SPI 1812 Area Game Expanded Sequence of Play by Don Johnson, November 27, 2002

A. RUSSIAN PLAYER TURN

1. Attrition Phase

A) Phasing player must place reinforcements, regardless of opposing units.

B) Phasing player rolls die to determine attrition losses on Attrition Table.

C) Non-phasing player picks area for attrition losses, repeats until losses fulfilled.

2. Movement Phase

A) Basic Movement Segment – All friendly units may move, including this turn’s reinforcements.  Must use a corps to move into an area occupied by opposing units.  F can only move a depot when one depot is stacked with one supply unit.

B) Forced-March Movement Segment – Move corps and leaders only (no supply or depot units), roll die for each corps on Forced March Table, leaders automatic.

C) Depot Destruction/Area Depletion – F can choose to destroy depots.  An area with phasing player’s supply unit and no non-phasing units may be 100%. depleted; F may place depot if area was undepleted.

3. Combat Phase

Phasing player picks an area with both F and R units, does steps below, repeats.

Step 1 Choose Battle Plan Chits – Each player picks a battle plan chit in secret, places chit face down, phasing player is attacker, non-phasing player is defender.

Step 2 Reveal Stacks – Each player reveals his entire stack of units to opponent.

Step 3 Retreat Before Combat – First Defender, then Attacker may choose to retreat friendly cavalry, leaders and supply units stacked with retreating cavalry to an adjacent area/sub-area not occupied by opposing units.  Infantry and F Depots cannot retreat.  If opponent has infantry and you have no infantry, you must retreat all cavalry; cavalry that cannot retreat are eliminated.

Step 3.5 Determine Automatic Elimination - If your stack has no corps and opponent has corps, your stack is eliminated.  If your stack has no infantry and opponent has infantry, your stack is eliminated.  If both have no infantry, but both have cavalry, then both remain in area and battle is over.
Step 4 Battle Plan Resolution – Each player reveals his facedown Battle Plan chit. Resolve the battle on Battle Plan Chart.

Step 5 Combat Resolution – If CRS: Phasing player is Attacker unless BPC “A&D switch”.  Attacker uses minimum (infantry corps, infantry leader total).  Defender uses infantry corps total.  Resolve combat using CRT.  Die roll affected by highest non-cavalry leader on each side and R fortress when R is defending.  All losses are applied immediately; retreats are applied during step 7.

Step 6 Pursuit Resolution – If PS and attacker has more cavalry and chooses to pursue, roll on Pursuit Table.  Highest cavalry leader on each side affects die roll.

Step 6.5 Determine Automatic Elimination - If no friendly corps but opposing corps, your stack is eliminated.  If both stacks have no corps, neither is eliminated.

Step 7 Retreat after Combat - Apply retreat results from step 4 or 5, units must retreat into adjacent area/sub-area not occupied by opposing units, if no such area exists, retreating stack is eliminated.

B. FRENCH PLAYER TURN

1. Attrition Phase

2. Movement Phase

3. Combat Phase

C. SUPPLY INTERPHASE – Subarea boundaries are ignored.  

1. R picks area to resolve supply.  (Pick 100% depleted areas first, for transfers.)

2. Resolve area depletion - Leaders, supply units and depots are always in supply. Must supply corps if supply is available.  An occupied fortress may supply one corps.  If an F depot supplies 4 or more corps, it is expended.  Subarea boundaries are ignored.  Corps in undepleted area must use that area or a depot for supply.  Corps in 50% depleted area must use a depot if possible, else must use that area.  Corps in 100% depleted area must use a depot or an adjacent area (AA), else are unsupplied.  AA can be used only if (1) no opposing units in AA, (2) no more than 2 friendly corps in AA, (3) AA is undepleted or 50% depleted, (4) AA contains a friendly supply unit, (5) AA is not used by a third area for supply; this “transfers” those corps to the AA for supply cost purposes.  If only one side has units in an area and they include a supply unit, then may choose to use “with supply unit” row, else use “without supply unit” row.  If both players have units in an area, they must inform other of total number of corps in area in order to determine area depletion.  Consult Area Depletion Chart and place 50% or 100% depletion marker in area, as appropriate.

3. Resolve unsupplied losses - Roll for each unsupplied unit on Unsupplied Chart 

D. VICTORY POINTS INTERPHASE

1. Total victory points: St. Petersberg, Moscow (5), Kiev (3), each of 20 Forts (1), Napoleon lost (-5), F Combat Victory Turn (1), R Combat Victory Turn (-1).

2. Determine Political Loss - If F does not meet minimum victory points needed for that turn, then F must eliminate one F corps from anywhere on map.

3. On turn 13, determine victor.

Losses of leaders, supply units, and depots and corps losses due to attrition, forced march, being unsupplied and politics do not count for determining combat victory turn, only corps losses due to the combat procedure.
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