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Land Units

Land Units

Each infantry and cavalry unil represents approximately & 000 men.

Hlorale
i lorale

Yhnit type

it type

7 nganﬁy
GL Guard infantry

L Landwelr

W Hiliia

P Pﬂﬂﬁ'saﬂ Napoleon
K King German Legion (Ldentical to a I unit)
C Cavalry

GC Guard caval

CC Cossack cavalry

CT Cavalry in training

Leadler

5 3 Leadersh
, ” eadership

Zn the game, right-click or long-press on a counter to get all information.

Special Units

PLartisans and Wiliias may never leave ifs home country

PLartisans m}wy only move lo an emply adjacent hex. They may relveat before any batlle round if atlucked in a non-clear hex or
without cavalry

At the start of a round of combat: Cossacks may withdraw unless the opposing force conluins a larger number of cavalry SP.

Cavalry in rating cannof move.
Lt converts lo a regular cavalry once the remaining production points has been spent
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Land Force

The morale of a force equals the morate of e
largest group of SP sharing the same morale. Zn

case of fie, lake fhe lowesl morale

Noumber of Infantry - Cavalry SP

A land force stands for a Stength Points (SP.) stack of fhe same side. located in fhe same hex, which move or fight fogefher.

@ War & Peace — Rules (PDF version of ingame rules)



Supply

Supply

Supply is delermined by unit color. Sources and depols only provide supply for SP of the same color.

Sthength points are supplied if one can lrace a supply line of fhree or less
movement points from a supply source into the hex the SP occupy.

. Supply sources are represented by a barvel on map and are defermined
by the scenario.

X depot is a stength point which ilself is in supply.
AN Supply can be extended up to 3 WP lmm a depot There is no limi to the
wnumber of depols that may be strung logelher lo form a line of supply.

A supply line is cut by the presence of an unbesieged enemy stength point

A supply line cannot be traced Brough a neutval country.

Out of supply

Qut of supply.
This force suffers more from attvifion. T cannot advance affer hattte. Ouf supply SP are halved when atfacking

This force was out of supply at start of fhe movement step.

7 can t overrun an enemy force.
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Attrition

Atrifion

At the beginning of each side s turn, there is a polential altvilion applied to each and every map hex curvently occupied by tree or more
of the side's strenglh points.

. A global die-roll is applied along with a few local modifiers.
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Altition lable

S‘?ﬁ’engﬂ‘! PLoints

el 3-5 6-10 11-15 16-20 21+

1 0 0 0 ! ! # = Mumber of Strength Points eliminated
2 0 0 1 1 o

3 0 1 1 0% g

4 0 1 2% 2% 3% o

5 0 2% % 3% 4* ;;as)g e/eésafu Zfzy@'engflr DLoint eliminated
6 1 2% 3* 3% 5%

Hlodifiers

- French and French satellite unils
- unifs in Home Country

+ unsupplied

+ winter

+ on map aveas [ and 4

+[ siege vatue

Attvifion at Sea

Uhen the global altvifion die-roll is a natural 6, a die is rolled for each flect af sea which then suffers alfvifion on 5 or 6.

The table gives the number of damaged naval unifs.
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Land Movement

Wovement Sllowance

A infantry unit may not move without leader.

Znfantry may move up to 3 P (HMowvement Points) if accompanied by a leader which occupied the same hex af the
start of the &(oaemem‘ Phase

A cavalry unit may move up to 4 P and does nott require a leader.

Davout
. Leaders may move up to 10 P (12 for Mapoleon and Uellinglon)
o, Leaders may move up b 10 strength points (72 for Mapoleon and Wellinglon)

Several leaders may move logether but the maximum number of SP stays capped at 10/12 SP.

@ War & Peace — Rules (PDF version of ingame rules) 9



Land Iovement

The remaining movement allowance of a force is
displayed on the counter at the botlom left

Only undls with a blue stripe across the lop or in the middle may move.

Hove a force by selecling i, then drag and drop 1o one of the hexes hightighted in green.

Detuching leaders from infantiy allows you lo move them farlher. You may also defach cavalry from infantry so that they
m way move independently.

Select a force then use the defuch bulton.

ou may cancel the last move or all the moves which have been carvied out so far.
0 do so. select a friendly force and use the undo bhutfon.

Limitations

The cost in P to enter a hex is not alvays 1. it depends on the lerrain.
Right-click or long-press on a hex lo see The legend

No unit may enter a hex that is occupied by an enemy slength point
(Exceplion: overrun, which is discussed in a dedicaled lutorial/rule)

Hovement is performed by a force of unils of fhe same color.

No unit may enter the lerrilory of a neutval nafion. unless explicitly allowed by the scenario.

[1] HAny unit may be defached in any hex fhe moving force enters.
Nole, however, that a land anif may wot be picked up en-route.

War & Peace — Rules (PDF version of ingame rules) 10



Overrun
anfwm

An overran is a way to eliminate a small group of enemy strenglh points during fhe movement phase.

This is wot a land combal

A force may atfempt to overrun a smaller force during ifs move.

7o overrun, you need a minimum ratio of 4:( (5:1 in mountain or in an entrenched hex ). and enough movement allowance fo
enler the hex

Overrunning costs 1 additional NP, unless the rafio is at least 6.1

A force containing cavalvy may only be overrun by a moving force which possesses an equal or greater number of cavalry

A out of supply force cannol overrun.

SP located in cily hexes cannol bhe overrun.

Qverrunnable hexes are highlighted in bilue.

Result

Overvun SP are immediately eliminaled.
Ay leader is immediately redeploged o the nearest hex occupied by a SP of the same color as that leader.

A farqe which execules an overrun may confinue moving, may execule addifional overruns, and may inifiale combal during the active
plager s ensuing Combat Phase.
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Forced March
Forced Warch

Forces extia 3 TP through forced marching

The succes depends on a die-roll, and the distance lo march.

