22

EMPIRES IN ARMS OPTIONAL RULES AND ERRATA (v. 2.71)

Official errata (only partially incorporated) is indicated by citing The General volume/issue.  Except where an amendment is noted, all the following are additions  to the standard rules, which remain in effect.

1.1.1 The Map: Austrian Capitals: The Habsburg state consisted in reality of two main components: the Austrian hereditary lands and the Kingdom of Hungary (in the game, the provinces of Hungary, Transylvania, Military Border and most of Illyria).  Despite centuries of centralizing, the Hereditary Lands continued to be a motley collection of laws and customs; only Hungary resembled a unified state, albeit an obstinate one from the point of view of Vienna.  For the Habsburgs and their ministers losing Hungary and its resources was unthinkable, and Franz I (and his successors) would have sacrificed everything before he agreed to cede the Hungarian heartland. For purposes of the 4.4 Victory Conditions Chart only, Ofen is an Austrian national capital city (i.e. a victorious power may not select Hungary for cession unless all other Austrian provinces are already ceded).  For purposes of 8.2.1.1 (Money Collection by Taxation) and all other rules, Ofen remains a provincial capital. 

1.1.2 Swedish Pomerania: In 1720 Sweden was forced to partition Hither Pomerania: Brandenburg-Prussia took the port of Stettin with all the land south of the Peene River as well as the islands at the estuary of the Oder.  Sweden was left with an enclave consisting of the fortress-port of Stralsund, its hinterland, and the island of Rügen.  Prussia’s share was by far the most valuable: Stettin was the gateway to the trade of the River Oder, along which flowed the produce of Upper Saxony, Silesia, and Posen.  Although its remaining share of Pomerania gained Sweden very little in economic terms, Stralsund remained an important foothold on the Continent, and in 1813 the fortress made a useful base for Sweden’s intervention against Napoleon.  At the Congress of Vienna, however, Bernadotte exchanged Swedish Pomerania to Prussia in return for Norway.  The western-most area of Pomerania (the area containing Stettin) becomes a minor country called Hither Pomerania.  Hither Pomerania begins all campaign games as a secondary district of Sweden; Stettin is its capital, and its money and manpower values are 0/0.  Colberg becomes the capital of the Prussian province of Pomerania, which retains its money/manpower values of 4/2.  

1.1.2.1: Although for all other purposes Stettin is controlled by whichever power currently owns Hither Pomerania, Prussia collects Stettin’s British and American trade values as if it owned the city; a power which controls Hither Pomerania may prevent Prussia from collecting Stettin’s trade only if it is at war with Prussia.  A power which is at war with Prussia but not at war with Hither Pomerania (or its owner) may prevent Prussia collecting Stettin’s trade values by placing a fleet in Stettin’s blockade box; in this case fleets and corps of Hither Pomerania’s controlling power (or others granted access) may still enter Stettin freely, unless they are also at war with the blockading fleet. In all other respects the rules governing blockades and trade apply normally.

1.2 Unit Counters: The Russia I, II, and III corps should have a cavalry morale of ‘4’. 23/4.

1.2.1: The British leader Wellington has a strategic rating of ‘4’, not ‘5’. The Austrian leader Schwarzenburg has a tactical maximum rating of ‘5’, not ‘3’ as printed on the counter. Add a new Austrian leader Hiller (2-2-3-C) as a reinforcement in January 1809 (see 14.7.6).

1.4 The Game Card: The Minor Countries Chart omitted a line for Finland.  The National Modifiers for Finland are: As 0, Fr +1, GB +2, Pr 0, Rs 0, Sp 0, Tu 0.  Finland is a secondary district of Sweden in 1805, and a Russian conquered minor in 1812 & 1813.

4.2.2.2 Limitations of Declarations: Amend to read: A major power already at war with another major power may not declare war on other major powers if unbesieged enemy infantry corps are already inside its home nation. 23/4.

4.2.2.4.1 Types of Enforced Peace: The basic rules allow a power to break an alliance in one turn and attack it’s former ally in the next, or to turn on a former comrade in arms as soon as the common enemy is defeated.  This makes for very free-wheeling games; it is also distinctly unrealistic, since even the most brutal practitioners of raison d’etat in the early 19th century acknowledged the need to preserve at least some diplomatic credibility.  There are three types of Enforced Peace between two major powers, arising from 1) a formal peace treaty (at least 18 months, depending on conditions: 4.4.6.3), 2) mutual victors (three months: 4.4.6.3.1), or 3) a broken alliance (three months: 4.7.1).  
4.4 Victory Conditions Chart: Amendment: Victory Condition C.7: Change the word "American" to "colonial". 23/4.

4.4.6.3.1 Enforced Peace between Victors: Major powers which accept the surrender of a third major power in the same turn may not declare war on each other for three months (e.g. France surrenders to both Austria and Prussia in August 1810; Austria and Prussia may not declare war on each other until November 1810). 

4.4.9 Royal Marriages: Royal marriages created by a formal peace remain in effect until a declaration of war (costing an additional political point) between the two major powers involved in the marriage.

4.6 Minor Country Control

Typically the opening stages of EIA sees the major powers gobble up the minors in an orgy of conquest.  This is not very historical, and the “victimization” of minors is frequently cited as a weakness of the game.

4.6.2 Selecting Controlling Major Powers: Amendment: For the sake of uniformity, the die roll to determine control of a minor which has been declared war upon is made by throwing two dice instead of one.  All other rules of this section are unchanged.

4.6.3.1 Marking Control: When a minor power with corps or fleets is placed under a major power’s control because the minor has been subject to a declaration of war, the minor is treated exactly as if it had been declared a free state (see 4.8) and subject to all rules for minor free states (as well as the provisions of 10.2.1.3). 

4.6.4 More than one Declaration of War upon a Minor Country: Powers must back down if they are in a period of enforced peace due to a formal peace (4.4.6.3), mutual victors (4.4.6.3.1), or a broken alliance (4.7.1).

4.6.4.2.2 Forced War Declarations: Amend to read: If there are any allies and/or royal marriages involved, then the alliances and/or royal marriages are broken and the requisite points lost for each. 23/4.

4.6.7 Neutral Minors & Major Power Aggression: In the Minor Country Control Step immediately following a major power’s declaration of war on a neutral minor, other major powers (than the one declaring war) may attempt to gain the loyalty of the attacked minor’s neighbors.  Only neutral minors capable of being free states (i.e. which have corps) who are adjacent to the minor just attacked are eligible for this attempt.  For the purposes of this rule, Denmark and Sweden are considered adjacent, as are Naples and Sicily.  Each power which wishes to gain the eligible minor’s loyalty rolls two dice, applying national, status and “at war” modifiers (as per 4.6.2).  The major power with the highest modified roll of 10 or more gains control of the minor as a free state (ties resolved in favor of the major power with an unbesieged corps nearest in areas to the minor’s capital).  

4.6.8 Alliances with Minor Powers:  During the UMP control step of each Economic phase each major power may attempt to gain control of a minor power by diplomatic means.  Each major power records the name of one minor to which it wishes to make a diplomatic overture. These are then simultaneously revealed.  A diplomatic overture costs one political point per district of the minor country, whether the overture is successful or not (ignore for this purpose zero-manpower districts).  The major power then rolls two dice and adds national and status modifiers (as per 4.6.2.1 and 4.6.2.2).  If the result is 10+, the minor power immediately becomes a free state of the major power if it has a corps or fleet, and a conquered state if not.  The minor power’s army and navy (if any) are intact at their current strengths.  If successful, the major power gains one political point per district of the minor power (the same as it paid for the overture).  If more than one major power rolls successfully to ally, the minor power remains neutral.  A diplomatic overture may not be made to a minor with which the major power is at war.  An overture may not be made to a minor which is already controlled by another major power unless the controlling power is in the Instability or Fiasco zones of the Political Status display.

4.7.1 Enforced Peace for Breaking Alliances: A major power which has broken an alliance with another major power may not declare war on that former ally until at least three months after the date the alliance was broken.

4.9 Declaration of Combined Movement: If desired, write down combined movement declarations and reveal them simultaneously. 23/4.
6.2.5.1 Transportation Movement Procedure: Amend the first sentence to read: The corps and the fleet must both begin in the same friendly controlled (it may be besieged) port. 23/4.

7.2.3.1 Supply Source Definition: Cities in ceded home nation provinces are not valid supply sources, unless the province has been incorporated in a minor free state as part of a multi-district minor (10.4.5) or a new political combination (11.0).

7.3.1.2 Force Marching: Amend to read: Corps may increase their movement allowance by one movement point by “force marching”. Cossacks, freikorps, guerrillas, cavalry corps and disembarking corps may not be force marched. 23/4.
7.3.5 Disembarking: If an area contains a friendly port that is besieged, counters may be considered to be disembarked directly into the port (if there is room) or into the port's area, as the controlling player desires. 23/4.

7.4.2.1.1.1 Corps Depot Supply Additional Costs: While optional rule (12.3.1 Supply Limits per Depot) helps to minimize the “monster stack” problem in EiA, it also sharply reduces the maximum distance of supply lines and therefore a power’s “striking range”; as a result it becomes almost impossible to recreate Napoleon’s invasion of Russia.  The following rule is an alternative.  If a single depot is used to supply more than four corps, the cost of supplying every corps after the fourth is doubled (i.e. $1 in the depot’s area, $2 in one area distant, etc.).  In winter, costs are doubled twice (i.e. the fifth corps to be supplied by a depot in winter costs $2 if in the depot’s area, $4 if one area distant, etc.).

7.5.2.1-7.5.2.7 Operational Possibilities Chart: The attacker's first combat table when crossgriding an Escalated Assault with a Cordon river crossing should be "5-1" instead of "5-2". 23/4.

7.5.2.10.3.6 Retreat after Disembarking: Corps which disembarked into a land area (7.3.5) and are then forced to retreat in the subsequent land combat step must surrender (all army factors and any accompanying leaders become prisoners).

7.5.4.1.3.2 Assault Combat Resolution: Amend to read: Final morale levels are determined and forces revealed as per 7.5.2.6. 23/4.

7.5.4.2.1.2 Garrison Attack Combats: Amend to read: Final morale levels are determined and forces revealed as per 7.5.2.6. 23/4.
8.1.3.2 Campaign Victory: The following changes to this section (in italics) alter the victory conditions in subtle but important ways and should be read carefully. Amend to read: Victory points are collected during each Victory Points Step (see 8.1).  In campaign games, the first player(s) to obtain enough total victory points to reach or exceed his major power’s or a controlled UMP’s victory level (see 14.3.9) and announce this fact (it doesn’t have to be announced at the first opportunity) is a winner.  If two or more players have announced victory simultaneously, those players are co-winners.  Players, major powers, and UMPs may not transfer victory points to each other. If no major power or UMP reaches the required victory level by the end of a campaign game, Great Britain wins; if at least one major power or UMP reaches its victory level, but no player has announced victory, the game is a draw.  

8.1.3.2.3.1 Campaign Victory: National Objectives:  These rules are a modification of the AFA National Aspiration rules.  Their intent is to direct players toward the historical goals of Europe’s major powers in the early 19th c.  See the commentary with the National Objectives Charts.  Amend to read: In the final Victory Points Step, in addition to Victory Points (VPs) collected each Victory Point Step, each major power consults its list of national objectives (see below) and totals its score.  These national objective VPs are added to the power’s VP total as extra victory points for determining a winner or winners.  A major power’s controlled territory includes free states, ceded provinces, and conquered minors. The national objective VP values are also used to determine Dominant Power status (11.8.3 & 11.8.4).

