Frederick II  - The Seven Years War

A game by J.-C Besida.

Translation: Mike Smith
Errata and clarifications are in red. These are based on the Q&A printed in the next issue of the magazine, and answers by the game designer to questions that I posted on the Vae Victis thread on Consimworld. For the sake of clarity I have replaced the term “friendly place” with the word “depot” – I think this makes the intent of the supply rules clearer. 
Frederick II is an introductory-level game which simulates the first two years (1757-1758) of the Seven Years War in central Europe. The King of Prussia is pitted against the powers in coalition with Austria.

One player commands the armies of Prussia, and the other those of the Coalition powers.

The map features central Europe from Bavaria to Stettin. A hex grid is superimposed to regulate movement. Each hexagon represents around 20 kilometres. The events which occurred to the west and east of the principal theatre of operations are represented through off-map boxes.

One turn represents about 40 days.

For the convenience of the game the units are “brigade-equivalents”: a cavalry unit represents about 40 squadrons and an infantry unit represents about 20 battalions.

Several six-sided dice are needed. 
Counter errata: 
The Prussian Bevern and Puttkamer detachments should be 1-4s.
The Austrian infantry units Wied and Macquire should be 3-4s not 5-4s.
The Austrian Beck light troop unit should be 1-4 on both sides.

The Pillage markers should not have an “S” on them, since that denotes a Stratagem.

Map errata:

The Silesian fortress and town of Schweidnitz in 1022 was left off the map. In the errata the designer suggested treating that hex as rough and lowering the number of fortresses needed to capture Silesia from 6 to 5. I just stuck a photocopied town/fortress symbol on my map instead.
Charts and Tables errata:

The “6” result on the Withdrawl/Interception column of the Withdrawl, Interception, and Ambush Table should be “Successful”.
1 – Counters 
Dark Blue: Prussians
Brown: Hanoverians

Red: English

Pink: Hessians

Yellow: Austrians

Gold: Imperials

Bright Green: Saxons

Light Green: Russians

Blue: French

Light Blue: Swedes

1.1 Commanders

A commander possesses 4 characteristics.

Historical Name.

Strategic Rating: designates the number of times that the commander can be activated during a turn.

Tactical Rating: designates the number of dice that the commander can re-roll in each battle.
Movement Points: the number of points that he can spend on movement (MP) per operations segment.
1.2 Units

A combat unit possesses 4 characteristics:

Designation: generally the name of the General commanding the unit.
Combat Value: the base value for resolving battles.
Movement Points: the number of points that it can spend on movement (MP) per operations segment.

Coloured Band: the band carrying the designation is coloured according to the following scheme: blue for regular troops; brown for light troops; yellow for garrisons, and grey for detachments. 
2 – Sequence of Play

Each game-turn comprises the following phases:

A. Command Phase
1. Draw stratagems.
2. Reorganisation: command; garrisons.

3. Reinforcements and replacements.

4. Administrative movement.

5. Peripheral theatres. 

B. Operations Phase

1. 1st Operations Segment:
· Prussian movement

· Prussian attacks

· Coalition movement

· Coalition attacks

2. 2nd Operations Segment

3. 3rd Operations Segment

C. Logistics Phase

1. Supply.

2. Sieges.

3. Winter Quarters (November – December).

4. Victory.

3 – Stratagems
3.1 Drawing Stratagems

Make a pool of stratagems by placing them in an opaque container.

1. The players can put back into the pool facedown one or more stratagems that they did not use in the preceding turn.

2. If a player has more than 3 stratagems (Coalition) or 4 (Prussians) in his hand then he does not draw any new ones.

3. Otherwise, each player draws at random the number of stratagems that would take him up to his limit (4 for the Prussians, 3 for the  Coalition). Each player immediately puts back into the pool those stratagems reserved for the enemy (there are 4 of these for the Prussians, 3 Austrian, 1 Russian).
3.2 Utilisation

Each player can secretly hold his stratagems until he wishes to play them.

Some of the stratagems are played during the Command Phase (diplomatic events, reinforcements etc.). Others are played during the Operations Phase, and others specifically during battles.

Some stratagems can only be used once. They are retired from the game once played. Others are usable once per campaign year. These are placed on the calendar on the first turn of the year following that in which they were played.

All other stratagems are placed back into the pool as soon as they are played.

3.3 General Stratagems

Favour (Faveur) –  Command Phase; two options possible:

1. Promotion by Merit (Coalition player only). The commander in chief of the Austrians, Russians or French is retired from the game and replaced by another leader of the choice of the player.