Begond normal move hexes (in green ), hexes which may be reached by forced marching are highlighted in yellow, orange
and red.

Select a unigue path from a green hex fo the destination by double clicking/Tap.
Ynils must follow this path during forced marching, being successful or not

Result of forced marching: your units get that many extra P which they must use on the previously chosen path.

After an attempted forced march, SP may not move angmore.
>> bolfom blue stipe at the force level re!nifrds this st
Desived extia WP
ey 1 2
1 1 2 # = Mumber of extra Wovement Loinls
allowed
2 1 2
3 1 2 2*
4 1 1* 1*
5 1 * = One Strength Point must be eliminated
6 0
Hodifiers

-2 French Guards

-1 French unils

+ wnsupplied

+[ winter
+ on map areas [ and 4
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Land Attacks

Land affacks

kA

" by at least one of your SE.
Uails without leader may aftack.

A hex may only be alfacked once.
You may iniliate only one combat from a single hex.

Each ballle is identified by blue badges visible on both sides force counters.
They each have ifs own number.
)%céem are idenlified by a star while defenders bears a shield symbol

2

1
#3 é:. 1
b ' 6-0

The 2 hexes comprising a land baltte are imporlant: they define the ferrain and the combat outeome.

A ballle lasts several rounds until one of the following:

- One of fhe 2 blue hexes becomes vacant - eifter by refreal or destiuction -
- Mo side has elected o alfack affer the first round

One round of combat is resolved for all active bhalfes hefore starfing a new round

@ War & Peace — Rules (PDF version of ingame rules)
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Land combat

Each round of batlle. 2 dice are rolled by the larger force.

The hex terrain favors the defender (River crossing, forest swamp, mountuin, lake )

A vight-click/long-press on a hex gives you the ferrain effects.
Each side modifies the die-roll in its favor by ils morale value.

Each side modifies the die-roll in ifs favor by the leadership value of ifs best leader.

The leader must be in the force contuining the most SP and must be of the same color of the majorily of SP committed to the
batle.

The displayed rafio pertains to the Larger Force.

The ratio is rounded down and is always comprised befiveen 17 and 4:1

.. The land combat lable gives losses according o the ratio and the modified die-roll

Each side usually suffers a SP foss.
The program made a logical pre-selection which the owning player may change afferwards.

A side may lose morate.

This will reduce ifs combat effectiveness and may cause the force to withdraw.

@ War & Peace — Rules (PDF version of ingame rules)
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1:1
3:2
2:1
4:1

2 3
D3/L D2/L
D2/L D1/L
D1/L L/-
1/D3 1/D3

Dt D2 D3
L
7

Hforale loss
Dl D2 D3

Land combat

The displayed rafio pertains to the Larger Force.

The rafio is rounded down and is always comprised between [:{ and 4:1.

4 5 6 7 8 9 10 11
D1/L L/- L/L L/L L/L -/L L/D1  L/D2
L/- L/L L/L L/L -/L L/D1 L/D2 L/D3
L/L L/L L/L -/L /D1 L/D2 L/D3 L/D3
i/p3 1/p3 1/p3 1/D3 1/D3 1/D3 1/D3 1/D3

Results listed as Larger Force / Smaller Force.
Reduce morale by 7 2 8 Check loss lable.

Loss. Check loss lable.

7 SP loss if the smaller force lost more than [ SP. Mo loss oltherwise.

Combat [Loss

Number of SP in the Smaller Force

1-3 4-5 6-10 11-15 16-20

D1 x| il 11 2 2

D2 1 2 2 3 4

D3 1 2 3 < 6
Naumber of SP 1o lose.

One of them must be cavalry if more than [ SP is lost

War & Peace — Rules (PDF version of ingame rules)
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Counter-allack

Alfter first round, if the attacker declines to alfuck. the defender has the opfional opportunity lo counter-atfack.
:E.DE:: The defenser hecomes fhe alfacker.

Altack and Defend hexes are also inverted.

iea

@ War & Peace — Rules (PDF version of ingame rules)
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Retreat & Advance

Relreal

! 1 At the end of any round of combat: a force committed to a field batfle must withdvaw if ifs morate is zero

I addilion. affer applying casuallies. olter forces committed 1o a field batfle may voluntary elect lo withdrac.

e withdrawing force must relreat one hex.

The hex should not be farlher from a friendly supply source than the original hex (Gn movement points )

LT is allowed lo split @ withdrawing force. and thus relieat info several hexes.

ﬁ 1] the relrealing force has less cavalyy than fhe opposing force. it must lose  SP.

A force may relveat info an enemy occupied hex if no ofther releat path is open.

However. it may not end ifs relreat in a hex occupied by an enemy unit The force must confinue ifs retieat unttl it enters a

tex free of enemy unds.

Such a relreating force automatically loses one SP for each enemy occupied hex entered duving ifs relreat

Withdrawn forces bear an orange baifle marker.

Advance affer combat

Xn in-supply force may advance affer combat in any hex vacated by an enemy force.
Spitting is allowed.

@ War & Peace — Rules (PDF version of ingame rules)
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Join Battle

Finst use case:

During the voluntary withdrawal segment. an undemoralized force, alveady involved in a balte. may alfempt to join anolher
. ballle provided i is adjacent lo one of fhe fighting forces.

Lf

First of all. the force must withdraw from current baitte. then by 1o join the offer batffe.

®

Second use case:

An undemoralized force. not yet commiffed to any batfle. may altempt lo join an existing batte affer all voluntary refreat have bheen carried
oult

27 must be adjacent lo one of the fighting forces.

u undemoratized force. not yel committed fo any batfle. may altempt 1o join an existing batte affer all voluntury retreat
i have heen carvied oul

Z7 must be adjacent lo one of the fighling forces.

. A die-roll of 5. modified by the best leadership value within fhe force. is needed t join fhe baffte.

A force may only attempt once b join a battle per combat round.

