Napoleonic Battle Series (Gamers) house rules

Hi all,

we worked out the following rules from our gaming experience with Marengo and Aspern-Essling. We have been playing rules version 2.1. Feel free to apply or disapply the following at leisure.
Good gaming!

Dori Illiano

· Units must stop on entering an enemy ZOC (exception: cavalry can keep charging through enemy ZOCs during Follow-ups, but it is fired upon everytime it exits an enemy ZOC from any and all units exerting the ZOC itself). Also, infantry units can’t change formation while in an enemy ZOC. However, units can exit an enemy ZOC by moving backwards (at double cost of movement), unless they directly enter another enemy ZOC by doing so (in which case they can’t move at all).
· All formation changes must be done at the start of movement (artillery is excepted from this rule). Units changing their formation have the movement points available to the formation they have entered in.
· Units in square can move 1 hex per movement phase while remaining in square. Units starting their movement phase in square and adjacent to enemy units can either move one hex OR go into column (selecting their own facing) and then freely expend half their movement phase. If they choose the latter option, however, their morale state is automatically worsened by one level (i.e. normal units become “shacken”, etc.).
· Fire modifiers listed on the Fire Table Modifiers are modified as follows:
· against cavalry and infantry columns: +1

· against Skirmishers: -1

· against units in Woods: -1

· against squares, Limbered artillery and DG targets: +2

· against stacks: +1 against AA level units, +2 against AAB level, +3 against AAA level
· against Flank targets: +1 if fired at 3 or more hexes of distance, +2 if fired at 2 hexes, +3 if fired from an adjacent hex. The same modifiers apply to morale checks triggered by flanking fire (as opposed to a fixed -3).
· In all scenarios skirmishers should be created in proportion to the scenario’s length and its expected combat intensity.
· Infantry units assaulting skirmishers in close combat enjoy a +2 bonus to their morale checks.
· Units assaulting in close combat still enjoy half the protection bonus (rounded down) of the terrain they assault FROM (i.e. units assualting from Town hexes will be fired at -1, in addition to all other possible modifiers).
· Straggler losses in excess to a unit’s ability to absorb them are inflicted on other units in the same hex. If there are none they are turned into regular losses against the former unit.
· Units moving in road column (i.e. using a road) can’t be stacked together, nor move over each other. OPTIONAL RULE: large units in road column will have to occupy multiple road hexes. There can’t be more than a “B” fire level or 3 artillery points in a single hex. Larger units are considered to occupy the road hexes behind their counter, which will have to be left free (i.e. an “AB” fire level unit takes three road hexes).
· Units can’t use road column movement to move adjacent to enemy combat units.
· Cavalry units can shift their facing just one hexside per hex they enter in during movement (this is intended to make it harder to satisfy the charge conditions)

· It is too easy for cavalry charging in reaction to enemy cavalry movement to Flank attack their opponents. To balance this, the originally moving cavalry (the one being targeted by the reaction charge) is allowed a morale check (apply the following modifiers: -2 is enemy cavalry starts its reaction charge adjacent to its target, -1 if it starts 2 hexes away from it). If it passes it (i.e. it gets a No Effect or Blood Lust result) it is not taken on the flank, and does not even need to turn in order to face the cavalry charging in reaction. If the cavalry unit receiving the reaction charge does not pass its morale check, it suffers no adverse result but the fact that it is taken on the flank. Even then its opponent does not attack on the 17+ column but rather on its normal column with a +5 modifier.
· During cavalry charges follow-ups are not automatic: the charging unit has to roll 21+ each time it wants to perform one of them. Modifiers: + 4 for each roll after the first one; + 2 for each hit suffered by the charging unit during its entire movement phase.
· During Follow-ups cavalry units performing flank attacks or attacking DG units do so on their ordinary column, applying a + 5 modifier (instead of going automatically on the 17+ column)

· Errata entry n.8 does NOT apply: squares fire against charging cavalry on the regular Square vs. Cav line of the Fire Points Table.
· Whenever cavalry units attack each other (i.e. in those cases where moving/charging cavalry is targeted by an enemy reaction charge) they do so simultaneously. They also check morale simultaneously.
· If, during a cavalry vs. cavalry melee, both units pass their morale checks, such a melee is finally resolved on the Odds Table (like infantry assaults), using the units’ actual strenght values (as found on the Cavalry Attack Table). If a side has inflicted on its opponent 2 hits in excess of the ones it has suffered, the former gains a +/-1 bonus to the dice roll. If the hits in excess are 3, there is a +/-2 bonus, etc.

· The losing unit of a cavalry melee becomes Blown and must withdraw 6 to 12 hexes; the winner (if it does not automatically become Blown as well, as it is the case of units performing reaction charges) rolls one dice: on 1 or 2 it also becomes Blown and must retreat.