8.1.3.2.3.2: Delete.

8.1.3.2.3.3: Delete: See 14.3.9.

8.1.3.2.3.4 National Objectives Charts
8.2.1.2.2.2.2.2 War with the United States: Wars with the United States may either be ended by forfeiting 5 political points, or by committing troops to America in order to force the United States to accept terms.  During the Victory Points step of each Economic Phase after war breaks out, the British player rolls two dice.  On 10+, the war is ended immediately, and Britain can collect its full colonial trade income in the following Money and Manpower Step.  Britain may modify this die roll by moving fleets and corps off the western edge of the map to “America”.  Britain may not have more corps than fleets in America.  For every fleet of at least 10 ships or corps of at least 10 ground factors in America, Britain may add one to the peace die-roll.  Forces in America may return whenever the British player chooses, by announcing the fact during a Reinforcement Phase.  Returning forces appear the turn following the announcement, in any space along the western map edge, and may move normally that turn.

8.2.1.2.3 Continental Blockade: Although Napoleon’s Continental System failed to bring Britain to its knees, it cost the British government considerable difficulty, culminating with the virtual imposition of martial law in order to suppress the Luddite labour disturbances of 1811. At the conclusion of the Money and Manpower Collection Step, Britain loses one political point (PP) if its total Domestic Trade is less than $25, and loses a second PP if its total trade is less than $15.

8.5.1.2 Fleet Maintenance: Amendment: Fleets in blockade boxes during the Money and Manpower Expenditure Step pay $5 for maintenance (see 12.2.9.3).

8.8 Ceding: Clarification: Ceding of minor countries or ceded provinces is allowed only 1) to allies when the ceding major power is at peace with all other major powers, 2) by virtue of a formal peace, or 3) to an UMP with which the ceding major power is at war during the UMP Control Step of an Economic Phase.  Ceded provinces change hands immediately: either in the ceding step, the peace step, or the UMP control step, respectively.  If desired, a major power may cede one individual district of a multi-district minor country instead of ceding the entire minor country. Unceded home nation provinces may not be ceded except as part of a formal peace settlement. Cession to an ally or to an UMP costs the ceding major power one political point for each province or minor country ceded. Multi-district minors costs one political point to cede regardless of secondary districts.  Cession by peace treaty does not cost political points apart from the penalty for surrendering.

10.2.3 Neutralising Minors: In the New Political Combinations step of an Economic Phase, a major power may, if desired, declare the neutrality of any controlled minor.  Simply remove the major power’s control marker and record the minor’s corps and fleet strengths. 

10.3.1.2.1.3 General Access Rules: Neutral forces that previously had access in territory that has changed control (i.e., due to reconquest or ceding) can be given voluntary access under any new conditions granted by the new controlling major power (unconditional access must be given if peace condition C.5 applies between the involved major powers).  If no access is given or available, the neutral forces must be handled as with force repatriation (see 4.4.6.2 and/or option 12.4). 23/4.

10.3.4 Forcible Access: If a major power is denied voluntary access or denied desired access conditions, its land forces may still be moved into or through desired areas by using “forcible access,” as follows: 

10.3.4.1: Forcible access operates under the same restrictions as access through neutral minor countries (see 10.3.1.1).

10.3.4.2: A phasing major power loses one political point per Turn for each major power's territories in which forcible access is used. For example, during a Turn, French counters are moved through some Bavarian and Saxon areas using forcible access.  France loses one political point if both these minor countries are controlled by Prussia, but loses two political points if Bavaria is Austrian-controlled and Saxony is Prussian-controlled.

10.3.4.3: The major power controlling territory in which forcible access occurs may, if desired, immediately declare war and lose the requisite political points for each separate declaration on any or all of the major powers using forcible access in its territory, unless prevented by limitation in 4.2.2.1.  This chance to declare war is repeated each time a counter using forcible access is moved.  If war is declared, allies may be called as in 4.3. 23/4.

10.2.1 Conquest of Minor Countries: Amendment: A minor country is conquered by one month’s unbesieged occupation of all cities in the minor’s primary district.  

10.4.5 Creating multi-district minors: Apart from those multi-district minors in existence at the beginning of the game (Sweden-Finland-Hither Pomerania, Denmark-Norway, Naples-Sicily) the following multi-district minors may be created in the New Political Combinations step of the Economics Phase by a major power which controls both districts.  Creating these states gains the major power no political points.  These states remain in existence for purposes of rule 10.4.3.2 until the primary district is conquered by another major power.

10.4.5.1  Cisalpine Republic: See commentary under 14.1.5.1 (1805 Campaign Game Set-up). Romagna can be made a secondary district of Lombardy as long as the Kingdom of Italy does not exist.  If the Kingdom of Italy is created later, the Cisalpine Republic is dissolved. In Campaign Games starting in 1805, the Cisalpine Republic is already created: see 14.1.5.1.

10.4.5.2 Egypt: First during Bonaparte’s Egyptian adventure and later under Mohammed Ali, the “Napoleon of the East”, attempts were made to fuse the Near East into a single state. If the Ottoman Empire does not exist, Palestine, Cyrenaica and Syria can be made secondary districts of Egypt by any major power except Turkey.  If Syria and either Palestine or Cyrenaica are secondary districts of Egypt, the morale of infantry in the Egypt and Syria corps is increased to 2.0. See 12.3.3.3 Mameluke & Spahi Cavalry.  
10.4.5.3 Sweden: Although Sweden no longer counted among the great powers in the early 19th c., it was not far behind in wealth or strength, and conceivably might have exploited the Napoleonic Wars to restore its strength.  In fact, Sweden lost Finland to Russia in 1809 and Hither Pomerania at the Congress of Vienna, but gained Norway from Denmark thanks to Bernadotte’s “conversion” to the Allies in 1813. Hither Pomerania, Finland, Norway, Karelia and Livonia can be made secondary districts of Sweden (Hither Pomerania and Finland begin the 1805 Campaign Game as Swedish secondary districts).  If Sweden is a free state with a total  manpower (after doubling) of at least 14, all Swedish corps may contain 10 infantry and 2 cavalry; if its total manpower is at least 18, Swedish corps may contain 14 infantry and 2 cavalry.  Once increased, Sweden’s corps size are not later reduced even if Sweden loses territory.  

10.4.5.4 The Netherlands: The Congress of Vienna united Holland and Belgium as a kingdom, essentially as a British satellite. Flanders can be made a secondary district of Holland.  Once Flanders becomes a Dutch secondary district, 12.3.2 (British Training) applies to Holland, even if Flanders is later detached from Holland.

10.4.5.6  Sardinia-Piedmont: The House of Savoy governed both Piedmont and Sardinia prior to 1796, and these territories were reunited by the Congress of Vienna.  The House of Savoy long had ambitions for the rest of northern Italy, particularly Lombardy, which were finally realised in 1861.  Sardinia and Lombardy can be made secondary districts of Piedmont.

10.5.2.1 Instability or Fiasco Zones: Minor Country Revolts: Amend to read: If a major power commences the Minor Country Control Step of a Political Phase in the Instability or Fiasco Zones of the Political Status Display, each of that Power’s minor countries (whether free states or conquered) must be checked for the possibility of revolt.  To check for Minor Country Revolt, a die is rolled and the following modifiers applied: 1) add the victory point number of the major power’s position on the Political Status display, 2) add the controlling major power’s national modifier for that minor (see the Minor Country Chart 4.6.2), 3) add two if a corps or garrison controlled by the major power (including the forces of a minor free state itself) is located in the minor country’s capital, 4) subtract four if the minor is eligible to be a free state (i.e. has corps or fleet) but is currently conquered. If the result is less than 10, the minor immediately becomes neutral (exception: see 10.5.2.3 below).

Minor Country Revolt Modifiers

+?
Major Power VP number

+?
Major Power national modifier

+2
Minor capital garrisoned

-4
Minor with corps is Conquered

10.5.2.2 Major power corps in a minor country which becomes neutral are subject to the rules for minor country access (10.3.1.1). Major power garrisons must be immediately moved to the nearest friendly unbesieged city, according to the procedure of (7.5.4.1.2.3.1 Honours of war).  Major power fleets are subject to the rules for enemy control of ports (6.2.6).

10.5.2.3 If a minor free state is adjacent to the territory of a major power at war with the controlling Power, or a corps of such a Power is within the territory of the free state, it does not automatically become neutral; instead, the enemy major power may roll two dice according to the procedure of (4.6.8 Alliances with minor powers) to determine if the free state switches sides, immediately becoming the controlled free state of the enemy major power if  10 or greater is rolled and reverting to neutrality otherwise.  If several enemy major powers are eligible, all may roll; if more than one succeeds the minor free state becomes neutral.  

10.5.2.3.1 With the exception of the German Confederation and the Ottoman Empire, only one check is made for multi-district minor free states, using the national modifier for the minor’s primary district. The constituent minor countries of the German Confederation and the Ottoman Empire each roll separately for neutrality.  Note however that if Egypt or the kingdoms of Westphalia and Bavaria have been incorporated within either the German Confederation or the Ottoman Empire, these multi-district minors roll as single states. 

10.5.2.3.2 Corps and garrisons of a minor free state which switches sides remain on the map unless they are located in the same area as enemy garrisons or corps (i.e. belonging to the formerly-controlling major power) in which case they are eliminated.  Minor free state fleets are subject to (6.2.6 Enemy control of a fleet’s port).  Corps, garrisons and fleets of minors which become neutral are immediately removed from the map and their total strength recorded; if the minor is later declared war upon, these forces are set up by the power chosen to control the minor as per (4.6.3).

11.1 Poland: In use, unchanged.

11.2 The Kingdom of Italy: In use, unchanged except as below.

11.2.1 Creating the Kingdom of Italy: After converting the Cisalpine Republic into the kingdom of Italy, Napoleon added to it the territory of the old Venetian Republic, taken from Austria by the Treaty of Pressburg (1805).  This Venetian territory included parts of Illyria, principally Istria and the Dalmatian Islands; however, these former Venetian colonies were of negligible economic or military value.  It was not until 1809 that Napoleon forced Austria to cede the rest of Illyria, into which the former Venetian colonies were incorporated as French territory governed directly from Paris.  The Papacy and the province of Illyria cannot be included in the Kingdom of Italy. The Kingdom of Italy may only be created by France. The Kingdom of Italy consists of the minor countries of Lombardy, Venetia, and Romagna.  

11.3 The Kingdom of Westphalia: In use, unchanged.

11.4 The Kingdom of Bavaria: In use, unchanged.

11.5 German Confederation: At the beginning of 1805 Germany was loosely organised as the Holy Roman Empire, the titular head of which had for centuries been the Austrian Habsburg emperors.  As a consequence of Austria’s defeat at Austerlitz, the Holy Roman Empire was dissolved in 1806 and immediately replaced by a Napoleonic Confederation of the Rhine, thereby disappointing Prussia which had hoped to create its own North German Confederation.  With Napoleon’s defeat in 1814, the Napoleonic Rhinebund was dissolved and replaced by a new weak German Confederation, under the nominal presidency of the Austrian emperor.  Whether Austria or Prussia should lead the lesser German states in a stronger union would remain a central question of European diplomacy until 1866. The following rules replace 11.5.1 and 11.5.2.2-3 in the original rulebook and modify the Victory Conditions Chart (4.4). For the purposes of this rule, the German states consist of Hanover and Hesse (which may also be part of the Kingdom of Westphalia), Baden, Bavaria, Saxony, and Wuerttemburg (which have corps), and Berg, Duchies, Kleves, Mecklenburg, and Palatinate (which do not have corps).  Tyrol and Magdeburg (whether part of the Kingdoms of Bavaria and Westphalia or not) and Lorraine are German states, but may not be incorporated in a German Confederation if these provinces are possessed by their original owner (Austria, Prussia and France respectively). 