2. Promotion by Intrigue. The “Marshal” commander (1-0-5) of a nation chosen by the player comes into play; he replaces one of the other commanders chosen at random. Frederick II cannot be replaced. The replaced commander is removed from the game.

Prisoners (Prisonniers) – Command Phase.

The Prussians and Austrians each regain 1 step loss of the same type (excluding light troops) chosen by the player. This stratagem cannot be played unless both nations have had a step loss of that type.
Pontoon Train (Pontonniers) – Operations Phase; two options possible:

1. Campaign Bridges. One stack can cross a major river or minor river hexside as if it were bridged.

2. Bridgehead. The Zone of Control of one stack extends across major river hexsides    

      for all purposes – combat or the blockage of a line of communications for  

      example.

Mercenaries – Command Phase, once per year. Add 1 step of infantry to a friendly force.

Deserters – Command Phase, once per year. Remove 1 step of infantry from an enemy force.
Albion – Command Phase, once per year. Three options possible:

1. English Gold. Add 1 step of infantry to the Prussian, English or Hanoverian replacements for this turn.

2. Raid against France. Eliminate 1 step of French infantry; the French player chooses the unit concerned.

3. Navy in the Baltic. This turn the Russians cannot place any units in the Pomerania  box.

Spies (Espions) – Command Phase, once per year. Three options possible:

1. Plot against the Tsarina. (Once only per game) A Russian stack chosen by the Prussian player is immediately removed from the map (or an off-map box). And sent back to Russia: the units and their commanders are removed from the game until the next Winter Quarters.

2. The Secrets of the King. The Coalition player immediately draws two stratagems and may keep one of them.

3. Intelligence. Remove two of the enemy player’s stratagems chosen at random.

Storms (Tempêtes) – Command Phase, turns October to April only. This turn is affected by bad weather:

· The third Operations Segment does not occur.
· Throw a die. One or two mountain passes are closed. See the numbers on the map. They are treated as mountain hexes without roads for the duration of the turn: no movement, no zone of control, no supply route. A unit which finds itself there at the beginning of the turn can leave that hex.

· A March stratagem cannot be played by either of the players.

March (Marche) – Operations Phase, Movement, once per year. A stack gains 1 extra movement point immediately.

Initiative -  Operations Phase. A friendly commander, but not Frederick, gains 1 to his Strategic rating for this turn. (or can be played in battle) 

Illness (Maladie) – Operations Phase. An enemy commander chosen by the player loses 1 from his Strategic rating this turn. (or can be played in battle)

Siege Train ( Train de Siege) – Logistics Phase, Siege. The besieging player gains +2 to the siege resolution die roll for one siege. A stack that used the stratagem March during the preceding Operations Phase cannot benefit from a Siege Train.
3.4 Battle Stratagems

These stratagems are played during a battle. A maximum of 3 stratagems can be played per side per battle.

Surprise – Playable only in attack, with a leader who has a Strategic and Tactical Rating of at least 1. The defender engages his units after the attacker has rolled his dice and inflicted losses, rather than simultaneously with the attacker.

Grenadiers – Modifier of +1 to one battle die belonging to a Prussian, Austrian, Russian or French infantry unit. Throw the dice and then apply the modifier to one die of your choice. 

Strong Position – Modifier of -1 to one battle die belonging to an enemy infantry unit. The dice are rolled and then you may put the minus on the die of your choice.

Charge – Modifier of +1 to one battle die belonging to a Prussian cavalry unit. Throw the dice and then apply the modifier on the die of your choice.
Chouvalov – Playable only in defense. A Russian infantry unit that suffers a step loss automatically inflicts a loss on an attacking Prussian unit.

Feuerstein – Playable only in defense. Modifier of +1 to one battle die belonging to an Austrian infantry unit. Throw the dice then apply the modifier to the die of your choice.
Initiative – A second leader present can add his Tactical Rating to that of the commander.

Illness (Maladie) – Modifier of -1 to the Tactical Rating of the enemy commander.

Oblique – Playable only in attack. One of the enemy infantry units does not roll a die (choice of which by the defender), while one of the Prussian infantry units rolls twice (and thus can inflict 2 losses).

Grenzers – One step loss inflicted during a battle on an Austrian infantry or cavalry unit is annulled. One available Light Troop is instead killed. It is placed on the Calendar to return 2 turns later.
Holy Roman Empire (H. Reich) – Once per year. If the battle is taking place 4 hexes or less from a town of the Empire that was not controlled by the Prussians during the Command Phase, immediately add an Empire infantry unit (1-4) to the engaged Austrian or French force. It contributes normally to the battle, and can take a loss at the discretion of the owner. It is taken off the map immediately after the battle.
4 – Reorganisation

During the Reorganisation Segment the Coalition player reorganizes his forces first, then the Prussian player does so.