Outeome

L] the atfempl is successful. the force is now committed lo the bhatlte. changing the odds.

A green badge is used lo mark fhe difference with the 2 forces which have starled the battte (in blue)

Zf « force engaged in a battle has been demoralized, and be joined by a force with at least the same number of SP. then it
recovers ifs ff/ morate.

The force must be adjjacent fo an enemy SP commiffed o the baffe.
Otterwise. it is moved to an adjacent fulfilling this condifion.

L case of failure. the withdrawal is cancelled and the force remains engaged in previous baffe.

L case of failure. the withdrawal is cancelled and the force remains engaged in previous baffe.
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Assault & Siege

Assault

Xt the beginning of each round. in a cify hex. the defender has the oplion to seek shelfer into fortifications.

The aftucker has then 3 choices: assault the cily. besiege it or do nol alfuck

Up to 6 SP may be placed in a city (4 in a minor city)
One must fight a field battle against undls in excess before the cily could be assaulted o hesieged.

SP instde cify are doubled for fhe ratio compulation.
o
W Uis inside cily with base moral of zero are considered fo have a morale of /.

The lterrain s {gm)ﬁed dar{'ng a c@ assaull

X 1] the defenders morale reaches zero. fhey immediately surrender.

@ War & Peace — Rules (PDF version of ingame rules)
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Slieges

As soon as defenders hide inlo a cily. the affacking side may advance any land undf inlo fhe cily hex fo /ﬂy siege.

‘
X
w =

To sustuin a siege, fhe alfucker must have at least the same number of supplied SP as the defending side.

The siege starls with a vatue of 1

This value increases by [ at the end of each month with a maximum of 5.

The siege value is displayed as a die on the force counter.

1Zf a die-roll is greater than the siege value. the cily holds on.

Otterwise fhe cily surrenders. all defenders are eliminated and the besieger gains contiol of the hex.
Besieged unifls cannoft move.

Their aftiifion die-roll és increased by the siege value.

L] the affucker cannol sustuin a siege. ifs unils must relieat from fhe hex

War & Peace — Rules (PDF version of ingame rules)
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Leader Casualties

Leader casuallies

At the end of the Combal phase. 2 dice are rolled for each named leader who fought a baitte.
On a 12, the leader has been hit and another die is rolled.

. On a 6, the leader is killed
. - - On 1 o &. the leader is injured for that many monfhs.

I both cases, he is replaced by an unnamed leader of the same nalion if any is available.

The unnamed leader is laken from the (ist below.
HAlready deployed-on-map and survendered leaders are unavarlable.

K! )!C; Kg Kg Kg X K

UYnnamed leaders never suffer combat casuallies.

@ War & Peace — Rules (PDF version of ingame rules)
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Entrenchment

Eulenchment

Zf at teast 3 SP do nof move. they entrench fheir hex.

A magor c@ on capifol cannol be enlrenched.

Entrenchment provides a defensive die-roll modifier of 7.

A entrenchment stays in place as long as [ friendly SP remains in the hex.

Forces gel cheorons on Mheir counter symbolizing their entrenched stulis.

@ War & Peace — Rules (PDF version of ingame rules)
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Optional Rules
Rear Haneuver

Napoleon's most successful and epic batttes offen resufted from maneuvers lo the rear of fhe opposing force. severing their lines of

communications, sowing panic and disorganization, and converging on the hatlte's point of focus with devastuting effect This oplional rule
enables that operafional manewver. 77 allows pro-French players fo use more fhan one hex lo indfiate a field baite.

Hny force. which lays in one of the S-rear hexes of the defending force. may affempt fo make a move on fhe rear.

Only a single atfempl is allowed per furn.

The force should wot yel have heen committed to any batlte and must have a leader. ZF must be adjacent lo the defending
force and not agjacent fo the allacking force.

On the example. forces X and B may alfempt the meancuver. whereas force C may not

It order To maneuver in the rear and make a pincer allack. you need o oblain af least « & modified by the leadership value of the force
(-8 against Wellingfon )

Sucess

This force immediately moves into the atfacking force s hex. making a bigger stuck.

The side gels a die-roll modifier of 1 in ifs favor during the first round only.

Zn case if failure. it may still trg lo join that battte af the end of fhe round.

B

War & Peace — Rules (PDF version of ingame rules)
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Cavalry charge

Each side. with at least one cavalry strength point may declare a cavalry charge at the beginning of each round of combat

The side gefs a die-roll modifier of 1 in ifs favor during this round

U losses should be applied to the charging cavalry first

B &

=

French Imperial Gruard

The French may decide to commit the Guard at the begtnning of each round of combat

This choice cannol be made if a cavalry charge has bheen launched.
The French force is aulomatically considered To possess a morale value of tree during the curvent round.
T the French force is demoralized, ifs morale value is aulomatically reduced fo zero.

The first loss should be applied lo the Guard.

@ War & Peace — Rules (PDF version of ingame rules)
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2 Players

Cross-platform mulli-player

?/ay agatnst anyone over infernef on PC /e /iOS/Andvoid

Turn-by-turn asynchronous 2-player game. You don t need to hoth connecled at the same fime
Take your lime To play against a challenging human opponent
The game stute is aulomatically saved in the cloud

Login and noltfications by email

Less cheat opportunily
You are limited to 10 onfine games
Fiuish and delele one before starling a new one

@ War & Peace — Rules (PDF version of ingame rules)
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©9 0 ® ® 6

®

Hoin an online game

Go to saved games

Choose 2P games warfing for opponent

S’r’gn up by email

Doin an existing game if any. Olterwise, you may create a new one
Create an online game

Go to New Game and select a scenario

Select the multiplayer mode
By default you will play against the first player joining your game
You may also search a player by nickname

Or remateh a previous opponent

Dick oplions, modules, and choose your side. Wodules are aclivated only if the opponent plays fhem as well

War & Peace — Rules (PDF version of ingame rules)
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Naval Units

Naval Unils

Each naval unit represents approximately 6 ships.

it Worate
luion
Unit type
S Syuadron
7 Trausport
Leader
Leadership

In the game. rightclick or long-press on a counter fo get all information.