11.5.1 Creating the German Confederation: All German states controlled by the power creating the German Confederation must be incorporated (exceptions: France need not incorporate Palatinate and the creating power may not include its own home provinces); German states which later become controlled by the creating major power must be incorporated during the next New Political Combinations step.

11.5.1.1 At the beginning of Campaign Games starting in 1805, the Holy Roman Empire is in existence. In order for either Prussia or France to create a German Confederation, peace term C.8 must be applied against Austria.  Once the Holy Roman Empire is dissolved it may never be restored. 

11.5.1.2 Austria can create the Confederation (“German Confederation”) if it controls Bavaria, Wuerttemburg, and Baden and at least three other German states.  Austria may create the GC regardless of whether the Holy Roman Empire exists or has been dissolved.

11.5.1.3 Prussia can create the Confederation (“North German Confederation”) if it controls Saxony, Hesse and Hanover and at least three other German states.

11.5.1.4 France can create the Confederation (“Confederation of the Rhine”) if it controls at least four German states which have corps and three which do not.  If France controls the Palatinate, it may choose whether to include this state in the COR but may not later reverse its choice.

11.5.1.5 Regardless of which major power creates it, the Confederation may only be controlled by one major power at a time (exception: creation by peace condition C.9; see below).  If the Confederation has already been created, all German states with corps which are incorporated in the Confederation must be conquered (or lost through the Political Status Chart: see 10.5.2.1) before another major power may create its own Confederation.

11.5.1.6 Creating the Confederation by Peace Treaty: If the Confederation has been created by France, and France subsequently surrenders unconditionally to Austria or Prussia, the victorious power may create the Confederation by selecting peace condition C.9.  If France surrenders unconditionally to Austria and Prussia at the same time, both must select C.9 for the Confederation to be created by this means.  The restrictions of 11.5.1.2-3 do not apply in this case, although the creating Power(s) must control at least one German state with corps in order to select condition C.9.  Neither Austria nor Prussia gain political points if the Confederation is created by this means.

11.5.1.6.1 If Austria and Prussia both select C.9, only one Confederation is created.  However, the money and manpower values of the Austrian and Prussian controlled German states are combined and treated separately, as if the Confederation were two different minor powers.  Austria and Prussia retain full control over the forces of their respective Confederation minor states, and gain and lose political points for the conquest or loss of their respective German states normally.  However, the Confederation is not considered dissolved until the last German state controlled by either Austria or Prussia is conquered or lost.  If one of the two creating powers loses control of all its German states and later regains control of some, it may continue to combine their values as long as the Confederation continues to exist (i.e. the other creating power has retained control of a German state with corps in the meantime).  

11.5.1.6.2 A German Confederation created in this way counts toward each major power’s National Objective Victory Points (and neither suffers the penalty for control of the Confederation by the other power) as long as that major power retains at least one German state and the Confederation continues to exist (see 8.1.3.2.3.2).

11.5.2.2 The money and manpower from all minor countries and provinces of the Confederation can be used for any purpose; Confederation army factors may be placed in any Confederation member state’s corps or as garrisons in any member state’s cities, subject to the regular rules for reinforcements.  

11.5.2.3 COR Army factors in a member state’s corps have the morale rating of that corps; army factors garrisoning cities in a member state which has corps have the morale rating of that state’s corps; army factors garrisoning cities in a member state which does not have corps have a morale rating of 2.0.  Army factors may only be transferred to corps from garrisons within the member state to which the corps belongs (e.g. factors may only be transferred to the Bavaria corps from garrisons in Munich or Nuremburg or depots located in Bavaria) . 

11.6 The Ottoman Empire: In use, unchanged (however, see 12.10).

11.7 The Kingdom of the Two Sicilies: In use, unchanged.
11.8 Alternate Dominant Powers: In use, unchanged except as follows:
11.8.3 Controlled Territory Required to Gain Dominant Status: In order to achieve dominant status a major power must, in the Economic Phase it becomes a dominant power, have a net total of at least 60 VPs from its national objectives list (8.1.3.2.3.1-2).  If in a later Economic Phase, the power’s net total of national objective VPs is less than 40, it loses dominant status.

11.8.4 Controlled Territory Losses Required to Lose Dominant Status: For France and Britain to lose dominant status, they must begin an Economic Phase with a net national objectives total of –40 VPs.  Note that Great Britain begins the 1805 campaign game with a net total of –20 VPs, and France with a net total of 15 VPs.  If France or Britain reach a later Economic Phase with a national objective total over 0 VPs, they regain dominant status.
11.9 Political Restrictions on Peace: In use, unchanged.

12.0 Miscellaneous Options: In addition to the changes indicated below, the following options are in use: 12.1.1 Militia Conversion; 12.2.3 Moving Large Fleets/Transports, 12.2.5 Proportional Naval Losses; 12.3.2 British Training; 12.3.3.1 Cavalry Superiority; 12.3.4 Guard Commitment; 12.3.5 Artillery Corps; 12.3.6 Proportional Land Losses; 12.3.7 Army Leader Options; 12.3.7.3 Napoleon’s Ratings; 12.4 Peace Treaty Limited Access; 12.5 Economic Manipulation; 12.7 Leader Casualties.  No other options are in use.
12.2 Naval Options:

12.2.1 Alternate Crossing Arrows

Type 1: These are sufficiently narrow, sheltered and populated to be similar to a river. Indicated by a single arrow, these crossings require one movement point for corps, freikorps, and/or cossacks to traverse. Enemy fleets in the surrounding sea zone can prevent such crossings and interrupt supply chains traced across them, unless friendly corps and/or garrisons occupy the land area on each side of the arrow. Unless interdicted by an enemy fleet, these crossings have no other effect upon supply lines.

TYPE 1
Name
Width (Miles)
Location

Bosporus
<1
Near Constantinople in Anatolian Turkey

Straits of Chalcis
<1
Between Athens and the island of Euboea

Corfu Strait
2
Between Corfu and Macedonia

Dardanelles
1
Southernmost in the Constantinople sea zone.

Kerch Strait
<1
East of Sevastapol in Russian Crimea

Little Belt
<1
Westernmost crossing in Denmark

Strait of Patrai
2
In the long, thin bay in Grecian Turkey

The Sound
2
Between Copenhagen and Malmo

Trondheim Fjord
<1
Northernmost bay on Norway's west coast

Type 2: Indicated by two arrows on the map, these crossings require two movement points for corps, freikorps, and/or cossacks to traverse them. Enemy fleets in the surrounding sea area may deny the use of the crossing arrow and interrupt supply chains regardless of the presence of friendly troops in adjacent land areas. Supply may only be traced across this type of strait if a supply depot is located in both adjacent land areas.

TYPE 2
Name
Width (Miles)
Location

Strait of Bonifacio
7
Between Corsica and Sardinia

Strait of Gibraltar
9
Between Spain and Morocco

Great Belt
10
Centremost crossing in Denmark.

Strait of Messina
4
Between Sicily and Naples

Strait of Oreon
6
Between Macedonia and Euboea in Greece

Rhodes Channel
10
Between Rhodes and nearest area in Anatolia

Corps, freikorps, and/or cossacks desiring to use either Type 1 or 2 sea crossing arrows to enter enemy territory (regardless of whether or not enemy corps occupy the land area at the other end) must begin their movement in the land area adjacent to the arrow.  If any enemy corps are present on the opposite shore, the "River" line of the CRT would be used during the first day's combat. If an invading force is defeated in battle during the phase in which it moved (i.e., in the invading player's turn) via a sea crossing arrow to the opposite shore, it may not retreat and must surrender instead. The rules laid out here replace Optional Rule 12.2.1 in the original rulebook, and modify 7.2.3.2.2 (second sentence), 7.3.1.3.3 and 7.5.2.10.3.4.

12.2.6 Advanced Naval Rules While substantially derived from optional naval rules originally published in The General, the following expansion to EiA’s naval rules include several unique modifications and players familiar with the earlier rules should read the following (and the naval combat charts) carefully.  Changes to the original are noted with an asterisk (*).
12.2.6.1 Open Sea Combat: These rules cover all naval combat except blockade battles and raids on ports, replacing 6.3.3 and 6.3.4 in the standard rules. If these rules are used, 12.2.7 (Nelson casualty rule) must be used as well.

12.2.6.1.1 Step One - Selections of Naval Tactical chits: Both players select a naval tactical chit. Both attacker and defender select from an identical set of chits:  1) Linear defence 2) Linear attack 3) Melee.  (Note, if playing the revolution campaign variant ignore rule 14.8.7.F.3, and remove chits marked melee).

12.2.6.1.1.1* At the start of campaign and scenario games which begin in 1805, only fleets commanded by Nelson may select melee. After Nelson has used melee once, the option is available to all players and may be selected in any combat.

12.2.6.1.2 Step Two - Reveal chits: Both players now reveal chosen chits and cross-index them on the Tactical Naval Chart.

12.2.6.1.3 Step Three - Reveal Forces/Morale levels: Both players reveal their forces and

determine final morale levels.

12.2.6.1.3.1 Declare force composition: Both players simultaneously reveal the exact size and composition of their fleet counters.

12.2.6.1.3.2 Determine final morale levels: Use 7.5.2.6.1, method 1. Both players determine their morale level. British and Dutch ships have a morale level of 4.0; Austrian and Prussian a morale value of 2.0 and all others a morale value of 3.0.

12.2.6.1.4 Step Four - Find combat table: The tactical naval chart refers each player to a series of three sets of combat tables on the combat resolution chart. These tables are used in the same fashion as for land combat.

12.2.6.1.4.1* The following change is intended to discourage the "Spanish Armada" stacks of fleets, which are both common and unrealistic in standard EiA. The largest naval battle of the era, Trafalgar, was fought with 27 British and 33 Franco-Spanish ships of the line.  Given the means of communication at an admiral's disposal, co-ordinating a fleet of more than 60 ships to any useful purpose would have been impossible.  In addition to the other modifiers to the naval combat die roll for relative size and nationality, a player must subtract one from his roll for every fleet involved in the combat after the second.  

12.2.6.1.4.1 Melee tables to use: Until the melee force closes, the first set of combat resolution on the tactical naval chart is used. Once it has closed with the enemy, it uses the second set of combat resolution tables. The tactical naval chart indicates the die roll required to close after each tactical round.

12.2.6.1.4.2: A purely British naval force commanded by Nelson may subtract 1 or 2 from the die roll for closing at the option of the controlling player. However, this number must then be applied as a positive modifier to Nelson's chances of becoming a casualty.

12.2.6.1.5 Step Five: Combat resolution: Identical to that in 7.5.2.9 for land combat, with the exception that the only die role modifiers are the nationality modifiers and that casualties inflicted represent ships that are disabled. Disabled ships may not participate in further rounds of combat.

12.2.6.1.6 Step Six: Victory and defeat: A side in a naval combat is defeated when all of its ships are disabled, or when its cumulative morale loss reaches or exceeds it final morale level (the force is then said to be broken). The battle immediately ends with the other side declared the victor. This may occur at the end of any round of combat.  If both sides break in the same round, neither is the victor.

