Moscow. Though poorly-armed (some carried pikes) and ill
trained, they would have been of some use.

Cases:

(A) This rule may only be used when playing the Grand Battle
Game.

(B) Beginning on Game Turn 11, and for every Game-Turn up to
and including 21, the Russians receive one 3-3 Infantry unit each
Game Turn from the east side of the map. There are a total of
eleven of these.



SCENARIOS

How to use the scenarios

Each of the four scenarios detail the Set-up to use, what period of
the Reinforcement Chart to use, and the Victory Conditions for the
particular scenario, as well as the Game-Length. There is also a
brief historical commentary.

In all four scenarios reinforcements are placed on their respective
entry hexes as called for on the Reinforcement Chart. Placing en-
tering units on the proper entry hex requires no expenditure of
Movement Points. If enemy units are in occupation of Friendly rein-
forcement entry hexes at the time such reinforcements are called
for on the Reinforcement Chart these reinforcements enter on the
nearest map-edge hex not in an Enemy Zone of Control.

5 September, Battle Game

The combined Russian armies had rendevoused in front of Mos-
cow, 120,000 men strong, to block Napoleon's advance on the
ancient capital of Russia. They were under the old war hero's com-
mand General Kutusov, recently recalled from retirement The Rus-
sian armies began to turn an already excellent defensive defensive
position into an impregnable one by the construction of strong re-
doubts, i.e., fortified positions of longs, trenches, and dug-in artillery
pieces. About noon the French vanguard under the command of
Marshal Murat moved onto the map, and began assaulting the most
forward redoubt at Schevardino. For unknown reasons, Kutusov
thought that the French main assault would come across the steep
banked Kalotchka river, where he tied up the bulk of his troops
before slowly realizing the danger to his left flank. Too late, for the
advanced position at Schevardino had fallen, and the rest of the
French army was advancing. Kutusov had missed his sole chance
to defeat the French army in detail.

Russians Initial Set-Up :

V Corps (Guards): 1G Inf. Div. (10-4) in 2313; 2G Inf. Div. (10-4)
in 2414; 3G Inf. Div. (2-4) in 2319; 1G Cav. Div. (4-5) in 2312; 2G
Cav. Div. (3-5) in 2413; Art (7-3) in 2412.

Il Corps: 1G Inf. Div. (6-4) in 1311; 3 Inf. Div. (5-4) in 1210; Art (4-
3)in 1310.

VIIl Corps: CG Inf. Div (7-4) in 3117; 2G Inf. Div. (6-4) in 3218; 12
Inf. Div. (5-4) in 3018; Art (5-3) in 3116.

VIl Corps: 26 Inf. Div. (4-4) in 3122; 27 Inf. Div. (5-4) in 3224; Art (2
-3) in 3222.

VI Corps: 7 Inf. Div. (5-4) in 2215; 24 Inf. Div. (4-4) in 2316; Art (3-
3)in 2315.

IV Corps: 22 Inf. Div. (4-4) in 1812; 23 Inf. Div. (4-4) in 1913; Art (3-
3)in 1912.

Il Corps: 4 Inf. Div. (5-4) in 1610; 17 Inf. Div. (5-4) in 1710; Art (3-3)
in 1709.

Cos Cav. 3 x (1-6) in 1506; 1507; 1607.
Mil. Inf. 2 x (3-3) in 3110; 3111.

Was Cav. Div. (1-5) in 3115; Siw Cav. Div. (2-5) in 2924; Phl Cav.
Div. (2-5) in 2723; Kor Cav. Div. (2-5) in 2110; PIt Cav. Div. in
2111; Uvr Cav. Div. in 2211.

Only Russian units are depicted, as no French have arrived.

Reinforcement Chart: 5 Sept., Game--Turns 1 through 8.

Victory Conditions: The Player who occupies the Schevardino
redoubt hex at the end of the game is the winner.

Special rules: The Russian Player may not move any of the units
north of the Great Redoubt until 15.00. Beginning on 15.00, the
Russian Player may begin moving one unit per Game-Turn. Once a
unit has begun moving, it may continue. Thus on 15.00, the Rus-
sian Player may move one of the frozen units, on 16.00 he may
move that one plus another one, etc.