Nelson

Nelson is the only leader who affects Maval Operations.
+l o interceplion die-roll
«l o combat die-roll in his favor

«l to pursuit die-roll

Nelson may only move along wilh anolter naval unit
Nelson may wot move across land lerrain and has wo effect on land bafftes.

At the end of each Maval Combat Phase. injury lo Melson on a die-roll of 11 or 12

@ War & Peace — Rules (PDF version of ingame rules)
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Naval Movement

Wovement Sllowance

Each naval unit has a movement allowance of 4 poinis.
Entering a sea area cost | pt in Eurape.
Hoving o a port cost [ pt
A non-port costul hex cost 2 pis.

A flect may pick up naval unils en route. Mew unils have no effects on the fleet movement allowance.

-l
A
al

@ War & Peace — Rules (PDF version of ingame rules)
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Naval Povement

L order o perform a naval move:
Select a fleet which may move (blue bar ), then Sail
Select a sea area
Choose lo navigate lo this area or lo one of e hexes hordering this area.

Transport are not allowed fo move info a coastal hex occupied by enemy naval squadrons as they don ¥ fight

g
‘tl%@@'

End

The naval move ends when:
The movement allowance has heen expended
After a naval defeat
When anotther naval force starts fo move

After deluching naval units en-route. These latfer cannat move anymore this furn.

@ War & Peace — Rules (PDF version of ingame rules)
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Naval Transport
Load

Loading land unif on ships is performed via the Load button at the fleet level
Land unils and naval unils must share the same coastal hex.

A naval unit may only transport land unils of the same color.
Syuadrons may only carry leaders

Each Transport may carry up lo 10 cargo points.

o - ;' ington
2 2 0

i
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Ulisaa/izmg Cargo

Naval anifs with cargo are marked with a black circle.
The circle is completely filled when fhe maximum cargo capacily has been reached.

On the map, you may inspect the cargo of a naval unit by a right-click / long-press on the naval unit
Unload

Transporls witth cargo must finish their move in a coastal hex.

Transports unload in any coastul hex. free of enemy SP or leader.
This is done automatically at the end of fhe naval phase.

Land units which have been transported by sea may not move anymore this furn.

&y

Uhen a naval unit sinks, all ifs cargo gels immediately destroyed.

@ War & Peace — Rules (PDF version of ingame rules)
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Interception

Lnterceplion Selfings

On your furn. give orders to_your fleels so that they may affempt to infercept enemy naval moves in fhe best condifions.
A fleet may be ordered I a/mys. or never, or inlercepl within a given stenglh rafio inferval
Globally decide the maximum inlerceplion alfempls per moving enemy (leet

Only the fleels that safisfy their inferceplion criteria are selected.

Ties are decided by pmbm?‘y_

empls are repeated unlt! « batlle occurs or the maximum number of altempls is reached.

Stationary Lnlerceplion

_?eéor«e the Maval Wovement phase. the aclive plager may alfempt lo infercepl any enemy fleet which is in the same sea area as one of
tis/her fleet

. [ is added lo the inferceplion die-roll

Naval Combat
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Triggering
A naval battte occurs in the following sifualions:
Successful stationary interceplion.
A naval move is successfully infercepled

A feet failed lo run the blockade.

A fleet enters a coastul hex confuining an enemy naval unit
Fleet in port caunot be alfacked.

Resolufion

Naval batlles are resolved in a similar way as land batlles. wih some differences:
Only Squadrons are committed to the balfte.
The Squadrons rafio is rounded down. and is always comprised between [:1 and 2:7.

There is only one round, possibly 2 with a naval pursuit

One die is rolled on the Naval Combal Table with these modifiers:
Hlorate (The side with the higher value applies the difference in ifs favor)

Nelson (7 in favor of the Suti-Freuck side)

@ War & Peace — Rules (PDF version of ingame rules)
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Relreat

The winning side is e one which obluins a 0 or D result

A fleet must withdraw if:
05 morale equals zero.
TT has lost the balfle and fhere s no pursuit

IV lost the balfle, there is a pursuil and it has lost again.

T Europe, the fleet must retreat to the nearest port (in movement poinls )

Lursuit

The winning side may opt for a naval pursuit
In order o pursue fhe enemy fleet you need o oblain a & or more with one die.

-{ oulside Eurgpe

Zf successful, anolter round of combat occurs.

Otherwise, the losing fleel withdraws.

@ War & Peace — Rules (PDF version of ingame rules)

35



Damage & Repair

A damaged naval unit:
Has its morale reduced by 1.
Keeps ils movement. fighting or transport ability.

s sunk on a second damage.

Naval undfs in a friendly port may be repaived at a cost of 1 production pit

@ War & Peace — Rules (PDF version of ingame rules)
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Blockade

Blockade

s long as there is at least one enemy squadrons oufside a port. this port is under blockade.
A black triangle indicates that stute.

Elfects:
Enlry and exil are prohibited for the blockaded port. unless by alfempling fo run the blockade.
Naval forces under blockade may not infercept

Naval forces enforcing the blockade may wot infercept eiffer.

War & Peace — Rules (PDF version of ingame rules)
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Run The Blockade

Zn order o leave port: you need to obluin a 6 with one die.
+[ in winter
+ this fleet has af least twice as many squadrons as the offter side

-{ the opposing (leet has af least twice as many squadrons as this flee!

Zf successful. the flect may now freely move.
Otherwise, it must fight the blockading fleet

The ensuing battte has a single round.
L} the running fleet is viclorious. it may confinue ifs move.

&y
8
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Overseas Supply

Querseas supply

Supply points unloaded on a coastul hex act a limited supply source for the remainign of the player s furn.
! supply point may supply | SP of the same color.