12.2.6.1.6.1 Continuing battles: If, at the end of a combat round, neither side has been defeated the battle continues and both players repeat the sequence commencing at step 5.

12.2.6.1.6.2 Inconclusive battles: If after three rounds of combat, neither side has been defeated the battle ends inconclusively. Neither side is defeated and neither is declared the victor. There is no second day of combat.

12.2.6.1.6.3 Political points for winning/losing an Open Sea combat: The victor now gains political points and the defeated loses them in accordance with 6.3.4.2, based on fleet counters rather than corps. Post these adjustments on the political status display. If there is no victor, no adjustments are made.

12.2.6.1.7 Step Seven: General Chase: The victor in any open sea combat may declare an open chase, akin to the pursuit after a land battle. The effect of a general chase is determined by a die roll as declared on the Naval general chase chart. Find the victor's total morale loss on the table and roll once on the combat resolution table as indicated. Note that disabled ships may not participate in the general chase. Note also that ships using linear defence must subtract 1 from their general chase die roll. Inflict only the indicated casualties on the fleets and ignore any morale loss.

12.2.6.1.8 Step Eight: Naval retreat and pursuit: If there is a victor in the battle, the loser must retreat as described in 6.3.5.  After the loser retreats, the victor may either remain in the sea area, pursue to blockade, or retreat to his own nearest controlled port as if he were the loser (although naturally no pursuit is allowed in this case). If neither side is declared the victor, both forces may retreat or remain in the sea zone and no pursuit is allowed. An intercepted fleet which has not lost a battle may continue to move with any remaining points.

12.2.6.1.9 Step Nine: Capturing ships: After an open sea combat, disabled ships are not automatically eliminated from play. The victor gains control of all the defeated side's disabled ships, as well as retaining possession of his own disabled ships. In the case of no victor each side retains its own disabled ships.

12.2.6.1.9.1: A side possessing disabled ships must immediately choose a port (ports) to which to return them. Any controlled home nation, conquered or free state port owned by the player or by permission any such port controlled by an active ally, may be selected. For each disabled ship, a die is rolled: if the distance to the port in movement points is greater than or equal to the die roll the disabled ship is lost en route. (Strike it from the game.) Regardless of the distance to port a roll of 1 always sinks a disabled ship. A disabled ship which successfully reaches port is a termed a hulk and must be refitted before it can be used at sea again. (see 12.8.3 below). Disabled ships do not need an escort, and move immediately (without requiring a fleet counter) to the chosen port.

12.2.6.2 Blockade Battles: When a naval combat occurs in a blockade box between the blockaded force and the blockading force, the combat is resolved exactly as in the open sea combat except that no tactical chits are chosen. Instead, the following indicates which combat tables are consulted on the combat resolution chart:
Blockading force
5-2
5-2
5-2

Running force
5-1
5-1
5-1

Additionally, if the blockading force is victorious, there is no general chase allowed. All surviving blockaded ships are returned to port.

12.2.6.3 Port Raids: When a fleet attacks another located in a port, it is considered a port raid.  Port raids are resolved using a modified sequence of open sea combat.

12.2.6.3.1 Harbour defences: If there is a garrison in the port that is at war or has denied access to (see 6.3.1.3) the attacking naval force, the harbour defences inflict casualties on the attacking force equal to a single die roll using the 5-2 table on the combat resolution chart, with the harbour defence number taken as the strength.

12.2.6.3.2 Port raid resolution: The surviving attacking ships then engage the defending ships and hulks in battle. No tactical chits are chosen. Instead the following indicates which combat tables to use on the combat resolution chart:

Attacking force
5-2
5-2
5-2

Defending force
1-1
2-1
3-1

The raid lasts for three combat rounds or until the attacking force breaks or is eliminated. If the defending force breaks, the attacker continues to attack for the duration of the three rounds but the defender can no longer reply.

12.2.6.3.3 Victory/defeat in a port raid: To be considered a victor in a port raid, a force must have both broken (or totally eliminated) the opposing force and have inflicted more losses than he has received. If there is a victor political points are adjusted as in 12.2.6.1.6.3. If neither side can claim victory, the battle is considered to be a draw and no adjustments are made.

12.2.6.3.4: Aftermath: Regardless of the outcome of the port raid, the attacking forces are removed to the blockade box or the nearest sea area. Both sides retain their own disabled ships and must roll to return them to port as is usual (the defender’s disabled ships remaining in the blockaded port). There is no general chase after a port raid. 

12.2.7 Nelson: The basic rules of EIA resolve Nelson's chances of becoming a battle casualty as though he were a land officer. In actual fact, Nelson was noted for risking his life to ensure that his command acted according to his sometimes daring plans. He typically led the attack in his flag ship, having it attract and absorb the brunt of the initial enemy broadsides. He was, consequently, wounded several times and ultimately died leading the attack on Trafalgar. Much of this risk can be traced to Nelson's use of the melee tactic. The following allows a fleet commanded by Nelson to improve chances closing with the enemy in a melee, but with a corresponding increase in the risk of him becoming a casualty. 
12.2.7.1: This rule modifies rule 12.2.7 to reflect the higher rate of naval officer casualties during this period. Instead of a casualty occurring only with a dice roll of 12, it now also occurs with a roll of 11.

12.2.7.2: If Optional rule 12.2.6.2 is used, and a stack of British fleets (only) commanded by Nelson has melee selected as its tactical chit by the controlling player, the number by which the player modifies the roll is also used to modify the casualty dice roll. The second roll to determine whether Nelson is wounded or killed is not modified.

12.2.8 Hulks: Un-seaworthy but often well armed, many hulks spend the war years as an inherent part of port defensive schemes. And they were a matter of some concern to naval strategists, as Nelson's nearly disastrous attack on Copenhagen indicates. Their great value lie, however, that they could quickly and for low cost be refitted and returned to duty.

12.2.8.1: Combat with Hulks: With the exception of defence during a port raid, hulks take no part in naval combat.  During a port raid, hulks are considered a part of the fleet, therein, temporarily, and may take part in all three rounds of combat - unless they are again disabled. Hulks have no morale and are not factored in when calculating the morale of the defending force. Upon conclusion of the raid, hulks must be rolled for normally.

12.2.8.2: Capture/Destruction of Hulks: If any enemy land force occupies a port with hulks in it, all such are destroyed. For hulks in a port that changes hands due to conquest or cession to a non-allied power, or are controlled by a power with whom an alliance is broken, immediately roll one die for each hulk, 1-3 = hulk destroyed, 4-6 = hulk transferred to the port's new owner (unless friendly troops are garrisoning the port, in which case the hulks are sunk).

12.2.8.3: Refitting Hulks: During each money and manpower expenditure step (8.5), hulks can be refitted. This can be done in all friendly ports, in controlled minors, both conquered and free. and in ports controlled by allied nations. The cost is $5 and 1 MP for each hulk to be made seaworthy, and takes three months to complete. Refitted hulks immediately become ships and can be assigned to fleets normally as specified in 5.1.2.

12.2.8.4: Voluntary Conversion: During the Naval Reinforcement step, a player may voluntarily convert ships into hulks (placing the ship “in ordinary”), if the fleet counter the ships belong to is currently in a friendly-controlled or allied port.  Any number of ships may be converted in a turn; a fleet counter emptied by this means is not considered “scuttled”.  New ships arriving as reinforcements may also be converted and placed in a port in the ship’s home country.  

12.2.9: Blockades & Blockade Running: Blockading a port was a much more difficult task during the Napoleonic Wars than is portrayed in EIA.  A prolonged and close blockade placed enormous strains on the blockading ships and crews, created difficult re-supply problems, and substantially increased the need for repairs and refitting. On the other hand, blockade-running was much easier than is portrayed in EIA. In the basic rules, it is impossible for a fleet to evade a blockading force and run for the open sea; instead they must fight through the blockading force. Historically, however the blockaded French fleet in Toulon evaded none other than Nelson himself on their way to Egypt in 1798 and again in 1805 during Villeneuve's sortie to the Caribbean. The addendum to the blockade rules below allow a fleet to risk a blockade battle (with its inferior odds) for the chance of slipping past the blockading force. 
12.2.9.1: Running a blockade: A blockaded stack wishing to run a blockade rolls one die. On a roll of two or less, the stack has successfully slipped past the blockading fleets and may continue its move normally. On a roll of 3-6 it is intercepted, starting a normal blockade battle. If a stack is transporting land forces, subtract one from the roll.

12.2.9.2:* To increase the chances of a successful run, a covering fleet(s) may be sent out to distract the blockading enemy simply by starting a normal blockade battle. This covering fleet must have greater or equal numbers than the fleet trying to avoid the blockade. The presence of such a covering fleet allows the player to subtract 1 from the die roll for running the blockade. Should the running fleet still fail the die roll, they join the covering fleet in the blockade battle.

12.2.9.3:* At the conclusion of each naval phase, owners of blockading fleets must pay $1 per each such fleet. If the blockaded port is more than two naval movement points away from a port controlled by the owner(s) of the fleets (or a port of an ally willing to grant access for this purpose) the cost per blockading fleet is $2. Fleets in blockade boxes during the Money and Manpower Expenditure Step cost $5 (see 8.5.1.2).

12.2.7 The West Indies: Although Napoleon encouraged commerce raiding by privateers, French efforts at disrupting Britain’s trade by raiding were largely unsuccessful: Britain’s merchant fleet actually increased from 22,000 ships in 1805 to 24,000 in 1810.  If Britain had an achilles heel, however, it was at the source of supply rather than on the high seas.  The West Indies continued throughout the Napoleonic Wars to account for the largest share of Britain’s colonial trade, and Britain’s island colonies were vulnerable and poorly defended.  Successive French expeditions to the Caribbean, including Villeneuve’s in 1805, caused considerable alarm among London financial interests, to which the Admiralty was often forced to respond by dispatching squadrons to protect Britain’s colonies.  The following rules attempt to simulate this aspect of the Napoleonic Wars.
12.2.7.1 Movement to the West Indies: Only Britain, France and Spain may send fleets to the West Indies.  Fleets travel to the West Indies by leaving the board-edge from the two sea areas on the southern edge of the board (west of Morocco).  A fleet must have at least one remaining movement point to exit the board from these sea areas.  A fleet which exits the board enters “The Canaries”.  From The Canaries, a fleet may either return to the southern board-edge sea areas (expending all its movement for the turn to do so), or may move to “The Mid-Atlantic”.  From The Mid-Atlantic, a fleet must move to “The West Indies” or to “The Canaries”; fleets may not begin and end the same naval phase in the Mid-Atlantic.  A fleet in the West Indies may only move to The Mid-Atlantic.  All fleets in any of these off-board areas during an Economic Phase must pay maintenance as if they were “at sea” (i.e. $5 per fleet).

12.2.7..2 West Indies Colonial Trade: If at least one French or Spanish fleet is in the West Indies at the end of a Naval Phase, Britain’s colonial trade in the Money and Manpower Collection Step of the next Economic Phase is reduced by $10.  The power owning the fleet must be at war with Britain. 

12.2.7..3 Naval Combat:  Fleets which end their movement in the West Indies or the Canaries may attack enemy fleets in the same area. Fleets in the Mid-Atlantic may not be attacked, and interception is not possible in any off-board area.  Fleets which are attacked in the Canaries or West Indies may evade on a roll of 1-3.  Naval combat is conducted normally, except that fleets do not retreat or pursue after a battle.  Disabled ships are lost on a roll of 1-3 and otherwise remain in the West Indies as hulks; they may be refitted normally.
12.3.3.2 Cavalry Withdrawals: See 12.3.7.4.2.1 (Reaction Moves: Withdrawals).
12.3.3.3 Mameluke & Spahi Cavalry: The Islamic States of the Levant & North Africa had ready access to feudal or semi-feudal cavalry which were considerably cheaper to raise than European cavalry. Cavalry raised by Syria, Egypt, Cyrenaica, Tripolitania, Tunisia, Algeria & Morocco cost $6, rather than $15 each.