4.1 Commander in Chief

Initially, Charles is the commander in chief of the Austrians, Apraxin for the Russians, and Soubise for the French.
This assignment can change as a result of death, or as a result of the play of a Favour stratagem (in this case the replaced leader is permanently retired from the game). 

Frederick is the commander in chief of the Prussians. He cannot be replaced, and the game is lost if he dies in combat.
Assignment of Commanders
Each available leader can be reassigned to a supplied stack any distance away, irrespective of movement distance. The commander in chief must be assigned to the strongest stack (in terms of total combat value). Prussian leaders can command Prussian, Hanoverian, British or Hessian units. Austrian leaders can command Austrian, Saxon and Holy Roman Empire units. French leaders can command French and Holy Roman Empire units. Russian leaders can command Russian units.
4.2 Garrisons and Detachments

The garrison units already present on the map (2-0 counters) can be converted into detachment units (1-4 counters), and vice versa (turn over the counter). A detachment can only become a garrison on a fortress hex. A detachment counts as a combat unit. It can move like a combat unit and can go to a fortress anywhere on the map and convert itself into a garrison.

Garrisons and detachments that were eliminated on the preceding turn are available again now, and can be freely brought back into the game at controlled fortresses (garrisons), or controlled towns (detachments), but only in the following territories: Brandenburg for the Prussians, Bohemia for the Austrians, and the Empire for the Imperials.
4.3 Reinforcements and Replacements

Reinforcement units are placed as indicated on the Calendar.

Replacement points are given to each side every six months. They can be brought into play by three methods:

1. By turning a reduced unit to its full-strength side for a cost of 1 point of the same type.

2. By bringing back into the game a previously eliminated unit at a controlled and unpillaged town. This costs 1 point for a unit returned at reduced strength, or 2 points for a unit at full strength.

3. French and Russian units which evacuate an off-map box and are placed on the next turn on the Calendar: you can spend replacement points to bring reduced units back to full strength before bringing them back into the game (such units return in friendly territory).
Additionally, a detachment stacked with a reduced infantry unit can rebuild it into a 3-4 (an infantry unit can never be reconstituted into a 4-4 in this way; replace it with an unused or eliminated 3-4).
4.4 Administrative Movement

All units on the map or in the off-map boxes can now move with a minus of 1 movement point from their normal allowance (thus 3 for infantry and 4 for cavalry).

Units cannot enter enemy ZOCs. This movement cannot trigger an interception or an ambush. The coalition player does his administrative movement and then the Prussian player. Note: this is the only type of movement that combat units can do without a leader.   
5 – Peripheral Theatres of War
The peripheral theatres of war are represented by 3 off-map boxes: Westphalia-Oldenburg, Pomerania, and East Prussia.

5.1 Control

Initially each box is controlled by the Prussians, who hold a fortress in each: Minden, Colberg, and Konigsberg. For simplicity, the Prusian player may not send combat units into an off-map box unless he controls the fortress there. Once a fortress falls to the Coalition player the Prussian player cannot intervene there anymore.

The French player may not use entry hexes 1 and 2 until Minden is fallen.

The Russian player may not have access to Pomerania, or use entry hexes 2 and 3, until Konigsberg is fallen. 

The Russian player may not have access to the map via entry hex 1 until Colberg is fallen. 

5.2 Procedure

Movement from and to the off-map boxes can only be done during administrative movement. They are not accessible during the Operations Phase.
1. The Prussian player moves his chosen units in or out.

2. The Coalition player moves his chosen units in or out.

3. The fate of any opposing forces still present outside a fortress in each box is then regulated by battle.

4. The vanquished side evacuates the box.

5. Any sieges are resolved.

5.3 Movement to and from the boxes

Westphalia-Oldenburg – to get here the units must be already present in the box, or enter the game as reinforcements, or be present on the map(edge?) within 2 MP of West entry hexes 1 or 2.
Pomerania and East Prussia – to get here the units must be already present in the box, or the neighbouring box, or enter the game as reinforcements (East Prussia only), or be present on the map(edge?) within 2 MP of Russian entry hex 1 (for Pomerania) or 2 or 3 (for East Prussia).

Note: The Swedish units on the map can only get to the Pomeranian box (but not East Prussia) if Stettin is controlled by the Coalition player.

When a unit leaves a box to enter the map it enters at the relevant entry hex, not within a radius of 2 MP (why not? – this seems inconsistent with the entry rules to me).

No ZOCs extend from the map to an off-map box, or vice versa.
5.4 Battle

A battle is compulsory if a box contains units from both sides. It is conducted according to the rules in section 8.

