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Notes on Napoleon in Europe

8/4/02

House Rule Suggestions and Clarifications:

· Nation A and B have Allied and co-occupy a territory. Nation C has declared war on only Nation A but wishes to enter the co-occupied territory. Nation C may do so. Nation B must now make a choice: (A) He may declare war on Nation C (paying 1 PAP) and participate in the battle as an Ally to B or (B) Nation B may leave the territory or (C) Nation B may go ahead and participate in the battle as a nominal Ally to A but not declare war and does not get any PAP’s or Cards for doing so.

· After suing for peace if the vanquished country declares war on just one of the winning members of a coalition then the other coalition members may then declare war on the vanquished nation without waiting the 12 month period. Ditto for Nations that are Allied and only one Nation is the object of a Declaration of War. They must declare immediately or they loose this option. They must pay the appropriate PAP’s or may not declare war.

· Infantry charging a square get a +1 in the attack.

· Invaders have a 50% Chance to retreat from amphibious landings. Roll a D6, on a 1, 2, or 3 they will be able to retreat back to where they came. If they fail, they loose everything.  This includes situations involving an annex attempt.

· If activated, the Ottomans may build Artillery (-1 to fire) @ 10 pp’s. They would also be allowed to build regular infantry at a 2:1 ratio much like elites. (Optional – only use if being played by a real player)
· Militia can only appear in the same homeland region once per quarter. Ie., repeated amphibious invasions do not raise additional militia until 3 months have gone by.

· Elites and heavy cavalry can not be fired upon unless all other pieces of that type in that battle area have been fired upon at least once that round. Ie., if you have 1 Hvy Cav and 3 Reg Cav with 2 Inf in a battle area, then the defender must fire at all the reg cavalry before the hvy cav can be fired upon. If the Hvy Cav charged, then the defender may always fire at the hvy cav regardless. Charges are exempt from this, ie., you can charge anything. 

· Only un-played cards may be traded.

· For major battles which include 2 or more allied armies The player with the most pieces chooses which friendly participating army gets the PAP’s and/or cards.

· Production Points may only be spent during production turns. The sole exception to this is that you can spend pp’s to play innovation cards at any time, provided you have saved back enough pp’s (10 each) to play the card in question.

· When amphibious invasions are combined with over land assaults involving Allied troops then the defender will get the +2 modifier against the troops amphibiously invading, not against the Allied troops moving by land.  Ex.: Britain is Allied with Spain. France has invaded Spain and occupy a coastal region. The Spanish troops decide to move in the British turn (since they are Allied) and attack the French that are on Spanish soil. In the same turn, British amphibiously move troops into the same region so that you have a major battle between the French vs. the Brits and Spanish. The French will get a +2 vs. the British troops only (not the Spanish troops) for the whole battle, since the Brits amphibiously moved into the region. (Optional) Note: The designer has ruled that all invading troops involved in this example may be attacked @ +2 by the defender throughout the battle.
· Leaders may only rally their own troops and may only give their own troops a +1 in battle. (Optional) The designer intended that any friendly leader could rally or lead friendly troops. He suggests a -1 if attempting to rally friendly troops not of your nation.
· Once a battle is joined, you may not give or trade cards with other players. Ie., when going to the battle board you must have all the cards that you plan to use in hand. Limit 4 un-played cards in hand per player.
· Although you may move in an Allied players turn, production always occurs in the original player’s turn.
· Roll once for each turn that enemy unit(s) occupies your capitol for commitment.  Roll immediately upon enemy troops entering a capitol - limit one commitment check per turn.
· Non player controlled major nations will generally act with the controlling player in Alliances, Declarations of War, Suing for Peace, etc. Ie., since they have no PAP’s they will automatically be at war with enemies of the controlling player, Allied with their allies, etc. If forced to sue for peace on their own, then they become uncontrolled and neutral once more.
· Players must have some of their own troop(s) participating with an Allied Non Player Nation in battle to gain card(s) and a PAP.
· Amphibious transport: Cavalry may move one territory, embark and then land. Ie., Embarking costs 1 movement point. No unit may move after debarking. 
· Naval units may not move after participating in amphibious landings/transport.
· When a nation (player or non-player) sues for peace then it will generally attempt to move it’s pieces back to friendly controlled territory via regular movement. If a non-player MAJOR nation has been totally eliminated, then it’s forces will surrender and are removed from play since it is now uncontrolled.  Minor nation’s forces that have allied with a player will always fight on, however, since these have been replaced by the owning player’s own pieces and was historical.
· Experimental and Optional Supply Rules: 
These rules tend to limit army sizes, but also provide somewhat of an 'operational' feel to the game.  
The production phase is now the "Production/Supply" phase. During the Production phase, after the number of production points has been determined, and before troops are built, all units must be supplied. Supplied units are paid for with production points. 

Supply Costs: 

All units cost 1 pp to supply. Leaders supply for free.

Any unit that cannot be supplied (i.e. paid for or fails foraging) must be removed from play. 

Foraging:

Units that cannot be paid for in the supply phase may forage for supply, rather than be eliminated. Those units which forage must roll 2d6 for supply. Each unit must roll 7 or better in order to successfully forage. A unit which fails the die roll is eliminated. The die roll is modified by the following modifiers: 

-1 if foraging in Africa. (or a desert region)
-1 if foraging during Winter Months (Dec, Jan, Feb)
+2 if foraging in a Capital Region. (Any country).
+1 if foraging in a Homeland Region. (Any country). 