12.3.3.4 Turkish Imperial Cavalry: The “standing” cavalry of the Ottoman Empire was in fact much more numerous than the limit placed upon it by the game.  The Turkish Imperial Cavalry corps may contain up to 16 cavalry factors.
12.3.7.4 Reaction Moves: Non-phasing leaders may attempt to react with forces they are stacked with during the land movement step of an enemy land phase as follows.  Note that for all purposes of this rule, the Austrian Light Infantry corps is treated as a cavalry corps. 

12.3.7.4.1 Interception: When a phasing enemy corps enters an area adjacent to a non-phasing leader, that leader may attempt to intercept the moving corps by rolling the leader’s modified strategic rating or less on one die. If successful, the leader and at least one corps (originally stacked with the leader) may be moved into the area just entered by the enemy.  The phasing corps must cease movement and attack the intercepting force just as if it had entered an enemy-occupied area (7.3.7.1). A non-phasing leader may not attempt interception if enemy corps already occupy that non-phasing leader’s area. A leader’s strategic rating is modified for interception as follows:

-1 if intercepting into a mountain area or across a river.

+1 if the target area contains a friendly cavalry corps.

12.3.7.4.2 Withdrawal: When a phasing enemy corps enters the area occupied by a non-phasing leader, that leader may attempt to withdraw from the area by rolling the leader’s modified strategic rating or less on one die.  If successful, the non-phasing leader and some or all corps and freikorps/cossacks in the area may be moved to an adjacent area according to the procedure for withdrawal from combat (7.5.2.5.2).  Depot or city garrisons may not withdraw. The leader’s strategic rating is modified for withdrawal as follows:

+1 if the enemy force entered the area from a mountain area or across a river.

12.3.7.4.2.1 Cavalry corps alone in an area (i.e. without infantry corps, whether stacked with a leader or not) may withdraw automatically if the area is entered by or already contains an enemy infantry corps. Cavalry corps occupying an area entered only by enemy cavalry corps may withdraw on a 4 or less (if stacked with a leader, the owner may choose to use the leader’s rating). This withdrawal is made into the non-enemy occupied area nearest to a friendly force (i.e. this is an exception to 7.5.2.5.2) and at the owner’s discretion if more than one such area is available.  
12.3.7.4.2.2 Phasing corps which enter an area containing enemy corps must cease movement unless all enemy corps withdraw from the area.

12.3.7.4.3  Freikorps or cossacks with a non-phasing reacting force may intercept/withdraw at the choice of the controlling player, as long as they accompany at least one corps.  They may not attempt to intercept or withdraw if alone (however, they may automatically retreat prior to combat: see 10.1.2.2.3).  Other leaders may accompany a reacting leader or remain with friendly corps in the area, at the owner’s discretion.

12.3.7.4.4 A non-phasing leader may attempt to react whenever enemy movement makes a reaction attempt possible, until either of the following conditions are met: 1) after completing a reaction move, the reacting leader occupies an area with an enemy corps; or 2) the reacting leader fails a reaction roll. 

12.3.7.4.5 Reaction attempts are subject to (10.6.1): in an area containing several leaders, only the leader commanding may attempt to react.  Corps which have reacted with one leader may not attempt to react with another leader. Subject to these limitations, the sequence of reaction rolls is at the discretion of the non-phasing player(s) and may be made whenever the phasing player’s movement triggers a reaction opportunity (however, see 16.1). 

12.3.7.4.6 If using Reaction Movement, the following changes are made to other rules: 1) leaders’ strategic ratings are reduced in the same way as tactical ratings, counting the number of corps present in the area at the moment the intercepting/withdrawing leader makes the attempt (10.6.1.2.1 and 12.3.7.2); 2) Reinforcing Attempts during combat (7.5.2.11) are not allowed.  

12.3.7.4.7 If using optional rule 12.3.7.1, corps without a leader may also attempt to intercept or withdraw individually by using their strategic rating, subject to the above procedure and limitations. For purposes of this rule only (12.3.7.4), a corps reacting by itself is considered to have an integral leader and may not react after failing an attempt or, after reacting alone, attempt reaction with another leader.

12.3.9 Overwhelming Numbers and Overruns: One of the absurdities of the original rules is the sight of 1SP corps stalling an invasion turn after turn, when in reality these small detachments would easily be swept away by an advancing army.

12.3.9.1 Field or limited field combats where one side has a 5:1 or better ratio in strength factors must be resolved using trivial combat.  

12.3.9.2 During the Movement Phase, the phasing player(s) may interrupt the movement of a corps in order to attempt an overrun attack.  Overrun attacks are not normal combat (7.5.2) and may only be attempted against enemy corps and depot garrisons in the area entered by the attempting corps.  Overrun attacks occur after all non-phasing reaction attempts (see 12.3.7.4). Overrun attacks do not cost movement points.

12.3.9.3 The phasing player attempts an overrun attack by announcing the total strength of his corps in the area; phasing corps already in the area must be included.  The non-phasing player(s) then compares this total to the strength of all corps and depot garrisons in the area currently at war with the phasing player(s) and announces whether the odds are 5:1 or greater.  

12.3.9.4 If the odds are at least 5:1, the non-phasing corps or depot garrisons are removed from the map and their strength points either destroyed or surrendered, at the discretion of the non-phasing player.  The moving corps may continue its move with any remaining movement points. Freikorps, cossacks, cavalry corps and city garrisons are unaffected.  

12.3.9.5 If the odds are less than 5:1, the moving corps must end its movement in the area.  During the subsequent combat phase, the phasing players’ forces in the area attack with a die roll modification of –1, in addition to any other modifiers.

12.10 Non-European Troops: Although there were several examples of colonial troops in the British, French and Russian services, an attempt to recruit large numbers of “Orientals” into one of Europe’s standing armies would have met with serious opposition.  Moreover, had a power attempted to introduce large independent forces of Muslims to Europe, it would certainly have paid a high price in prestige and public opinion. The manpower values of conquered  minor countries listed in (11.6.1 The Ottoman Empire) are halved if owned by any major power other than Turkey.  Each turn a major power (except Turkey) moves one or more corps from “Ottoman Empire” free states into Europe (any area of the map other than Turkey, Syria or the “winter zone” (9.2)), it loses one political point.  This penalty does not apply to “Ottoman” corps which begin the turn already in Europe.

12.11 Militia and Landwehr: All European states in the early 19th century had second-line troops such as garrison or local militia units, but while France had incorporated large numbers of conscripts in its field armies with the levée en masse of 1792, the other European powers did so only reluctantly or not at all. For Austria and Prussia in particular, the creation of a national Landwehr was an issue closely associated with bourgeois liberalism, a cause which, together with its espousal of Pan-German nationalism and constitutional reform, aroused fears of revolution among the ruling class of these essentially absolutist and dynastic monarchies. Although both Austria and Prussia resorted to a landwehr (Austria in 1808, Prussia not until 1813), and although these citizen-soldiers fought better than was expected of them, both monarchies hastened to return to a standing professional army as quickly as possible after 1815, despite the political cost of  alienating liberal opinion. 

12.11.1 British, Russian and Spanish corps may only contain militia factors within their original home nation boundaries. Austrian and Prussian corps may not contain militia factors unless these nations have activated their landwehr (exception: the Austrian Insurrection corps may always contain militia factors).

12.11.2 Militia factors may always be used to garrison cities and depots. In campaign games beginning in 1805, major powers (except Turkey) may convert up to 5% of their infantry factors available at set-up to militia, exchanging one infantry for three militia factors.  These factors must begin the game as city garrisons.  

12.11.3 Landwehr: Austria or Prussia may activate their landwehr at a cost of two political points during the New Political Combinations step of any Economic Phase after surrendering unconditionally to any other major power (e.g. Austria surrenders unconditionally to Russia in July 1808; in the Economic Phase of September 1808 or any Economic Phase thereafter, Austria may reduce its position on the political status track by two points and declares its landwehr active.  For Prussia to activate its own landwehr, it would also have had to surrender unconditionally to a major power). Once Austria or Prussia have activated their landwehr, militia factors may be included in that nation’s corps and the morale value of militia factors in regular corps only is raised to 2.5; militia factors in garrisons and the Austrian Insurrection corps are unaffected. 

12.11.3.1 A landwehr may be deactivated in any later New Political Combinations step at a cost of two political points.  While the landwehr is active, one is subtracted from the die roll for economic loss due to being in the Instability or Fiasco zones of the Political Status Display (see 10.5.2). Once the landwehr has been activated, and regardless of whether the landwehr is later deactivated, that nation’s victory point penalty for the German Confederation is increased (see 8.1.3.2.3.2 National Objectives Charts).
14.1.5.1 1805 Campaign Game Set-up: There are two obvious omissions in the starting situation of 1805 Campaign Games.  Prior to 1805 Lombardy and Romagna were united as the Cisalpine Republic, re-established by the Treaty of Luneville in 1801 and governed (under the presidency of Bonaparte) by the liberal Italian nobleman Count Melzi. In January 1805 Napoleon converted the republic into the Kingdom of Italy, to which he added Venetia after the Treaty of Pressburg. The Treaty of Luneville also converted the Grand Duchy of Tuscany, which for most of the 18th c. had been a possession of a junior branch of the Habsburg dynasty, into the “Kingdom of Etruria”; in return for Spain’s cession of Louisiana to France, the new kingdom was transferred to a member of the House of Bourbon-Parma, who was also the nephew of the Spanish queen and the husband of a Spanish princess. 
14.1.5.1.1 Tuscany begins 1805 campaign games as a Spanish conquered minor.  

14.1.5.1.2 The Cisalpine Republic, consisting of the primary district of Lombardy and the secondary district of Romagna, begins 1805 campaign games as a French free state with eleven infantry and one cavalry strength points (see 10.4.5.1). 

14.3 Uncontrolled Major Powers The following rules are a complete revision of the UMP rules, designed to avoid many of the peculiar situations which commonly occur under the original rules. Change the entire section as follows:
14.3.1 Gaining Control of UMPs: During the UMP Control Step of each Economic Phase (and prior to starting a game) the players use the following procedure to determine the control of all UMPs.  When control of UMPs in determined prior to starting a game, the natural alliance table modifiers and the use of political points are the only modifiers to overture rolls.

14.3.1.1.1 Each major power with a player may make a diplomatic overture to any, all or none of the UMPs by secretly recording the overture as well as the use of any political points, offered territories, or loans (exception: a power may not make an overture to an UMP with which the power is at war, if the power’s corps or garrisons currently occupy an area in the UMP’s controlled home nation territory).  Overtures are revealed and then resolved by rolling two dice for each major power making an overture to an UMP: the major power which rolls the highest modified score gains control of that UMP.  

14.3.1.1.2  The Natural Alliance Table (14.3.1.2) is always used to modify overture rolls.

14.3.1.1.3 Political Points: For each political point the major power transfers to the UMP, the major power may either add +1 to its own overture die-roll, or subtract –1 from all other major powers’ overture rolls for that UMP.  For each UMP, a major power may use no more than two political points in any UMP Control Step. Any political points used is this manner are transferred from the major power to the UMP immediately prior to the first UMP die roll.