In the Pomerania and East Prussia boxes the Prussians are always considered as the attacker. In the Westphalia-Oldenburg box the French player is always considered as the attacker.

5.5 Retreat after Battle

At the end of a battle all the units of the vanquished side must retreat.

Prussians – from East Prussia to Pomerania, and from Pomerania to entry hex 1.

Russians – from Pomerania towards East Prussia, and from East Prussia to the space for one turn later on the Calendar to reappear then in East Prussia, or to the space two turns later to reappear at entry hex 4. 
Swedes – from Pomerania to entry hex 1.

Prussians – from Westphalia-Oldenburg to entry hex 1 or 2.

French – from Westphalia-Oldenburg to the Calendar to reappear on the following turn in Westphalia-Oldenburg, or 2 turns later at entry hex 3 or 4. 
The Prussian player may not retreat his combat units into the fortress in a box.

5.6 Sieges

The siege of a fortress in a box is resolved according to the rules of 10.3. A siege occurs only if the Russians are the victors in the box containing Colberg or Konigsberg, or if the French are the victors in the box containing Minden.
Only a single 2-0 garrison unit can occupy the fortress in a box. The Russians may not use the Siege Train stratagem to help his siege of a fortress in a box.

6 – Movement

6.1 Stacking
The maximum stacking limit of a hex is 5 combat units (infantry, cavalry), plus 1 garrison in a fortress hex.
If a force comprises 5 combat units it loses one movement point (infantry down to 3, cavalry down to 4).

Commanders do not count against stacking limits.

Stacking is checked at the end of each Segment of the Operations Phase, and at the end of the Logistics Phase. 

Every unit above this limit is eliminated.

6.2 Zones of Control

Each stack exerts a Zone of Control over the 6 adjacent hexes.

A ZOC does not extend: 

· into a mountain hex, 

· through a mountain or marsh hexside,

· through a river hexside (unless by the stratagem Pontoon Train).

6.3 Movement of Commanders

Each commander has a Strategic Rating that indicates the number of times that he can be activated to move and fight during the course of the Operations Phase: a commander with a rating of 1 can be activated in only one of the Segments per turn, a commander with a rating of 2 twice, and in all three segments with a rating of 3.
This rating can be temporarily modified by play of the stratagems Initiative or Illness.
The player can choose the segments when he will activate his commanders. He could for example wait until the 2nd or 3rd segment to activate a commander with a rating of 1 if he didn’t need to move him immediately, or he could activate a commander with a rating of 2 in the 1st and 3rd segment. A commander who has used all of his activations is turned over.
An active commander can use all or part of his movement points. During each segment of the Operations Phase the Prussian player goes first.
6.4 Movement of Units
If a commander finds himself stacked with combat units during his movement he can take command of them. In this case these units can move, spending their movement points in order to do so: 4 for infantry and 5 for cavalry, but within the limit of the movement points remaining to the commander.

A commander can take command of units that have already moved by administrative movement, or during a previous segment of the same Operations Phase.

As an exception the commander-in-chief can take command of units that have already moved during the same segment, and thus enable them to use their movement points a second time.

A unit could thus move a maximum of 4 times per turn: once during administrative movement, and 3 times during the Operations Phase.

7 - Withdrawl, Interception, Ambush
7.1 Ambush

Procedure:

When a stack enters a difficult or mountain hex situated a maximum of 5 hexes away from an enemy commanded stack, the latter can declare an ambush if it has a light troop unit available in reserve off-map. The ambushing player rolls 1D6 on the Withdrawl, Interception, and Ambush (WIA) Table on the ambush column.

Effect:

· Ambush Successful: the moving stack must stop its movement for that segment and the light troop unit is removed to the Calendar space for the next turn.

· Ambush Successful with losses: the moving stack must stop its movement for that segment and the light troop unit is removed to the Calendar space for two turns later.

· Ambush Fails: the moving stack may carry on moving but must spend +1 movement point in addition to the cost of the hex entered. The light troop unit is to the Calendar space for the next turn.  
· Ambush Fails with losses: the moving stack may carry on moving but must spend +1 movement point in addition to the cost of the hex entered. The light troop unit is removed to the Calendar space for two turns later.  

7.2 Interception

Procedure:

When a stack enters an enemy ZOC it can be the target of an interception, at the discretion of the player controlling the stack projecting the ZOC. The interceptor must have at least 1 unit of cavalry and must be commanded. Roll 1D6 on the WIA Table on the Withdrawl/Interception column.

