House Rules for Napoleon (Columbia Games)
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The rules are based on Columbia Games’ official Napoleon Rules Version 3.21.

Jeff Cornett’s Reminders, Clarifications and Tournament Rules (7/5/04) take precedence over Columbia Games’ Rules.

The following house rules take precedence over the official and tournament rules:

1. Square formation is never allowed.

2. Cavalry fire at F2 if at least one friendly artillery or infantry unit is engaged in the same battle area, or F1 otherwise.

3. Artillery fire at F1 at long range (not engaged) and F2 at short range (engaged).

4. Artillery may make engage moves in the same way as infantry and cavalry.

5. British group moves are permanently reduced to 1 per turn if Wellington is lost; Prussian group moves are permanently reduced to 1 per turn if Blucher is lost.

6. In 7.0, disregard “Moving units out of a battle constitutes a Retreat and must be done before any units move or fire this Battle Turn.”  Units involved in an ongoing battle can reinforce an adjacent battle, if they are in reserve and have not failed a morale roll or already made a reinforcement move in the active player’s current set of “simultaneous” battle turns.
7. Subtract 1 from the morale roll of any Allied unit engaged with the French Old Guard (Friant).
8. At the end of campaign turns, check for French Army Defeat, then Allied Supply (French turns only), then Allied Army Defeat.
9. Napoleon can be “killed in combat” via either having no space to retreat to when required to Rout, or by enemy Fire.
10. The French win if they occupy all three of Ghent, Brussels and Liege on ANY turn in the game.