6 September, Battle Game

On this day, the remainder of the French armies arrived on the
battlefield, bringing their total strength up to 135,000 men. The Rus-
sian Kutusov was still slow to realize the peril of his left flank for his
concern with the Kalotchka front. But the French too were slow to
realize what was happening in in the Russian minds, and Napoleon
preferred to assemble. all of his troops and reconnoiter the Russian
positions. Thus the day passed without any serious fighting. Mean-

while Napoleon planned.
French Initial Set-Up :

V Corps: 16 Inf. Div. (4-4) in 3928; 18 Inf. Div. (4-4) in 4028; Cav.
(2-5) in 3828; Art. (4-3) in 4029.

IC Corps: 3 x (2-5) Cav. Div. in 3524; 3624; 3625.

llIC Corps: 1 x (1-5) Cav. Div. in 3626; 2 x (2-5) Cav. Div. in 3526;
3627.

| Corps: 2 Inf. Div. (7-4) in 3322; 4 Inf. Div. (5-4) in 3321; 5 Inf. Div.
(4-4) in 3222; Cav. (2-5) in 3324 Art. (7-3) in 3423.

Il Corps: 10 Inf. Div. (6-4) in 2922; 11 Inf. Div. (6-4) in 3022; 25 Inf.
Div. (3-4) in 3023; Cav. (2-5) in 3123; Art (5-3) in 3122.

IV Corps: 1 Inf. Div. (7-4) in 3224; 3 Inf. Div. (5-4) in 3324; Cav. (2-
5) in 2525.

VIl Corps: 23 Inf. Div. (2-4) in 2825; 24 Inf. Div. (2-4) in 2924; Cav.
(1-5) in 2824; Art (2-3) in 2925.

Russians Initial Set-Up :

V Corps (Guards): 1G Inf. Div. (10-4) in 2712; 2G Inf. Div. (10-4)
in 2613; 3G Inf. Div. (2-4) in 2319; 1G Cav. Div. (4-5) in 2612; 2G
Cav. Div. (3-5) in 2512; Art (7-3) in 2711.

lll Corps: 1G Inf. Div. (6-4) in 3213; 3 Inf. Div. (5-4) in 3312; Art (4-
3)in 3212.

VIIl Corps: CG Inf. Div (7-4) in 3117; 2G Inf. Div. (6-4) in 3218; 12
Inf. Div. (5-4) in 3018; Art (5-3) in 3116.

VIl Corps: 26 Inf. Div. (4-4) in 2618; 27 Inf. Div. (3-4) in 2917; Art (2
-3)in 2817.

VI Corps: 7 Inf. Div. (5-4) in 2216; 24 Inf. Div. (4-4) in 2417; Art (3-
3)in 2315.

IV Corps: 22 Inf. Div. (4-4) in 1912; 23 Inf. Div. (4-4) in 2013; Art (3-
3)in 2111.

Il Corps: 4 Inf. Div. (5-4) in 1610; 17 Inf. Div. (5-4) in 1710; Art (3-3)
in 1709.

Cos Cav. 3 x (1-6) in 1210; 1309; 1409.
Mil. Inf. 2 x (3-3) in 3110; 3111.

Was Cav. Div. (1-5) in 3115; Siw Cav. Div. (2-5) in 2716; Phl Cav.
Div. (2-5) in 2514; Kor Cav. Div. (2-5) in 2109; PIt Cav. Div. in
1605; Uvr Cav. Div. in 1606.

Reinforcement Chart: 6 Sept., Game Turns 11 through 24.

Victory Conditions: The player who at the end of the game holds
three or more of the redoubts on the map (weather destroyed or
not) is the winner.

7 September, Battle Game

On this day the battle reached its climax. Finally realizing his dan-
ger, Kutusov began shifting his forces to his left. Napoleon opened
the day with a poorly coordinated frontal assault on the Russian
fortifications which was slaughtered. All day long, from 06.00 on, he
threw his troops against the Russian redoubts, gaining them several
times, but never for long enough to destroy them before Russian
counterattacks drove his troops out. Finally the Russians ran out of
men, and refused to commit their Imperial Guard. They fell back
from the French assaults, a nightfall approached. But the darkness
ended the fighting, and the Russians stole away the following morn-
ing before the French closed with them. The exhausted French
could not pursue.