Effect:

A successful interception brings to an end the movement of the moving stack and a battle is engaged immediately following the rules of section 8, without possibility of withdrawal by the defender. If the interceptor has other stacks adjacent to the intercepted stack they may take part in the attack too without the need to roll separately for interception. The segment then continues normally for any other stacks that have not yet moved.
7.3 Withdrawl

Procedure: 

When a combat is declared the target stack can refuse battle. In order to do so roll 1D6 on the WIA Table on the Withdrawl/Interception column.

Modifications:

-1 if the defending stack is not commanded

+1 if the defender has more cavalry than the attacker, or if he decides to use up a light troop unit available in reserve. The latter option must be exercised before the roll of the die, the light troop returning on the following turn unless there are losses.

Effect:

· Withdrawl Successful: the defender leaves the attacked hex by one of the 3 hexes opposite to the hex from which the attack came. The attacker occupies the hex but cannot attack again. 

· Withdrawl Successful with losses: the defender leaves the attacked hex by one of the 3 hexes opposite to the hex from which the attack came. The attacker occupies the hex but cannot attack again. The defender loses a step, if possible of cavalry, or the engaged light troop unit (which goes to the Calendar space for two turns later).

· Withdrawl Fails: the battle takes place normally.
· Withdrawl Fails with losses: the battle takes place normally. The defender loses a step, if possible of cavalry, or the engaged light troop unit (which goes to the Calendar space for two turns later).

8 – Combat
When a stack, or several stacks, are adjacent to an enemy stack a battle can be declared if the attacker wishes it (though the defender can try to withdraw). Each attacking stack must be commanded. Each attacking stack must be active this segment. Each attacking stack can participate in only one battle per segment. It is never obligatory to declare battle. No more than 5 units can be committed to an attack. Where there is more than one attacking stack the attacker may well have more than 5 units available. The attacker must designate which 5 units will participate in the attack. Only these 5 will be vulnerable to losses, and able to advance in the case of victory, or retreat in the case of defeat. At the same time the attacker must declare which of the commanders from the attacking stacks will be the commander of the battle. 
In the case of interception it is the intercepting player that is the attacker, and he attacks the intercepted stack.
8.1 Battle

Battles take place according to the following procedure:

1. Units engage the enemy by the throw of battle dice (between 1 and 5 on each side), by the possible play of stratagems (between 0 and 3 on each side), and the possible re-roll of battle dice through the Tactical Rating of commanders.

2. Losses are taken by both sides.

3. A check is made for the death of commanders.

4. The winner occupies the battle hex and the loser retreats.

8.2 Engagement of Units

The two adversaries simultaneously roll as many dice as they have units engaged (5 maximum). These are the battle dice. Each player adds the combat value of each unit to the die of his choice. 
A unit of infantry eliminates an enemy step on a result of 8. Infantry can never target enemy cavalry until all enemy infantry are eliminated.

A unit of cavalry eliminates an enemy step on a result of 7. Cavalry can never target enemy infantry unless it has cavalry superiority. A side has cavalry superiority if the sum of its cavalry combat values is higher than that of the enemy cavalry.
Example: The Prussians engage using 2 infantry units of value 3 and 4, and a cavalry unit of value 1. He rolls battle dice of 6, 4 and 2. The player uses the 2 die with the 3 infantry (2+3=5), the 4 die with the 4 infantry (4+4=8), and the 6 die with the 1 cavalry.

The Prussian assault thus inflicts two steps of losses, one by infantry (8) and the other by cavalry (7).

8.3 The Role of Commanders

The commander can re-roll a number of dice equal to his Tactical Rating. If he is present the Commander-in-chief must direct the battle. If he is not then the player can choose from all the commanders present. None of the dice can be re-rolled more than once.
8.4 The Outcome of a Battle
Retreat

The side that has suffered more losses must retreat. In the case of equal losses, it is the side with the commander with the lowest Strategic Rating. In the case of equal Ratings then it is the defender who retreats.

Units must retreat two hexes. 
They must first retreat, if possible, into one of the 3 hexes opposite to the hex where the enemy was located in the battle. If the enemy were located in several hexes, then they must first retreat into a hex that best meets the following in order of priority:
· A hex not in enemy ZOC
· One of the 3 hexes opposite the strongest enemy stack (in terms of combat points)

The second hex of retreat must be two hexes away from the hex where the units were in the battle. 
A unit can retreat through an enemy ZOC, but not through an enemy stack, nor through impassable terrain. If a stack cannot retreat then it is eliminated. 

Advance
If the attacker wins then he must occupy the defender’s hex with all his participating units.