14.3.1.1.4 Cession: A major power may offer to cede a province or minor to an UMP with which it is at war; if the province or minor is listed on the UMP’s (8.1.3.2.3.2) National Objective Chart, the major power may add the modifier to its overture die-roll. If the major power gains control of the UMP, the province or minor immediately changes control.  If the major power fails to gain control of the UMP, the cession is cancelled and the major power retains control of the province or minor. A major power may not offer to cede a province or minor if it contains a corps or garrison of a power at war with the major power, other than corps or garrisons of the UMP to which the province or minor is offered.  

14.3.1.1.5 Crucial Territories: A crucial territory is any province, minor, or multi-district minor which causes an UMP to lose victory points if it is controlled by another major power (see the 8.1.3.2.3.2 National Objective Charts). If any of the UMP’s crucial territories are controlled by the major power or the major power’s allies, the modifier listed for those territories on the UMP’s National Objective Chart must be subtracted from the major power’s overture die roll (exception: this modifier is not applied in any turn in which the major power offers to cede the crucial province or minor, or any district of a crucial minor, to the UMP).  Modifiers for several crucial territories are cumulative.  
14.3.1.1.6 Subsidy: A major power may offer a money subsidy to an UMP (subsidies are not loans and therefore not governed by 8.3).  A major power may offer a subsidy even if not allied with the UMP, but may not offer a subsidy if at war with the UMP. If the major power gains control of the UMP, the subsidy money is transferred to the UMP immediately.  If the major power fails to gain control of the UMP, the subsidy is cancelled and the major power retains the money. For every $20 offered to an UMP as a subsidy, the major power may add +1 to the overture die-roll.

14.3.1.1.7 Unconditional Surrender: A major power must subtract 2 from any overture roll if the UMP has previously surrendered unconditionally to the major power.

14.3.1.1.8 UMP Control Modifiers: 

Natural Alliance Table Modifier:
?

Major Power is currently allied with the UMP:
+2

Major Power is currently at war with the UMP:

-2

Major Power previously imposed harsh peace (14.3.1.1.7):
-2

Major Power transfers up to 2 PP (14.3.1.1.3):
+/-2

Major Power offers to cede province or minor (14.3.1.1.4):
+?

Major Power controls crucial territory (14.3.1.1.5):
-0-3

Major Power loaned the UMP $20 (14.3.1.1.6):
+1

Status Modifier of the Major Power:
?

Status Modifier of the UMP:
?

14.3.2 Results of Overtures: UMPs are always either Active, Inactive or Neutral.  The major power with the highest modified roll for an UMP gains control of that UMP (ties settled in favour of the power which most recently controlled the UMP or failing this condition by die roll).  If the highest die-roll is 10+, the UMP becomes Active; if 9 or less the UMP is Inactive (except Turkey: see 14.3.6).  An UMP will be Neutral only if no major power made an overture roll for the UMP.  

14.3.2.1: Major powers do not gain Political Points for gaining control of UMPs (ignore the relevant line on the Political Points Chart).

14.3.3 Rules for Using UMPs:  

14.3.3.1 UMPs are represented on the Political Status Display, gaining and losing Political Points normally.  UMPs may not bid for minor powers (4.6.8), but may gain control of a Minor as a result of a declaration of war (4.6.7).  Subject to the following rules, the controlling player may make all diplomatic decisions for his controlled UMP, including having the UMP sue for peace at his discretion even if not required to do so by the rules.  

14.3.3.2 An UMP which is subject to a declaration of war by another major power (including other UMPs) must call to all its allies (exception: an UMP need not call to an ally if that ally is also allied with the power which declared war on the UMP).  An UMP whose ally accepts the surrender of another major power with which the UMP is also at war must demand that the ally break the alliance (4.4.7).

14.3.3.3 No UMP may ever give or lend money or cede territory to another major power except as a result of a formal peace settlement.

14.3.3.4 Controlled UMPs have an economy and gain reinforcements in the same manner as other major powers (8.0).  UMPs may not use the economic manipulation option (12.5).  An UMP in a mixed force with other major powers may not take combat losses in excess of their percentage of that force (12.2.5 and 12.3.6).

14.3.3.5 When an UMP is set up, its forces and those of its controlled minors are placed as per the campaign rules (14.1.4)

14.3.3.6 The Minor Country restrictions on scuttling (5.1.4) also apply to UMP fleets; UMP ships may not be voluntarily converted to hulks (12.2.8.4). UMP army factors may not be demobilised voluntarily – they may be demobilised only if forced to do so by the rules.

14.3.3.7 Forces of an UMP which is not at war with another power may not be supplied by forage, unless the forage die roll cannot result in a loss of more than one strength point.  Subject to the ordinary rules, strength point losses caused for any reason to UMP forces must be taken first from militia, then infantry, then cavalry, and finally guard factors.

14.3.3.8 During the Peace Step of the Diplomacy Phase, any power which is at war with an UMP may attempt to force the UMP to sue for peace by rolling a die greater than the Victory Points number listed for the UMP’s position on the Political Status Display.  If the roll is successful, the UMP sues for peace. Whenever an UMP is forced to sue for peace, the UMP must accept a conditional peace offer, but may reject an unconditional peace at the discretion of the controlling player.  An UMP which is forced to sue for peace by a power which does not have forces within the UMP’s home nation must sue to all powers with which it is at war (see 4.4.2.1).  UMPs at war with each other which sue for peace to each other in the same turn automatically accept an Informal Peace.

14.3.3.9 A major power which gains control of an UMP with which it is at war (and UMPs controlled by the same major power but at war with each other) must conclude an informal peace in the next Peace Step.
14.3.4 Active UMPs:  An active UMP may declare war and make alliances as the controlling player chooses, in accordance with the standard rules. An active UMP which accepts a conditional or unconditional peace becomes inactive.

14.3.5 Inactive UMPs:  UMPs may be inactive because the controlling player’s overture roll was less than 10, or because the UMP has accepted peace terms.  An inactive UMP may not declare war on any other major or minor power, and must break an alliance if called upon by an ally.  An inactive UMP may not create an alliance with any other power, though alliances made previously are not affected.  In all other respects, an inactive UMP is governed by the same rules as an active UMP.

14.3.6  Neutral UMPs:  The only way an UMP may become neutral is if no major power makes an overture roll for control of the UMP in an UMP Control Step.  On becoming neutral, an UMPs forces are removed from the board and their strengths recorded.  They do not participate in the Economic Phase, but do gain any scheduled reinforcements.

14.3.6.1 If no major power bids for an UMP which is at war, the UMP will surrender to all enemy powers and accept any type of peace terms offered it in the next peace step.

14.3.6.1 A neutral UMP which becomes Active or Inactive gains half of its money and manpower values for each Economic Phase it was neutral.  

14.3.6.2  While neutral, an UMP adds +2 political points during each Political Status Adjustment Phase, just as if it were pursuing the highest economic manipulation option.

14.3.7 Turkey: By the end of the 18th century, the Ottoman Empire could no longer be counted among the great powers of Europe.  Although the Sublime Porte still controlled vast resources, its political structure made it almost impossible for its rulers to use them effectively. In consequence Turkey throughout the Napoleonic Wars played a passive role.  The incapacity of “the sick man of Europe” is reflected in the following rule. In order to gain Turkey as an active UMP, the highest roll must be 12+.  If the highest roll is 11 or less, Turkey is inactive.

14.3.8 Bourbon Restoration: The Natural Alliance Table reflects the hostility of the great powers toward Napoleon’s Empire and the Revolution it claimed to perpetuate. With the restoration of the Bourbon monarchy in 1814-15 attitudes toward France altered considerably. Louis XVIII’s adoption of a British-inspired constitution brought about something like an Anglo-French entente, though in other respects Britain returned to its traditional distrust of continental involvement.  Meanwhile the eastern powers reverted to their pre-1792 mistrust of each other. If Napoleon is removed by peace term C.6, the Natural Alliance Table is replaced by the following table.  If Napoleon is later returned, use of the original table (14.3.1.2) is resumed.  

Major

Powers
UMPS


Austria
France
Britain
Prussia
Russia
Spain
Turkey

Austria
-
0
-1
-2
-2
0
-2

France
-1
-
0
0
0
0
+1

Britain
+1
+1
-
0
-1
-1
0

Prussia
-1
0
-2
-
-1
0
0

Russia
-2
0
-2
-1
-
0
-3

Spain
0
+1
-2
0
0
-
-1

Turkey
-3
+1
-1
0
-3
-1
-

14.3.9 UMPs and Campaign Victory:  UMPs gain victory points normally, and since UMPs may not use Economic Manipulation, they always use the victory point totals in parentheses.  In a game with UMPs, players may win the game with their own major power or with an UMP they currently control.  A player may announce victory with an UMP only if: 1) the UMP has reached or exceeded its victory level (see 8.1.3.2); 2) the UMP is active; 3) the UMP’s victory point (VP) total minus its VP level, when added to the player’s major power VP total, equals or exceeds the major power’s VP level (see 8.1.3.2.3.3).  Example: In the Grand Campaign game, the player playing France begins a Victory Point Step in control of Austria as an active UMP. Including national objective VPs, Austria has a VP total of 355, and France has a VP total of 380. The VP level to win is 330 for Austria and 400 for France.  Austria has 25 VPs more than it needs to win (355-330=25); by adding Austria’s extra VPs, France is also over its VP level (380+25=405): therefore the French player may announce that he has won the game.
14.7.6 Grand Campaign Reinforcements: Blucher arrives in January 1807, not 1806.  Massena is removed from the game in January 1812.  Kutuzov is removed from the game in January 1813.  Add a new Austrian leader Hiller (2-2-3-C) in January 1809. 

· 18.0 Solitaire Combat Options: The following procedures should be used to select tactical options when playing solitaire.

· 18.1.1 Land Combat:  The defender always selects his option first.  Initially, the defender may either choose withdraw, defend, or choose at random.  If the defender chooses to select randomly, roll a die: 

1
Outflank
4
Cordon

2
Counter-Attack
5
Defend

3
Esc. Cntr-Attack
6
Re-roll

· 18.1.2 The attacker then selects an option by rolling on the following table:

1
Outflank
4
Echelon

2
Assault
5
Probe

3
Esc. Assault
6
Re-roll

· 18.1.3 Having compared his own and the attacker’s options, the defender may now choose to attempt to change his option.  First the defender must pass a tactics check by rolling the force commander’s tactical rating or less (modified for number of corps).  If the tactics check is passed, the defender may either select withdraw or roll on the table above (15.1.1).  If the tactics check fails, the defender must fight the battle with the last option selected.

· 18.1.4 Once the defender has attempted a tactics check to revise his tactics, the attacker may now do the same, re-rolling his option selection if successful.  

· 18.1.5 This process continues until both sides either have failed a tactics check or do not wish to make one.  Even if one side has failed a tactics check, the other may continue until it fails or is satisfied.  

· 18.2.1 Naval combat: Both sides select their option randomly by rolling one die.  If Nelson is commanding, his side must subtract one from the roll:

Force is:
Melee
Linear Attack
Linear Defence

All British
1-2
3-4
5-6

Others
1
2-3
4-6

If the limitation of (12.2.6.1.1.1) is still in effect, all forces not commanded by Nelson use the following table:

Force is:
Linear Attack
Linear Defence

All British
1-3
4-6

Others
1-2
3-6

· 19.0 PBEM Rules and Conventions: The following assumes that EiA is played with the help of Dale Larson’s Cyberboard pbem utility (http://www.execpc.com/~d-larson/cyberboard.html). 