French Initial Set-Up :

IG Corps: YG Inf. Div. (7-4) in 3225; MG Inf. Div. (6-4) in 3226; OG
Inf. Div. (11-4) in 3227; LV Inf. Div. (6-4) in 3026; 2 x (4-5) Cav. Div.
in 3125; 3126; Art (8-3) in 3124.

| Corps: 2 Inf. Div. (7-4) in 3322; 4 Inf. Div. (5-4) in 3321; 5 Inf. Div.
(4-4) in 3222; Cav. (2-5) in 3323 Art. (7-3) in 3422.

Il Corps: 10 Inf. Div. (6-4) in 2922; 11 Inf. Div. (6-4) in 3022; 25 Inf.
Div. (3-4) in 3023; Cav. (2-5) in 3123; Art (5-3) in 3121.

IV Corps: 1 Inf. Div. (7-4) in 2722; 3 Inf. Div. (5-4) in 2523; RIG inf.
Div. (7-4) in 2425; 13 Inf. Div. (5-4) in 2223; 14 Inf. Div. (5-4) in
2424; Cav. (2-5) in 1921; Art (7-3) in 2426.

V Corps: 16 Inf. Div. (4-4) in 3922; 18 Inf. Div. (4-4) in 4022; Cav.
(2-5) in 3921; Art. (4-3) in 4023.

VIl Corps: 23 Inf. Div. (2-4) in 2825; 24 Inf. Div. (2-4) in 2924; Cav.




(1-5) in 2824; Art (2-3) in 2925.
IC Corps: 3 x (2-5) Cav. Div. in 3524; 3624; 3625.

IIC Corps: 1 x (1-5) Cav. Div. in 2525; 2 x (2-5) Cav. Div. in 2625;
2626.

llIC Corps: 1 x (1-5) Cav. Div. in 3626; 2 x (2-5) Cav. Div. in 3526;
3627.

IVC Corps: 2 x (2-5) Cav. Div. in 3723; 3724.
Russians Initial Set-Up :

V Corps (Guards): 1G Inf. Div. (10-4) in 2712; 2G Inf. Div. (10-4)
in 2613; 3G Inf. Div. (2-4) in 2319; 1G Cav. Div. (4-5) in 2612; 2G
Cav. Div. (3-5) in 2512; Art (7-3) in 2711.

lll Corps: 1G Inf. Div. (6-4) in 3819; 3 Inf. Div. (5-4) in 3919; Art (4-
3)in 3818.

VIl Corps: CG Inf. Div (7-4) in 3116; 2G Inf. Div. (6-4) in 3218; 12
Inf. Div. (5-4) in 3018; Art (5-3) in 3117.

VIl Corps: 26 Inf. Div. (4-4) in 2717; 27 Inf. Div. (3-4) in 2917; Art (2
-3)in 2817.

VI Corps: 7 Inf. Div. (5-4) in 2417; 24 Inf. Div. (4-4) in 2517; Art (3-
3)in 2516.

IV Corps: 22 Inf. Div. (4-4) in 2215; 23 Inf. Div. (4-4) in 2114; Art (3-
3)in 2213.

Il Corps: 4 Inf. Div. (5-4) in 1610; 17 Inf. Div. (5-4) in 1710; Art (3-3)
in 1709.

Cos Cav. 3 x (1-6) in 1210; 1309; 1409.
Mil. Inf. 2 x (3-3) in 3515; 3514.

Was Cav. Div. (1-5) in 3115; Siw Cav. Div. (2-5) in 2716; Phl Cav.
Div. (2-5) in 2514; Kor Cav. Div. (2-5) in 2011; PIt Cav. Div. in
1605; Uvr Cav. Div. in 16086.

Reinforcement Chart: there are no reinforcements on 7 Sept. Use
Game-Turns 27 through 40.

Victory Conditions: each Player has a number of degrees of vic-
tory that he may win, as follows:

French Decisive victory: Move 60 Combat Points of units off the
east edge of the map between the two roads inclusive before the
game ends. Once units are exited they may not return.