The supply path may not exceed 3 P from the coast

A force drawing supply from an overseas supply source does not act a supply depot for ofter forces.

@ War & Peace — Rules (PDF version of ingame rules)
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Grand Campaignh Game

Nations Diplomacy Production Congquest

*

France Foreign Wars Prisoners
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Nations

Hinor state crealion

The following nalions starfs the game as unformed.
They are aulomalically crealed during their side's Xliance step when condifions are met

b Hannover aligns with the Coalifion when Hanover is controlled by the anti-French side.

/ The Rhine Confederalion afigns with France when Frankfurl is French-contiolled, and eifter Austia or Prussia has been
o % conguered.

7 27 gathers Baden and The )((o[y Roman Empire s lerriories.

/A I Wesiphalia aligns with France when both Brunswick and Cassel are French-controlled, and eilter Vienna or Prussia has

been conquered.

_Z?ﬂep/aca; Hesse and Branswick.

These minor states revert lo their original shucture if conquered.

% Spain

As long as Spain is pro-French and never conquered, the following movement resivictions apply to French and satellites land unils:

No more than 20 SP in Spain. “

o mave in Spain on Wadvid s row or southern, except o a hex next to Gribrallar.

Spain is considered o be invaded if it is anti-French and there ave at least 20 Pro-French SP in the country.

Spain has some specific rufes. see the corresponding rules seclions:
Diplomacy
Conguest

Production
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@ HAustria

Diplomacy

Austvia is eligible for Mliance die rolls only when it has been conguered lwice and ifs force pool is emply.

))yﬁzr Hustiia has been conguered the first fime and has emplied her force pool. she declares war on France on the next
fied Alliance step.

Qhen tiis states become pro-French:

The French player may wol move any of fhe unils of that stule unless they are part of a pro-French Expeditionary Force or
the stale has bheen invaded by anti- %em‘/r forces.

Only a pro-French Expedifionary Force may leave their home country.

Zf the country has not been invaded by the coalition. Up 1o 10 SP - not helonging fo an expedifionary force - may bhe moved
by the English player. '

/

@@ The first lime Austia is conguered, Tivol is ceded o Bavaria while Yenelia is ceded lo Liuly.
@ The (first time Trieste s controlled by the Emprie. Dalmatia is ceded to Llaly.

Such tervitorial changes are cancelled by conguering fhe aforementioned minor states.

Pmssfa

Diplomacy

Prussia may align with France only if she has been conquered af least once.

8 turns affer the first conquest of Mustvia or Hay 1806. whichever comes first Prussia will roll 2 dice in each Prassian
Alliance Phase. Add 7 o the die —ﬂo;/jor' each turn affer the first roll
A result of 12 set PLrussia as uli-French.

Drussia remains ineligible for alliance die-roll until conquered.

After being conquered for the fime, Prussia may be fthe larget of alliance alfempls only if is force pool is emply.

.YV PLrussia. Hesse. Branswick and Saxony start the game as allied.
UWhen one of them enters war, fhe 3 o/;em follows.

e this states become pro-French:

The French player may nof move any of the unds of that state unless they are part of a pro-French Expeditionary Force or
the state has beew invaded by anti- %'em‘/r forces.

Only a pro-French Expeditionary Force may leave their home country.

Zf the country has not been invaded by the coalifion. U fo 10 SP - not belonging lo an expedifionary force - may be moved
by the English player.
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Russia

/*/q
Diplomacy
Russia s nol eligible for Alliance Phase die rolls unlil both Austiia and Prussia are simullaneously in a conquered state.
Russia may never align with France.

Once invaded by France, Russia will remain anli-French through the end of the game unless conguered

Liberafion
& )40%1' Russia has been invaded, if wo pro ~French unit remains on Russian soi, Sustiia and Lrussia will become neutial i
curvently pro-French.

Both sides may Mhen freely enler a neutral Prussia.
She declares war on France if at least 6 cifies - indfially part of Prussia - are under fllied control
Prussia remains anli-French for the remaining of the game.

ﬁférwm‘ds. Austiia will begin lo roll 2 dice each lliance Phase: on a 12 i enlers war definiively on the Coalifion side.
dd 1 to the dic-roll for each turn affer the Prussian declaration of war.

o¥$

Russia (s considered lo he invaded as soon as:
France controls a Russian major city before 1870,

They are 25+ Pro-French SP within her border.

//‘/ P oland

PLoland died even as the Freuch Revolution matured Tndeed, it can be argued that the Revolulion owed s existence o PLoland s
pariifioning, as it distacled Prussia. Russia and Austvia from events elsewhere. Poland would not he resurvected as a separate entily untt!
affer CIUIL except for the brief moment granted it by victorious French armies under Mapoleon. Host cerluinly grateful to France, the
oles were wolt independent (Their @ac/ry . /1@ ruled by fhe King of S axony, ) and hoped for %u// rebirth. Despite vague promises 1o that
zfect Napoleon never did allow fhe a‘ohmaion of a Pollish Kingdom for fear of alarming the Russians. Mapoleon answered the Polish
uestion by forming The Grand Duchy of Warsaw instead, However. he might have done otherwise and the following rules provide fie
French player with those oplions for answering the Polish Question.

3 oplions are possible for the Polish state:
No Poland

Grand Duchy of Warsaw

Kingdom of Poland
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Mo Loland

&

The lands of Poland, including Warsaw, remain Mustvian, Prussian, and Russian as shown on the map.
The minor stute of Poland is relegated lo history.

Russia is neutral for at least 18 months—no one may atfuck her and she is not eligible for an Alliance die roll during this
span.

Russta cannol accept English production poinls unlil Danuary 1811

agdeburg is ceded lo Wesiphatia.

The minor state of Poland A{y‘ formed and get the cifies of Dantzig. Posen. Thorn, Warsaw and Cracow.

Enemy unils are removed from Loland and arvive as reinforcement next furn.

Russia s neulral for at least 12 months.