· 19.1 Standard Operating Procedures: At a number of points in the course of a game according to the ordinary rules a player’s turn must be interrupted and his opponents given the option to act or not; particularly in the naval and land phases. These interruptions are extremely difficult for PBEM, since each requires an exchange of e-mail and consequently delay. The following changes to the standard and optional rules make these non-phasing actions automatic; in some cases (such as pursuit after land combat) the change makes very little difference, while in others (such as the Austrian insurrection corps) it has been necessary to alter the rules to compensate for the loss of the player’s ability to intervene during his opponent’s turn.  Except where explicitly stated otherwise, the standard and optional rules remain in effect.
· 19.1.1 Naval Phase SOP:

· 6.2.3 Naval Interception: Non-moving fleets always attempt to intercept any enemy fleets if the enemy fleets have fewer ships. A player may instruct a fleet he controls not to intercept; such instructions must be placed prior to the beginning of the naval phase.   

· 6.2.5 Naval Transport: The fleet with the largest number of ships in a stack is always assumed to be transporting a corps.  

· 6.3.2 Evasion: Fleets will always attempt to evade unless the friendly fleets have more ships than the enemy fleets.

· 6.3.5 Naval Retreat and Pursuit: A defeated stack of fleets always retreats to the nearest unblockaded friendly port. Choose randomly if two or more ports are eligible.  If no port is eligible, the defeated fleets retreat one sea area in the direction of the nearest friendly unblockaded port.  Victorious stacks of fleets never pursue.

· 19.1.2 Land Phase SOP:

· 7.5.1.1 Defender Retirement in City: Friendly corps in an area upon whom an attack is declared will always retire into a city if 1) all friendly corps in the area can be accommodated by the city’s garrison capacity, and 2) if there are fewer friendly corps in the area than enemy corps.

· 7.5.1.3 General Sequence of Land Combats: The order of combats is determined randomly.

· 7.5.2.3 Dividing an Outflanking Force: If a player fails to specify the composition of his outflanking force with his choice of tactical chit, the force is composed according to the following guidelines. An outflanking force will always consist of 1) no more than one-third, but at least one, of the total force’s regular infantry corps, and 2) one cavalry corps, if the total force has more than one.  Within these guidelines, the actual corps making up the outflanking force are chosen randomly.  E.g. A Russian army which has chosen outflank consists of the guard, eight infantry, and three cavalry corps; two randomly-selected the infantry corps and one of the cavalry corps form the outflanking force.  
· 7.5.2.8 Guard and Artillery Use: Artillery is always used prior to each round of combat. An opponent with a guard corps present in a combat should be consulted between rounds of combat to determine whether he wishes to commit his guard.
· 7.5.2.10.2 Pursuit after Combat: Victorious forces always pursue.

· 7.5.2.10.3 Retreat after Losing a Combat: If two or more land areas are equally close to the nearest depot (or national capital) one is selected randomly.

· 7.5.2.11 Reinforcing Attempts: Forces eligible to reinforce a combat (including unbesieged corps, cossacks, freikorps and guerrillas in a city in the same area) always attempt to do so. 

· 7.5.4.1.2.1 Sortie: Defenders always sortie, unless the defending garrison consists of only one army factor.

· 7.5.4.1.2.3.1 Honors of War: The defender (unless Turkish or Spanish) always asks for “honors of war”.  

· 10.1.2.2.3 Cossacks and Freikorps: eligible cossacks/freikorps always retreat before combat.

· 10.1.4.1 Placing Austrian Insurrection Corps: Insurrection corps may only be placed on the map at the conclusion of an enemy land movement step.  When enemy movement into a border province triggers a possible insurrection corps placement, the enemy player turn should be interrupted between the movement and supply steps to give the Austrian player an opportunity to place the insurrection corps.

10.1.4.1.4: Insurrection corps may move during the turn they are placed on the map.  If the Austrian player-turn has already occurred when insurrection corps are placed, a separate land phase is inserted after the enemy guerrilla step, conducted by the Austrian player according to all standard rules except that only the insurrection corps just placed may move, declare attacks, or besiege.  After the completion of this special insurrection corps land phase, the ordinary sequence of play is resumed.

· 10.6.1.1 Determining a Commander: Among leaders of different nationality equally eligible (because of equal number of corps) to be a force commander, seniority is used to break ties; failing seniority, the commander is determined randomly.

· 12.3.7.4 Reaction Moves: Not used in PBEM games.
· Hence, the standard land phase sequence needs to be interrupted by an e-mail to an opponent only to determine:

· Prior to resolving combats, which operational possibilities chit the opponent will select for each combat (and if he will outflank, what the force compositions will be).

· Prior to each combat round, whether the opponent will commit the guard (if an opponent’s force includes a guard corps).

· After resolving one “day” of combat (if neither side “broke”), whether an opponent will fight additional “days” of combat.

· After achieving a breach and denying honors of war, whether an opponent’s garrison will surrender.
19.2 Replacing players: It is an unfortunate reality that in relatively complex and long multi-player games like EiA, players will sometimes drop out of the game.   Rather than place the game on hold while a replacement is found, it seems preferable that the major power revert to UMP status.  However, since it is frustrating to have a carefully-constructed plan foiled by a replacement player’s diplomatic volte-face, the replacement’s freedom of action needs to be temporarily restricted.  

19.2.1: When a player leaves the game, his Major Power becomes an UMP.  The sequence of play is interrupted and control of the UMP determined immediately and normally (i.e. per 14.3.1), with the exception that the UMP is always active until the next UMP Control Step, even if the highest overture die-roll is less than 10.

19.2.2: At the discretion of the referee, a new player may be found for the major power. Although a new player is free to involve himself in negotiations and other game matters immediately, he actually takes control of his major power at the beginning of the next Economic Phase, until which time the major power remains an UMP under its controlling Power.  Having taken control, the new player is free to make all decisions for his major power, except that any formal alliance he “inherits” may not be broken until three turns after the turn in which he takes control. Example: Prior to his land movement phase of May 1806, the old British player leaves the game.  At that moment, Britain has no alliances with other major powers.  The referee immediately conducts a UMP Control Step for Britain, resulting in Russia acquiring Britain as an active UMP.  Russia controls Britain through the remainder of the May turn as well as the June turn up to the beginning of the June Econ. Phase; in the June Diplomatic Phase, Russia decides to ally with Britain (which is possible since Britain is an active UMP).  Meanwhile, the referee finds a replacement player, who takes control of Britain at the beginning of the Econ. Phase; however since Britain and Russia are now allied, the new British player may not break that alliance until Sept. 1806.  In all other respects the new British player is free to make all decisions for Britain, in accordance with the rules.

Tactical Naval Combat Chart

 
ATTACKER



Melee
Linear Attack
Linear Defence


Melee
A 1-1 4-2 5-2

D 1-1 4-2 5-2
1st A 2-1 3-2 4-3                                 1st D 1-1 1-1 1-1

2nd A – 2-1 2-1   2nd D – 3-3 4-4
1st A 3-2 4-2 5-3 1st D 1-1 1-1 1-1

2nd A - 1-1 1-1 2nd D - 4-4 4-4

DEFENDER
Linear 

Attack
1st A 1-1 1-1 1-1                          1st D 2-1 3-2 4-3

                           2nd A - 3-3 4-4 2nd D - 2-1 2-1
A 2-2 3-2 4-2

D 2-2 3-2 4-2
A 2-2 3-2 4-2                                                         D 1-2 2-2 3-3


Linear 

Defence
1st A 1-1 1-1 1-1

1st D 3-2 4-2 5-3

2nd A - 4-4 4-4

2nd D - 1-1 1-1


A 1-2 2-2 3-3

D 2-2 3-2 4-2


A 1-1 2-1 3-1

D 1-1 2-1 3-1



Die-roll Modifiers to Combat Resolution

Majority of ships are British using Linear Attack or Melee:
+1

Majority of ships are French using Linear Defence: 

+1

Twice as many ships (or more) than enemy:


+1

Half as many ships (or less) than enemy:


-1

For every fleet on a side after the second:                                  -1

Closing to Melee Table

Melee Fleet vs
Chance of Closing

Linear Attack:
1-4

Linear Defence
1-3

Roll after each round

May be modified by Nelson (-1/-2).

General Chase Chart

Victor's Morale Loss
Roll once on table

0.0 - 0.5
5-1

0.6 - 1.5
4-1

1.6 - 2.5
3-1

2.6 - 3.5
2-1

3.6 +
1-1

8.1.3.2.3.4 National Objectives Charts: An asterisk (*) in the tables below indicates a multi-district minor or new political combination which must be created to earn the VPs.  Provinces or minors which are listed individually may be incorporated in new political combinations or multi-district minors, as long as they are controlled by the major power.  The “UMP” column lists modifiers used with the procedure for determining control of UMPs (14.3.1.2), indicating the modifier to the overture die-roll for ceding a province or minor to that power or by controlling a crucial territory causing the UMP to lose a VP penalty; numbers in parentheses in the Cession column are subtracted from the UMP overture roll of the power which controls the territory (e.g. if France has created and controls the Kingdom of Italy, -2 is subtracted from a French overture roll for Austria).  In some cases, a note indicates the overture modifier if a constituent province is ceded instead of the entire new political combination.

AUSTRIA
Control
VP
UMP

German Confederation (11.5)*
15
+1 eacha

Bavaria

10
+3

Wuertemberg
10
+2

Baden
10
+2

Venetia
10
+2

Lombardy
10
+2

Saxony
5
+2

Flanders
5
+2

Switzerland
5
+1

Tuscany
5
+1

Naples
5
+1

Silesia
5
+1

Bosnia
5
+1

Poland controlled by any other power
-10
(-1)

German Confederation (11.5) controlled by any other power
-10/-20b
(-2)

Kingdom of Italy (11.2) controlled by France
-10
(-2)

Each lost home nation province
-10
+2

a) +1 for each potential constituent of the Confederation except Bavaria and Saxony.  The Confederation may not be ceded as a unit.

b) The higher victory point penalty is used if Austria has ever activated its landwehr (see 12.11.3.1).

Commentary: In the early 19th c. the House of Habsburg inherited a wide range of interests and responsibilities in Europe which placed it for the most part on the defensive, attempting to restore both its position and Europe’s balance of power (dual objectives which the Habsburgs tended to view as identical).  Having enjoyed a traditional titular supremacy in Germany as Holy Roman Emperors, the dynasty’s chief objective was to restore and maintain its influence in Germany, at least over the southern Catholic German states.  Although Emperor Francis II was forced to accept the dissolution of the Holy Roman Empire in 1805 (becoming Emperor Francis I of Austria instead), Austria emerged from the Congress of Vienna with her titular leadership of Germany restored in a new Confederation.  In northern Italy likewise, Austria chief aim was to re-establish her pre-1797 dominance and regain control of Lombardy, Venetia and Tuscany; although Austria was forced to accept the loss of Italy for the duration of the Napoleonic empire, the Treaty of Vienna restored her position in Italy and Austria remained the predominant power in the Italian peninsula until 1861.  Finally, having absorbed large numbers of Poles within its borders in the late 18th c., Austria was firmly opposed to a reborn Poland and feared both Napoleon’s and Tsar Alexander’s patronage of Polish national aspirations.  