Pursuit

If the winner has more cavalry than the loser he can roll a battle die with one cavalry unit (no re-roll nor play of stratagems). The only stratagem the loser can play is “Grenzers”.
Marking of Losses

The players mark on the Loss Record the losses inflicted on each side so as to be able to calculate the victory points. Each step eliminated is counted, unless substituted for by play of a Grenzer stratagem. Eliminated Detachments do count towards losses, but unlike other combat units may re-enter the game on the following turn in exactly the same way as Garrisons (see 4.3). 

Consolidation

Both sides can then consolidate surviving units that took part in the battle:

Two reduced units of the same type can be consolidated into a single complete unit at the choice of the player.

A Detachment and a reduced infantry unit can be consolidated into a single infantry unit of value 3-4. The detachment is brought back into the game in the following turn.
Note: A 4-4 infantry unit can never be reconstituted through use of a detachment (because of the latter’s low quality), but only by use of another regular infantry unit reduced to a 2-4, or by use of an infantry replacement point.

8.5 Death of Commanders

After resolving battle each player that had at least one commander present rolls 1D6. If several commanders are present he chooses which will be affected. He is wounded on a 1. On a 2-6 he is unharmed. 

Any surviving commanders with no troops left are placed with the nearest friendly stack.
Roll again for each wounded commander, with a -1 modifier for the winner. This indicates the number of turns that the commander will be unavailable. An unmodified 6 indicates death.

9 – Light Troops
9.1 General Rules

Light troop actions take place at a maximum distance of 5 hexes from a commanded stack. The distance is calculated:

· without taking into account the terrain

· without passing through a hex occupied by enemy units

· without taking into account enemy ZOC

The Austrian Beck light troop unit can only carry out actions at a maximum distance of 4 hexes, not 5.
A commander cannot place light troops during Administrative movement. A commander can only place light troops during his own or enemy movement sections of the Operations Phase. He may place light troops even if he has used up all of his activations.
Each light troop unit can only carry out one action per turn. They are briefly placed in the target hex, but then immediately removed to the Calendar for 1 or 2 spaces later (except in the case of a Patrol action where they will remain on the map until the end of the Logistics Phase). 

In November to December the light troops that are used are automatically available again in the April turn of the following year.

9.2 National Limitations

The Prussian Freikorps unit can only carry out the Pillage action.

The Russian Cossacks can only carry out Pillage and Patrol actions.
The French and Prussian Hussars can only carry out Pillage, Patrol and Ambush actions.

Austrian light troops can carry out all possible actions: Pillage, Patrol, Ambush, Withdrawal, and Convoy Attack. 

9.3 Pillage

Procedure:

During the Operations Phase. Place a Pillage marker in a hex that does not contain an enemy unit or garrison, and which is out of enemy ZOC.

Effect:

All units entering the pillaged hex must spend an additional MP. During the Logistics Phase a pillaged town is not classed as a friendly place. In addition, it counts as 2 hexes for the purposes of calculating a line of communication (see 10.2). Remove the Pillage marker at the end of the Logistics phase; the light troop unit is available again at the start of the next turn.

9.4 Patrol

Procedure:

During the Operations Phase. Place a light troop unit on a hex that is not occupied by enemy units or garrisons, and that is out of enemy ZOC.

Effect:

No light troop action by the enemy is possible in this hex (except Patrol), and the 6 that surround it. The light troop unit remains in place until the end of the Logistics Phase and then becomes available again at the beginning of the following turn. An enemy Patrol action is possible in the central Patrolled hex. 
Light troops on Patrol can be attacked normally, but cannot move. They can take 2 step losses. If they are eliminated by combat, or removed by an enemy Patrol action, or themselves clear an enemy Patrol away, then they are available again 2 turns later.
9.5 Ambush

During the movement of an enemy stack in difficult terrain in order to halt them. Only one unit of light troops can attempt this action for each enemy stack.

9.6 Withdrawal

In order to gain a +1 modifier to the die during an attempt to Withdraw.

9.7 Convoy Attack

Procedure:

During the enemy Logistics Phase. Place a light troop unit on a hex of an enemy line of communication. Throw a die on the Ambush column of the WIA Table with a modifier of +1. 

Effect:

In the event of success then control of the hex passes to the owner of the light troop. The light troop unit is available again two turns later.