French Substantial victory: Russians must have twice as many or
more Combat Point losses as the French, with a minimum of 40
Combat points.

French Marginal Victory: occupy all redoubt hexes on the map at
the end of the game.

Russian Marginal victory: occupy all redoubt hexes at the end of
the game that were on the east side of the Front Line at the begin-
ning of the game.

Russian Substantial victory: French must have more Combat
Point losses than the Russians at the end of the game.

Russian Decisive victory: fulfill requirements of both Russian
Marginal and Substantial victories.

Grand Battle Game

This game ties all three days of the battle together, to that Players
may fight using all of the alternatives open to the original command-
ers rather than be restricted to a particular day.

Initial Set-Up Map: 5 Sept., 1812. Only Russian units are depicted,
as no French have arrived yet.

Reinforcement Chart: Game-Turns 1 through 40. See also Special
Rules for Night Movement.

Victory Conditions: The same as September 7 Battle Game.
Special Rules:

The September 5th Special Rules restricting Russian movement
are in effect during the Grand Battle Game until the end of the Sep-
tember 5th 1900 (8th) Russian Player-Turn. Beginning on the next
Russian Player-Turn the September 5th Special Rules are ignored
for the remainder of the Grand Battle Game.

During the first eight Game-Turns of the September 5th and Grand
Battle Games, while the special rules restricting Russian movement
north of the Great Redoubt are in effect, if a French unit attacks a
Russian unit north of the Great Redoubt, the Russian unit is auto-
matically released and is free to move in any direction for the re-
mainder of the game. Russian units freed due to French attacks are

not counted against the normal release of one Russian unit per
Game-Turn.

Night Movement

General Rule: between each day of battle, there are two Game-
Turns of "night". Units may not engage in combat during these night
periods, and are restricted in movement.

Procedure: each Player continues moving in the same sequence
as during the days of battle, except that movement is restricted, and
combat is forbidden.

Cases:

(A) During the night Movement Phases, unit may move to within
three hexes of an Enemy unit. Any unit which begins the Movement
Phase within three hexes or less of an Enemy unit may only move
into hexes which are further from any Enemy unit than its starting
hex. Thus units may not move closer, nor even maintain their three-
hex or less distance from Enemy units.

(B) Units adjacent to enemy units at the end of the 1900 turn may
move out of that adjacent hex during either of the two night move-
ment phases. If they do not move out of the hex they are not re-
quired to attack.

(C) If Russian units occupy a "destroyed" Redoubt hex at the end of
the last night Movement Phase the "destroyed" marker is removed
at the beginning of the 06.00 (sun up) Turn. The redoubt has been
rebuilt.

Borodino, Historical Order of Battle (in terms of game counters)