&
4’#
®
&, Grand Duchy of Warsaw
2
L 4

/% Russta cannot accept English production points unti! January 1810.
Affer Austiia has been conguered for the second lime, Uestern Galicia is ceded o he Kingdom of PLoland.

/A{/ agdeburyg is ceded lo Weslphatia.

Addition to the Force Pool
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Kingdom of PLoland

Eastorn Poland is attached lo the Kingdom of Poland.
Grodno is a second Polish production cily.

Russia is neulval for at least 6 months.

Russia cannot accept English production points unlil! Panuary (809.

After Austria has been conquered for the second fime. the whole Galicia is ceded o the Kingdom of PLoland
Prussia may start building Landwehr anifs (at Konigsherg)

HAustiia and Prussia will wot send any expedifionary force lo France.

greoee ,

Addition To the Force Pool
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Holland

HAfter 1809. France may annex Holland if she controls msterdam. Autverp and Brussels.

Holland is now part of the French home ferrifory.

Auti-French forces need to contirol Mmsterdam. Antterp and Brussels to conquer annexed Holland
Then Holland (s formed again and aligned with England

Pro-French Duleh unifs are remove ztmm map and from fhe force pool for the remaining of the game.
The following unifs are added o the Force Pool

As long as Holland is in the Coalifion:
Belgium is part of Holland.

The production cily of the Xnti-French Holland is Brussels.

Pro-French forces need lo control Xmsterdam, Antiverp and Brussels fo conguer Holland.
Belgium is part of France again. Holland reverls fo ifs previous state.

England

Gibraliar

Gibraltar is a special port which cannot be assaulled or besieged as long as it s occupied by at least one SP and one naval
Squadyon.
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Diplomacy

Countiies alignment

The political status of nations may change affer the following events:

After a successful Alliance die-roll. see further.

A conquered Wajor Power becomes neulral

A conguered minor state aligns with the conguering side.

A declaralion of war against « country aligns it fo the opposing side.

They are many specific national rules and exceplions. See Mations section
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HAlliance

Once per turn, a player may alfempt to make an aflliance with « Wajor Power.

B A
% No altempt allowed on France or Brifain.

Shain is not eligible for liance die rolls unttl it has been conquered by France at least once

France may also target Deumark ouce hoth Prussia and Hustia have been conguered at least once.

France may atso largel Sweden (f hotth Prussia and Husliia have been conquered at least once.

The )4//1'35‘ma_'y voll for Sweden affer 1812

A4 French aftempt is successful on a modified die-roll of O or fless.

=0 gy4

Hllies affempts succeed on a 7 or more.

I case of success, the largel countiy becomes aligned if it was neutval, or becomes neutval if if was aligned with fhe opposite
faction.

LWhile there are Swedish SP in Pomerania and Sweden (s neulial a successful French roll do nott aller the polifical status of
Sweden. Tnstead, the Swedish SP in Pomerania are moved back fo Slockholm.

lliance s die-roll modifiers

dd modifiers for the anti-French side (diclory. major powers and cifies. depending on the scenario ) Pro-French poinls are sublacted

A side receives [ City Point for each production cily in an enemy Hajor State.

The anti-French faction receives { City Point per controlled major cily in France.

7 point for each aligned Hajor Power.
[ pt for each minor group fully controfled.

Allied dic-roll increases by [ for each production pt sent by England lo fhis countiy tis lurn.

The Coalifion ;eﬁs +2 for each advance info a hex that was occupied by Aapoleon and af least 5 SP.
£

Thi's bonus gel erased when a Hlajor Power surrenders.

Cumudated die-roll modifier may not exceed +/- 4
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Spain War Enlry

The Spanish war entry rule goes info effect when one of these condifions is met:
Both Austiia and Prussia have been conguered once by France Oegard/ess of the current political status of eifher)

After July 1807

The entry level starfs at 12
-1 for each Spanish Squadron in fhe force pool

-1 for each 10 Pro-French SP in Spain (fractions are randomly rounded)

A- Spain War Enlry

The entry level varies with the following events:
oA for each 10 Pro-French SP leaving Spain
-1 for each 10 Pro-French SP enfering Spain
+{ for each Spanish Squadron buill
-1 for eack Spanish Squadron sunk.
+2 for each altack against a force containing at least 50% of Spanish SP
-2 if the pro-French plager has moved any Spanish unils during the Ground Wovement Phase.
-1 during each Coalition s Alliance Phase.

Uhen the level reaches 0, Spain declares war on France.
This entiy level is not used angmore.
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Expedifionary force

The French player may request an Expeditionary Force fo PLrussia and Auslia :

Zf larget nation is aligned with France
Only once per game per nation

LIf there is at teast one contiolled capital or production cily

The resulling expeditionary corps :

Unils are placed in the capital or a production cily if not possible.
They are drawn randomly from map. then from ?l{e force pool.

s fully controlled by the French player as long as the counlry do nof align with the Coalifion.
Zs immune lo allvifion in ils home country.

ust not move beyond 7 hexes from a home cily.

Expedifionary force

The size of the expedifionary force depends on a die-roll modified by fhe afliance modifier.

7+

»
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UYnils are placed in the capilal or a production cily if not possible.
They are drawn randomly from map. then from fhe force pool
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Production

Production Cilies
There are 3 type of Production Cilies.
* The production received from a Landwehr cily may only be used lo purchase LCandwehr unds,

4l The production received from a Maval cily may only be used o purchase Maval unifs

o
!
et

”/ A red Production Cily may be used lo purchase any land or naval unifs.

Production cifies are displaged on map.
@ French Production Cifies ave Paris and any 3 magor ciies in France.

@ Bavaria may not be used as a production state unii! @ pro-French SP gains control of Wunich.

HWinor States Production

DWlinor states are galhered in 4 groups.

WESTERN: Holland and Portugal.