10 - Logistics    
10.1 Supply Check

At the beginning of the Logistics Phase each stack is checked to see if it is in supply. 
A stack is supplied if it is on or adjacent to a military route, and can trace a valid line of communication (LOC) to a friendly depot.  
10.2 Line of Communication

A line of communication is an uninterrupted series of hexes connected by military route from a unit to its depot. The LOC cannot include any enemy ZOCs, units or fortresses. It can include an enemy fortress that is besieged (that is to say with a besieging force comprised of at least 1.5 times the strength of the defenders). The presence of a friendly unit annuls an enemy ZOC. The maximum length of a LOC from unit to friendly depot varies according to the season. From May to September: 10 hexes. From November to April: 6 hexes. The friendly depot itself has to be able to trace a line of communication to an ultimate source of supply (unless the depot itself is an ultimate source of supply), but this line of communication can be of any length.
10.3 Sources of Supply

Prussians: Depots are any friendly towns with a line of communication of any length to Berlin or Magdeburg, or Berlin or Magdeburg themselves.
Austrians and Saxons: Depots are any friendly towns with a line of communication of any length to one of the 3 southern entry hexes, or these entry hexes themselves.

French: Depots are any friendly towns with a line of communication of any length to one of the 4 western entry hexes, or these entry hexes themselves.
Russians: Depots are any friendly towns with a line of communication of any length to one of the 4 northern and eastern entry hexes, or these entry hexes themselves.
Swedes: Strelitz

Hanoverians, Hessians and British: Depots are any friendly towns with a line of communication of any length to Hanover, Magdeburg or Luneburg, or  Hanover, Magdeburg or Luneburg themselves. 
Holy Roman Empire: Depots are any friendly towns with a line of communication of any length to a town of the Empire, or Empire towns themselves.

A depot is controlled by the last side to have had combat units there (not including light troops). This logistic control is different to political control (see 13.2).
Example: the Prussians capture Reichenberg, in Bohemia. Even though Bohemia is politically controlled by Austria, the Prussians can use Reichenberg as a source of supply. The important thing here is who passed through the town last.
10.4 Isolation

A unit is isolated if it cannot be supplied. Each isolated stack immediately loses 1 step. An isolated unit cannot receive replacements during the following Command Phase.

10.5 Fortresses and Supply

Units totaling up to 3 combat points are automatically in supply in the hex of a friendly controlled fortress, whether outside the fortress or besieged inside it. The fortress does not need a line of communication to an ultimate supply source to provide this minimum level of supply. 

If a force inside a fortress is successfully placed under siege then any combat points above 3 are immediately eliminated, even if the besieger’s die roll fails. 
11 – Sieges
11.1 Attacking a Fortress Hex

When a stack is attacked in a fortress hex the defender can choose:

· to accept combat. The battle takes place normally, aside from the fact that it happens “under the guns”, which means that the defender automatically benefits from a “Strong Position” stratagem. At the end of the battle the defender can retreat his surviving forces inside the fortress. The attacker cannot place the fortress under siege unless he wins the battle. Garrison units may accept combat outside their fortress.
· to refuse combat. (can be done even if a Withdrawal attempt fails) All defending forces take refuge inside the fortress. There is no battle, and the attacker can place the fortress under siege.
· to divide his forces. The defender divides his forces into those inside the fortress and a covering force. Only the covering force participates in battle and suffers the consequences. In the case of a retreat the survivors of the covering force can take refuge in the fortress, and can exceed temporarily the 3 point capacity of the fortress. 
11.2 Resolution of Sieges

Units of both sides can cohabit in the same hex during a siege. If enemy units (even non-commanded ones) are still present in a fortress hex during the Logistics Phase then a siege is resolved, provided the attacking forces are strong enough to achieve a ratio of 1.5 to 1 against the defenders of the fortress. A maximum of 3 besieged combat points are taken into account in order to calculate the odds ratio for the siege (the forces inside above 3 combat points are ignored). 
If the attacking forces cannot attain odds of 1.5 to 1 then the defenders, while still classed as in the fortress, are not under siege. However, the attacking force may remain in the hex. The forces inside an unbesieged fortress must first successfully attack the enemy forces outside if they want to come out of the fortress. They may attack alone, or in concert with friendly forces outside. If their side is defeated in the battle the fortress troops do not retreat, but instead are still inside the fortress.
As long as a force is besieged it may not leave the fortress or attack out. However, if a friendly force attacks the besieging enemy force then the troops inside can join in the attack (up to the normal total limit of 5 units). If their side is defeated in the battle the fortress troops do not retreat, but instead are still besieged inside the fortress.
A besieged force does not project a ZOC.

Procedure:

1. The besieged rolls a die on the Siege Table on the column Besieged.

Results:

-     : Nothing

-1   : The besieger loses a step of his choice   
2. The besieger rolls a die on the Siege Table on the column corresponding to the ratio of the besieging forces to the besieged forces. The Stratagem “Siege Train” can be played (+1 to the die).

Results:

· : Nothing

*    : the besieger takes control of the fortress. All the besieged units are eliminated and treated like battle losses (however, an eliminated 2-0 garrison unit does not count towards giving the enemy a victory point).