FRANCE

Control
VP
UMP

Confederation of the Rhine (11.5)*
20
+1 eacha

Kingdom of Italy (11.2)*
15
+1 eachb

Grand Duchy of Warsaw (11.1)*
10
+1 eachc

Flanders
10
+3

Royal marriage with any power except Turkey (peace term)
10
--d

Kingdom of Bavaria (11.4)*
5
+2

Egypt
5
+2

Holland
5
+2

Kingdom of Westphalia (11.3)*
5
+2

Denmark
5
+1

Naples
5
+1

Illyria
5
+1

Flanders controlled by any other power
-10
(-1)

German Confederation (11.5) controlled by any other power
-10
(-1)

Piedmont controlled by any other power
-10
(-1)

Lombardy controlled by any other power
-10
(-1)

Palatinate controlled by any other power
-5
(-1)

Each lost home nation province
-15
+2

a) +1 for each potential constituent of the Confederation, except the Kingdom of Bavaria (if created).  The Confederation may not be ceded as a unit.

b) +1 for each potential constituent of the Kingdom, which may not be ceded as a unit.

c) +1 for each Polish province if Poland hasn’t been created; after creation Poland must be ceded as a unit.

d) A Royal Marriage is void if France subsequently is at war with the “related” power.

Commentary:  The primary aim of France’s rulers since the reign of Louis XIV had been to expand France’s borders to its “natural frontier” on the Rhine; by the time Napoleon came to power in 1799, this goal had already been achieved by the Republic, which annexed Flanders, the Palatinate, and other petty German states after 1792.  After 1805, however, Napoleon’s soaring ambition created a much greater design, which was nothing less than the reorganisation of central and western Europe in a kind of federation under Napoleon’s presidency and consisting of the French Empire itself and lesser vassal states along its German and Italian eastern marches.  In Germany, the ancient Holy Roman Empire was abolished and in its place Napoleon created a new Confederation of the Rhine under his leadership and patronage.  The lesser German states were reorganised, northern Germany being consolidated into a new kingdom of Westphalia under his brother Jerome, while the most important southern German state, Bavaria, was greatly expanded in territory and linked to Napoleon personally through a marriage between his stepson Prince Eugene, Viceroy of Italy and the daughter of the newly-titled king of Bavaria. Northern Italy was likewise reorganised, Piedmont, Genoa and Tuscany being annexed directly to France, while Lombardy, Romagna and eventually Venetia were made into the kingdom of Italy, with Napoleon as its sovereign and Eugene as his personal representative.  At the height of his empire, Napoleon has largely achieved his aims; however, Bonaparte was well aware of the need to give his dynasty legitimacy and therefore permanency through an alliance with one of Europe’s historical ruling families, which he achieved by divorcing Josephine and  marrying Marie Louise of Austria in 1810. By that year, apart from Britain’s undaunted and determined defiance, Russia’s increasingly lukewarm adherence to the Tilsit alliance, and a growing tendency for Europe’s populations to resist (annoyingly adopting the French cult of Nationalism in the process), Napoleon had achieved all his goals.  And within another five years Britain’s dogged enmity, Russia’s disenchantment, and the hatred of the Spanish and German populations lost him everything.

GREAT BRITAIN

Control or Neutrality 
VP
UMP

Flanders
20
+3

Holland

20
+3

Hanover 
10
+2

Sweden 
10
+2

Portugal 
10
+2

Denmark
5
+2

Sicily
5
+2

Egypt
5
+2

Malta
5
+2

Gibraltar
5
+2

Corfu
5
+1

Each lost home nation province
-30
+3

Flanders and/or Holland controlled by any other power 
-30
(-3)

Sweden controlled by any other power 
-20
(-2)

Egypt controlled by any other power
-10
(-1)

Gibraltar controlled by any other power 
-10
(-1)

Malta controlled by any other power
-10
(-1)

Commentary:  Britain entered the war against France with two objectives: to secure the Low Countries and to restore the European balance of power, because both these objectives were necessary for Britain’s military and economic security; otherwise, successive British governments were concerned to limit Britain’s involvement on the Continent as much as possible.  Certain exceptions to this policy were acknowledged however: the claims on British resources of the king’s German principality of Hanover could not be ignored entirely in Whitehall’s calculations, no matter how much some British politicians might have wished to do so.  Moreover, after the loss of the American colonies, the Baltic became Britain’s chief source of naval supplies, and as a result Britain became very sensitive to the extension of other powers’ influence in that region, treating successive Leagues of Armed Neutrality as virtual declarations of war. In southern Europe and the Mediterranean, Portugal was a traditional British ally and an important trade partner, Sicily, Gibraltar, Malta and Corfu were crucial bases for the maintenance of British naval power, and (particularly after Bonaparte’s expedition in 1798) Egypt’s importance for the defence of India was well understood in London.  

PRUSSIA

Control
VP
UMP

Hanover
20
+3

Saxony

20
+3

Hesse
15
+2

North German Confederation (11.5)*
15
+1 eacha

Duchies
5
+1

Berg
5
+1

Kleves
5
+1

Mecklenburg
5
+1

Hither Pomerania
5
+1

Holland
5
+1

Each lost home nation province
-10
+2

Poland controlled by any other power
-15
(-2)

German Confederation controlled by any other power
-15/-25b
(-3)

a) +1 for each potential constituent of the Confederation except Hanover, Saxony and Hesse.  The Confederation may not be ceded as a unit.

b) The higher victory point penalty is used if Prussia has ever activated its landwehr (see 12.11.3.1)

Commentary:  Prussia in the 18th and early 19th cs. had two chief concerns, both of which were essentially defensive in nature.  First, while the Partitions of Poland had significantly increased Prussia’s territory, it had also incorporated a large Polish minority within the kingdom’s borders; the Poles had drawn inspiration from the French Revolution, and had fought for their own independence as recently as 1796.  A revived Polish state would inevitably make the Polish population within Prussia restive and difficult to govern, and therefore Prussia was opposed to any attempt to resurrect Polish statehood.  More importantly, however, Prussia’s rulers since Frederick the Great were aware that Prussia’s future depended on the fate of the rest of Germany; Prussia was bound to oppose the hegemony of another Power over the lesser German states whether French or Austrian, and to work toward the supremacy of Prussia in Germany.  More immediately, Prussia had ambitions for the annexation or domination of Hanover (which it briefly occupied in 1805-6), Saxony (half of which it gained finally at Vienna), and the Hessian landgraviates (which traditionally were Prussian client-states).
RUSSIA

Control
VP
UMP

Kingdom of Poland (11.1)*
20
+3a

Sweden

15
+3

The Straits
15
--b

Denmark
10
+2

Finland
5
+2

Bessarabia
5
+2

Moldavia
5
+2

Mecklenburg
5
+1

Malta
5
+1

Armenia
5
+1

Corfu
5
+1

Corsica, Rhodes or Palestine 
5
+1 eachc

Each lost home nation province
-10
+2

Poland controlled by France
-15
(-3)

Poland controlled by Austria or Prussia
-10
(-2)

Sweden and Denmark controlled by any other power
-10
(-2)

a) +1 for each Polish province if Poland hasn’t been created; after creation Poland must be ceded as a unit.

b) Peace term C.5 is made void by a subsequent war between Russia and Turkey.

c) Five victory points total for control of any or all.

Commentary:  Like almost everything else about the country, Russia’s foreign policy in the early 19th c. had been shaped by two irresistible forces: geography, and Peter the Great.  The rivalry with Sweden for control of the Baltic, begun with Peter’s war against Charles XI of Sweden, continued into the 19th c. (Finland finally being annexed in 1809) and intersected Romanoff dynastic interests on the southern shores of the Baltic where, through their Oldenburg cousins, the Romanoffs had claims to territories in southern Denmark and northern Germany.  Russia’s drive south into the Ottoman Empire also dated from Peter’s reign, and more recently Catherine the Great had dreamed of establishing a revived Byzantine Empire under a Russian prince; the Straits would remain a fixed idea of Russian statesmen to the eve of the First World War and beyond.  Tsar Paul I had added a quixotic variation in the form of a drive toward the central Mediterranean; in 1799 Paul was elected Grand Master of the Knights of Malta and launched plans to occupy Corfu and Corsica as well as Malta.  Alexander I inherited Corfu from his father, but Alexander was drawn instead toward the cause of protection for the Holy Places in Palestine (a cause which happened also to be a convenient club against the Ottomans, and which was later the pretext for Russia’s declaration of war in 1854).  Finally, Alexander, under the influence perhaps of his friend the Polish Prince Adam Czartoryski, made acquisition of Poland his principle aim from at least the Treaty of Kalisch (1813) until the Congress of Vienna gave it to him in 1815.

SPAIN

Control
VP
UMP

Naples
10
+2

Sicily

10
+2

Portugal
10
+2

Tuscany
10
+2

Papacy
10
+2

Gibraltar
10
+2

Morocco
10
+2

Lombardy
10
+1

Romagna
5
+1

Malta
5
+1

Algeria
5
+1

Tunisia
5
+1

Each lost home nation province
-10
+2

Papacy controlled by power other than Spain or Austria
-5
(-1)

Commentary: In the early 18th c., Queen Elizabeth Farnese had persistently tried to secure an Italian principality for her son Don Carlos.  Spanish troops occupied both Sicily and Sardinia in 1717-20, exchanging them in 1720 for a treaty giving Tuscany, Parma and Piacenza to Don Carlos.  In 1734, the Treaty of Vienna gave the kingdom of the Two Sicilies to Don Carlos, while a Habsburg prince inherited Tuscany.  Finally, the Treaty of Aix-la-Chapelle gave the Spanish Bourbons a foothold in Lombardy in the form of the Duchy of Parma.  Into the late 18th c., the Spanish Bourbons continued to regard their Neapolitan cousins as a protectorate and the rest of the Habsburg inheritance in northern Italy as rightfully theirs; at the Congress of Vienna the Spanish did their best to press the claims of the Infante Don Luis to both Tuscany and Parma.   Apart from Italy, the annexation of Portugal was a recurring dream: Carlos III had tried but failed to conquer the country in 1762, and in 1808 Spanish troops took part in the invasion of Portugal on the understanding that part of the country would become a principality for the Spanish prime minister Godoy.  The loss of Gibraltar, taken by Britain in the Treaty of Utrecht in 1713, was a humiliation Spain sought constantly to erase; Spain had made an enormous effort to take it during the War of American Independence.  Expansion along the North African coast was an objective Spain had pursued intermittently since the 15th c.; two enclaves on the Moroccan coast at Ceuta and Melilla provided springboards for the expansion of Spanish influence into the Riff.

TURKEY

Control
VP
UMP

“Ottoman Empire” (11.6)*
15
+1 eacha

Egypt 

15
+2

Syria
10
+2

Transylvania
10
+2

Military Border
10
+2

Podolia
10
+1

Palestine
5
+1

Crimea
5
+1

Georgia
5
+1

Rhodes
5
+1

Malta
5
+1

Each lost home nation province
-5
+2

Syria controlled by any other power
-5
(-2)

Egypt controlled by any other power
-5
(-2)

a) +1 for each constituent minor, whether the empire is created or not.  The Ottoman Empire may not be ceded as a unit.

Commentary: Faced with provincial rebellions, paralysing official corruption, and disloyal intrigue among the Empire’s governing elite, the Ottoman Empire in the early 19th c. was too weak to pursue an aggressive foreign policy.   The Sublime Porte dreamed of recovering territories lost to Austria and Russia and of restoring the Sultan’s power in Egypt and North Africa, but in practice it could barely maintain its authority in the lands it still held.  