French, commanded by Napoleon Bonaparte, Emperor of the
French

Units: Corps/Divisions Combat Strength
Movement Allowance

| Corps: Marshal Davout

2 7-4

4 5-4

5 4-4

Cavalry 2-5

Artillery 7-3

lll Corps: Marshal Ney

10 6-4

11 6-4

25 3-4

Cavalry 2-5

Artillery 5-3

IV Corps: Prince Eugene de Beauharneis

1 7-4  detached from | Corps
3 5-4  detached from | Corps
13 5-4

14 5-4

Italian Guards 7-4

Cavalry 2-5

Artillery 7-3

VIl Corps: General Junot

23 2-4

24 2-4

Cavalry 1-5

Artillery 2-3

V Corps: Prince Poniatowski

16 4-4

18 4-4

Cavalry 2-5

Artillery 4-3

Imperial Guard: Marshals Lefebvre and Mortier
Old Guard 11-4

Middle Guard 6-4

Young Guard 7-4

Hessian Guard/Legion of the Vistula 6-4
Guard Cavalry-Heavy 4-5

Guard Cavalry 4-5

Artillery 8-3

| Reserve Cavalry Corps: General Nansouty
1 Light 2-5

1 Heavy 2-5



5 Heavy 2-5
Il Reserve Cavalry Corps: General Montbrun

2 Light 1-5

2 Heavy 2-5

4 Heavy 2-5

IV Reserve Cavalry Corps: General Grouchy

3 Light 1-5

6 Heavy 2-5

IV Reserve Calvary Corps: General Latour-Maubourg

4 Light 2-5

7 Heavy 2-5

Russian, commanded by Marshal Kutusov

Units: Corps/Divisions Combat Strength
Movement Allowance

1 Cossacks 1-6

2 Cossacks 1-6

3 Cossacks 1-6

Uvarov Cavalry Corps 2-5

Platov Cavalry Corps 2-5

Koff Cavalry Corps 2-5

lliCorps: General Tutchkov

1 Grenadier 6-4
3 5-4
Artillery 4-3
Il Corps: General Bagavout

4 5-4
17 5-4
Artillery 3-3
IV Corps: General Ostermann

22 4-4
23 4-4
Artillery 3-3
Cavalry (Pahlen) 2-5
VI Corps: General Doctorov

7 5-4
24 4-4
Artillery 3-3
Cavalry (Siewers) 2-5
VIl Corps: General Raevski

26 4-4
27 (Sept.5) 5-4
27 (Sept. 6 and 7) 3-4
Artillery 2-3
VIl Corps: General Borozdin

2 Grenadier 6-4
Combined Grenadier 7-4
12 5-4
Artillery 5-3
Cavalry (Wassitchkof) 1-5
Imperial Guard: Grand Duke Constantine
1 Guard 10-4
2 Guard 10-4
3 Guard 2-4
1 Guard Cavalry 4-5
2 Guard Cavalry 3-5
Artillery 7-3
1 Moscow Militia 3-3
2 Moscow Militia 3-3

COUNTER-MIX DISCREPANCIES

Note. The Russian 27th Division appears in the September 5th and
the Grand Battle Game with a Combat Strength of five (5), while in
September 6th and 7th scenarios the same unit has a Combat
Strength of three (3). This is representative of the unit's losses dur-
ing the actual encounter on September 5th. Two units have been
included in the counter mix to allow for this discrepancy.

Borodino Designer's Notes

When Napoleon crossed into Russia in Russia in June, 1812, he
had mobilized 650,000 men who eventually were to enter the coun-
try. The Russians had 175,000 men divided into two armies under
Barclay de Tolly and Bagration on the border. These were the larg-
est forces ever assembled in modern times up to that point to en-
gage in war. Napoleon drove a wedge between the two armies, and
they rapidly retreated in attempts to regain contact with each other.
All through July and August, the Russians fell back, with the French
desperately force marching in attempts to destroy one or the other
armies. The Russians also began transferring troops from other
theaters, and training new ones; this eventually gained them some
350,000 additional men. Finally the Russians reunited near
Smolensk, and after a sharp fight there, and a further retreat, turned
and stood under the recalled General Kutusov, only eighty miles
from Moscow, the ancient capital.

The position was nearly perfect from a defensive view point. The
left was covered by the steep-banked Kalotchka river, while the
right was lightly wooded in a fashion to channel all attacks. The
north of the battle field was rendered secure by the steeply banked
Moskva river; the south was protected by thick woods. However,
the Russians had a number of problems. For unknown reasons,
Kutusov believed that the French would attack along the virtually
impassable Kalothchka instead of along the two roads of advance
leading onto the map. Thus he dangerously weakened his left flank
to reinforce his right. Even after the French came onto the battle-
field, he persisted in retaining the forces there. Another problem
was the overly complex command structure. Corps were lumped
together under a command, some commands were lumped to-
gether into a section of the front (and some were not), while the two
army Headquarters were retained as well as an overall command
post for Kutusov. Thus a major decision might have to be carried
through four levels of command above the division.

French had their own problems. Since crossing into Russia, the
units that fought at Borodino had lost 55 percent of all cavalry, 45
percent of all infantry and 5 percent of all guns from the original
forces. Still Napoleon assembled 100,000 infantry, 30,000 cavalry
and 587 guns to face the Russian 83,000 regular infantry, 10,000
Moscow militia, 20,000 regular cavalry, 7,000 cossacks and 640
guns. In trained manpower, Napoleon had an overall advantage of
25 percent. He needed a victory and very badly; his only reason for
not stopping at Smolensk and wintering there was his fears con-
cerning France and/or Europe rising against him while trapped deep
in Russia. Additionally, Napoleon had never returned from a particu-
lar campaigning season without a major victory. To survive was not
enough; he required a quick knock-out blow to end the war. He
thought occupation of Moscow would give Him that victory.