LTALIAN: Northern Lluly. Naples, Datmatia and Switzerland. @ }@ @

GERMAN Bavaria, Brunswick, Hanover, Hesse, Rhine
Confederation. Saxony. Weslphatia and Wurtemburg

BALTIC: Denmark. Poland and Sweden.

A minor s Production Cilty may only be used fo build undls from that state.
A side may only use a single Production Cily per group whatever the number of states which are controlled in this group.
Ek: if France contiols both Wilan and Florence. she may build either undfs from Aorthern Llaly or NMaples but not bolh at the same fime.

A uneatral minor state has o production.
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Production poinls

Xt the start of the Production Phase. the aclive player rolls a die.

+8 for France in January and July. if Napoleon is in Paris.

oA for France if Mapoleon is in Paris affer Russia has been invaded (replaces previous condifion)
1 for Russia if they are 20+ pro-French SP on map area 4

-1 for England if Lisbon is under French control

Y400

On a 5 or less, the state receives [ Production Point per for production cify which is not controlled by an enemy force.

. Zf the result is 6+, the stale s production is doubled.

Units Production

Units ave built from the Force Pool at the following cost in Production Points.

0
0o 72 12 1 4 2 2 3 5 5

The maximum number of Production Poinls which may be used lo purchase unifs from the French Force Pool. during a
single Production Phase, is & for naval unifs. and unlimded for land unds.

The maximum number of Production Points which may be used lo purchase unifs from the English Force Pool. during a
single Production Phase. is 2 for land unils and 5 for naval uni.

Zf the anti-French faction controls Branswick and/or Hanover. the Production Loints from these ciies may be used b
purchase English satellite K -unifs (King s German Legion) from the English Force Pool

Produced unils are deploged in any national production cify malching fhe anit type.

No more than 4 SP may be deployed in the same production cily during a single Production Phase.
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Swve and Lend

Production Points may only be stored from one furn fo anolher only in the follbowing cases:

£

,% England may store up lo a & poinks.

The maximum number of production points that could be lent cannof exceed the pls generated by larget state s own red
Production Cifies.

@ % France and England may also use their Maval production points o replace naval unifs of their satellite stues.

Spain & Lortugal

As long the countiy is invaded, Spain and Porfugal follow a different production system.

The number of production points awarded is variable:

2 pis per nafional cify (7 if minor), controlled or free of enemy SP
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Conquest

Conguest of « nafion

Xt the end of any Combat Phase a state is conquered whenever all a state s capital cifies and production cifies are
occupled by enemy 54

y
@ France is only conguered if there is af least one supplied anti-French SP inside Paris.

England, Spain, Portugal and Poland are only conguered if there is af least one enemy SP in every
walional city hex.

;-’L : Austvia's and Prussia s landwehr production cifies count only once those cifes have heen acltvated for production.
(Prague, Inssbruck, Konigsherg)
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Conguest effects for a Wajor Power

0 B/ foreign unils refieat from e capilal, and wmay wnof move inlo if again white the countiy remains neulpal

AU land unils of the conguered stale which are not inside ifs horders are immediately removed from the map hoard and
placed n their Force Pool .

UYnils still al war with the congueror are removed from the conquered stale and arvive as reinforcement next furn.

The nation must remain Meutral until there is no land combat unit left in its Force Pool
Then it witl be becomes eligibte for Alliance.

. Botth sides may lrace supply and move through the conguered state without stacking with that state s land wnds.

Oceupy a cily of a conquered state.

The side that conquered the slute may aulomaically take control of any non-capital city in fhe conquered state by moving a SP info it
unless the hex (s occupied by enemy land unds.

. The cily becomes a Supply Source for the conguering side.

S unifs of the conquered state which are in the cily hex are aulomatically overrun
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Conguest effects for a minor nafion
The conquering nation is fhe one with the most SP in the minor s production cifies.

The country usually aligns with ils conqueror.

A a L
“@%}@/4{’, Brunswick, Hanover, Hesse, Poland and Weslphalia revert inslead lo their unformed state.

Unils

. On a die-roll less than 4. the conguered country s unils are removed from map.

Ynils bear The color of the conguering nafion.
Dutech unils are always red on the Allies side.

Land units moral is reduced by [ if the conguering nation was not the inifial controller of the conguered nafion.

Swedish, French-conliolled Saxons, gnglrls/r~conﬁ'o//ed Duteh keep their morate.

ys
@Q ,@ Talian, Poles and Por!ﬁ(guese are never removed from map and remains h]a/ fo Their inifial controller.

A
@ Danish naval undls remain loyal o their indlial contioller.
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France

French Invasion of England

Considerable preparations were made prior o 1805 for a French invasion of England. The plan was lo land near London, lake the cily.
and supply the army from the land of the enemy. While the planned invasion never ook place and there is uncerluinty how effective the
fi'ams,aoﬂfsy were, fhe threat of invasion was laken very seriously by Crreat Brituin.

7o reflect this fhe following rules are in play:

T If there are no English squadons in the Morth Sea or in a hex bordert’g this sea, and a French bansport is located eifher
wFE. at Boulogne or in the Morth Sea. then French army unils may cross the English Channel during the Ground Hovement
i hase. ‘
T 14

Lgnore naval force blockaded af port

A maximum of 20 SP may move from Boulogne o any English costal hex located between Plymouth and Yarmouth.

Crossing unils will suffer attvifion toice and may not move affer landing
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Napoleon s Exile

The first time France is conquered:

Belgium (s ceded fo Holland which becomes anti-French.
PLiedmont is formed and joins the Allies.

Rhineland is ceded to Prassia.

S French land unils oulside France are moved to fhe Force Pool

French naval unils are moved from map and arvive as reinforcement next lurn.

Napoleon is removed from map and arrive as reinforcement in (2 months.

Enemy unils in France are remove from map lo arrive on reinforcement next furn.
French unils may nol leave France while neulval.
Sweden becomes Meutral if if was aﬁgﬂed wilh the Sllies.