The battle was clumsy, and followed a late-life trend of Napoleon's
to avoid fancy tactical maneuvers in favor of crushing blows, even
though these were more expensive in casualties. Turning aside any
suggestions of maneuvering, he merely observed the Russians on
September 6, which was probably the best time to defeat the Rus-
sians, since their left flank was virtually wide open. Instead he
launched clumsy massive assaults against the. Russians on Sep-
tember 7. These were slaughtered. Still he threw more and more
troops against the Redoubts, taking them several times, but always
losing them again. Finally the Russians were permanently forced
out of their positions about 16.00, despite their attempt at an out-
flanking movement to the west of the Kalotchka river. Both sides
were too exhausted to Pursue the matter further, and the Russians
retreated the following day without a French pursuit.

At first appearances, Napoleon may have thought that this was the
victory he wanted. After all, although French losses had been 30-
35,000 men, the Russians had probably been in excess of 40,000
men. Also, he gained Moscow, But the Russians hung on, and
gradually Napoleon realized that he had not crushed the Russians;
he had merely pushed them back. Borodino was his last chance to
control Europe. After that, because of his own inabilities, and the
mood of Europe, he slid inexorably to Waterloo.



COMBAT RESOLUTION TABLE

DieRoll 1to5 1to4 1to3 1to2 1to1 2to1 3to1 4to1 5to1 6to1
1 Ae Ar Ar Dr Dr Dr De De De De
2 Ae Ae Ar Ar Dr Dr Dr De De De
3 Ae Ae Ae Ar Dr Dr Dr Dr De De
4 Ae Ae Ae Ar Ar Dr Dr Dr De De
5 Ae Ae Ae Ar Ar Ex Dr Ex Ex De
6 Ae Ae Ae Ae Ar Ar Ex Ex Ex De

Attacks executed at greater than 6 to 1 are treated as 6 to 1
Attacks executed at worse than 1 to 5 are treated as 110 5

Ae = Attacker Eliminated: The attacking unit(s) is eliminated and immediately removed from the map.
Ar = Attecker Retreats: The attacking unit(s) is immediately moved back one hex.

Ex = Exchange: The defending unit(s) is eliminated and the attacking unit(s) suffer a loss AT LEAST equal (in
terms of strength points) to that of the defender. Only those attacking units directly involved in that particular
attack may be used to make up this equal exchange of strength points. This will sometimes mean that the
attacker will be forced to lose more combat points than the defender. In the case of a doubled Defender, the
Attacker loses Strength Points equal to the printed (undoubled) Defender's strength.

Both side’s losses are immediately removed from the map. A surviving attacking unit may then exercise the

option to advance into the hex formerly occupied by the defender.

Dr = Defender Retreats: The defending unit(s) is immediately moved back one hex.

De = Defender Eliminated: The defending unit(s) is eliminated and immediately removed from the map

TERRAIN EFFECTS CHART

TERRAIN MOVEMENT EFFECTS EFFECT on COMBAT
Clear Cost 1 Movement Point (MP) to No effect
i Y, | enter
1
C
N/
Woods Prohibited No effect
/ 3
i 7!3)
kY
NR
Towns Cost 1 Movement Point (MP) to Unit combat strength doubled for

%Y/

enter

defensive purpose when in a town
hex

Woods/Roads

Cost 1 Movement Point (MP) to
enter from another road hex

Same as town hexes

River hexsides

A

Units may not move through a
river hexside

Combat through river hexsides is
forbidden; Zone of Control do not
extend across river hexsides

Ford anc p d
hexsides

Cost two additional Movement
Points to cross a ford hexside;
Cost nothing additional to cross a
Bridge hexside.

Unit attacking across have their
Combat Strength halved; Zone of
Control do not extend across Ford
or Bridge hexsides

Redoubts

9,

See redoubt rule

See redoubt rule

Stream hexsides
r

{

b

Cost one additional Movement
(MP) point to cross

No effect
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