Spanish troops are sent to fight rebellions in their colontes.
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@ Napoleon s Relurn

3 months affer the exite. a die is rolled during each French lliance phase:

-1 for each 3 months of exite.

-1 for each pro-French minor nalion.

On a resull of zero or less, Mapoleon lands on France and takes hack the power at Paris.
France enters wars against the fllies.

Zf NMapoteon does not come bhack affer (2 months, fhe game ends up in an allied decisive victory.

Olterwise. the game is extended up To 12 months affer fhe Emperor s retura.

2 dice are rofled during each French lliance phase.

«l in 1874, -2 in 1876.

-1 for each French advance info a hex that was occupied by at least & enemy SP (+1 for the Coalifion. and +2 more if fhe
tex contianed Mapoleon as well)

-{ for each cily controlled by France among Amsterdam, Brussels, Autwerp. Liege. Greneva, Zurich, Genoa, Tarin, Hilan,

HWlantua, Venice.

On a result of zero or fess. the game ends in a draw.

The Sllied p/qyer wins 1’:»1medz2ﬂ‘e@ a Decisive viclory when France gels conquered for fhe second fime.

Napoleon

Napoleon

%
£3

Napoleon is never killed in the Grrand Campaign.
He gels injured for 6 months instead.
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Foreign Wars

English-HSA Uar

Triggering

At the end of each Danvary turn. a die-roll of 1 iggers this war.

This may occur only once a game.
Effects:

The following unifs must be removed first from map. then from force pool and placed on the Foreign Lar card.
End

. . At the end of eack furwe. a 12 obluined with 2 dice end this war.

Committed unils will arvive next turn as reinforcement at any production city.
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% Finnish War

Triggering
Uhen Sweden becomes aligned with France.
_ This may occur only once a game.
Effects:
The following undls must be removed first from map, then from force pool. and placed on fhe Foreign War card.
End

. . At the end of each furn. a 12 obtuined with 2 dice end this war.

/ Russta may invest | production point to give a +1 fo fhis die-roll

+1

Also endls when Stockholm gels controlled by the Allies.
Committed unils will arrive next lurn as reinforcement at any production city.

Finland is ceded fo Russia.
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% Russo-Turkish War

Triggering
At the end of each January turn, a die-roll of [ triggers this war.
This may happen several limes in a game.
Effects:
The following unils must be removed first from map. then from force pool and placed on the Foreign War card
Kieo is nol considered as a production cily for production purpose only.
End

. . At the end of each turn. a 12 obluined with 2 dice end this war.

/ Russia may invest [ production point To give a +{ fo this die-rofll

+1

Commilled units will arrive next lurnr as reinforcement at any production ciy.
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7> Zoish Rebellon

Triggering

5._?

A fleet transporling French unifs, located in the Aftantic Ocean with a ¥ least | WP teft: may disembark these wnifs inlo
Treland in order To susluin an Lrish rebellion.

Thhen, at the end of each turn, 2 dices are rofled, modified by the number of disembarked SP and lthe hest leadership. On a
result of 12+, the Rebellion breaks out:

Effects:
The following undls must be removed first from map. then from force pool. and placed on the Foreign War card.

End
808 802 e cndt of cach turn a 12 abtined with 2 e ond s war
Also ends 12 turns affer the French landing
Committed unils will arrive next turn as reinforcement at any production cily.

French unils arvive next furn as reinforcement at any port in France.
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Prisoners

Prisoners

Surrendered land unils 2o inlo jail

A prisoners exchange occurs every January.

PLerformed on a one-lo-one basis belween pro-French and Auli-French factions.

Unils are chosen al random.

Liberated unifs go back to their force pool
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Warning
Please Read Before Using This Game Or Allowing Your Children To Use It.

Some people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing lights or light
patterns in everyday life.

Such people may have a seizure while watching television images or playing certain video games. This may happen even if
the person has no medical history of epilepsy or has never had any epileptic seizures.

If you or anyone in your family has ever had symptoms related to epilepsy (seizures or loss of consciousness) when exposed
to flashing lights, consult your doctor prior to playing. We advise that parents should monitor the use of video games by their
children. If you or your child experience any of the following symptoms: dizziness, blurred vision, eye or muscle twitches, loss
of consciousness, disorientation, any involuntary movement or convulsion, while playing a video game, IMMEDIATELY
discontinue use and consult your doctor.

o Do not stand too close to the screen. Sit a good distance away from the screen, as far away as the length of the cable
allows.

o Preferably play the game on a small screen.

o Avoid playing if you are tired or have not had much sleep.

o Make sure that the room in which you are playing is well lit.

o Rest for at least 10 to 15 minutes per hour while playing a video game.

Notice

WAR AND PEACE and AVALON DIGITAL are trademarks of SAS AVALON DIGITAL, based in Meylan, France.

SAS AVALON DIGITAL reserves the right to make improvements to this product described in this document at any time and
without notice.

This document, and the software described in this document, is under copyright. All rights are reserved. No part of this
document or the described software may be copied, reproduced, translated or reproduced to any electronic medium (unless
for personal use) or machine-readable form without the prior written consent of SAS AVALON DIGITAL.

SAS AVALON DIGITAL makes no warranties, conditions or representations express or implied, with respect to this document,
its quality, merchantability or fitness for any particular purpose. This document is provided ‘as is’. SAS AVALON DIGITAL
makes certain limited warranties with respect to the software and the media for the software. In no event shall SAS AVALON
DIGITAL be liable for any special, indirect or consequential damages.

These terms and conditions do not affect or prejudice the statutory rights of a purchaser in any case where a purchaser is a
consumer acquiring goods otherwise than in the course of a business.

You may print and duplicate this document for your personal use.

Support

All questions related to technical issues with the game WAR AND PEACE can be sent by email to the support of SAS AVALON
DIGITAL at the following email address:

support@avalon-digital.com or carrierbattles@yahoo.com
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