-1   : the besieged loses a step of his choice. If the besieged have no more units the fortress falls. 
11.3 Re-use of Garrisons

When a 2-0 garrison unit is eliminated it does not count towards giving the enemy a victory point (though the fall of its fortress would give the enemy a victory point). Every garrison eliminated can be brought back into the game according to the procedure described in 4.2.
12 – Winter Quarters

12.1 General Procedure

The Logistics Phase of the November/December turn follows a special sequence. After the checking of supply and the resolution of sieges there is a Winter Quarters phase, following this procedure:

1. Evacuation of foreign troops.

2. Taking-up of winter quarters by Prussian and Austrian units.

12.2 Evacuation of foreign troops

French
Eliminate any French troops on the map that are more than 2 MPs from the territory of the Empire, or from French entry hexes 1 and 2 (if the Coalition controls the Westphalia/Oldenburg box). The remaining French units are removed from the map and can re-enter in the following year on the indicated turns.

Russians

Eliminate any Russian troops on the map that are more than 2 MPs from entry hex 4, or from entry hex 1 (if the Coalition controls the Pomerania box) or entry hex 2 or 3 (if the Coalition controls the East Prussia box). The remaining Russian units are removed from the map and can re-enter in the following year on the indicated turns.

The return of the French and Russians
The French and Russian armies return in 1758 in April, May or June depending on the entry point chosen. The Coalition player can divide his forces as he wishes between the possible entry points.

Swedes

Eliminate any Swedish troops on the map that are more than 2 MPs from the Swedish entry hex (Strelitz). The remaining Swedes are removed from the map and can re-enter in the following year on the indicated turns.

Holy Roman Empire
Eliminate any Imperial troops on the map that are more than 2 MPs from the territory of the Empire. The remaining units stay where they are and are considered like Austrians for Winter Quarters purposes.

English, Hessians and Hanoverians

Eliminate English, Hessian and Hanoverian units on the map that are more than 2 MPs from a town in Hannover or Brandenburg. The remaining units stay where they are and are considered like Prussians for Winter Quarters purposes.
12.3 Taking up Winter Quarters

All units remaining on the map can move 1 hex. It is forbidden for them to enter enemy ZOCs or mountain terrain. After this movement stacking is checked. The stacking limit is 2 units per hex (not counting garrison units and commanders). Units above this level are eliminated, and do count towards losses for victory point purposes.
13 - Victory 

These victory conditions are not used for the 1756 scenario. It has its own victory conditions.
13.1 Procedure

At the beginning of the game place a marker on the Victory Point track at 5. The Prussian player adds to this any victory points he gains, while the Coalition player subtracts his victory points from it. Check for victory at the end of each Logistics Phase.

13.2 Political Control of Territories

Initially Saxony, Hannover, Brandenburg, and Silesia are Prussian. Bohemia, and the Imperial Circles are controlled by the Coalition. This initial control is already taken into account in the opening position of the Victory Point marker. 

Poland is considered neutral and neither side can take political control of it.

Control of the territories can change according to the conditions described below. Note: the VPs that go with control of a territory are only taken by the other side when it has fulfilled all the necessary conditions. It does not get part of the VPs for capturing part of the necessary towns and fortresses.
When a check is made for control of territories (last part of the Logistics Phase) a territory only changes control if at that moment the capturing side has a unit, detachment or garrison physically present in each of the required towns and fortresses.
Once a territory is controlled the controlling side does not need to maintain forces in each of the key places (but watch out for enemy units).

Overall political control of a particular territory does not affect the ability of either side to use a town that they militarily control for supply purposes (see 9.2).

Brandenburg: units in the three fortresses and Berlin – 4 VPs

Saxony:  units in the 3 fortresses and 2 of the towns – 3 VPs. Note: when Austria takes control of Saxony it gains one Saxon 3-4 infantry unit, which appears in the Saxon fortress of his choice in the following Command Phase. 
Even when Saxony is politically controlled by Prussia, Saxon units are controlled by the Coalition. Saxon units have no leaders of their own, and may be commanded by Austrian commanders.
Hannover: units in Hannover, Brunswick, and 2 of the 3 towns – 2 VPs.

Silesia: units in 6 of the fortresses – 3 VPs.

Bohemia: units in 5 of the fortresses, and in 2 of the 3 southern Austrian arrival hexes – 3 VPs.

Imperial Circles: units in 2 of the 4 fortresses, and in 2 other towns – 2 VPs.

13.3 Enemy Losses 
Capture of fortresses: whenever a fortress changes hands the capturing side gains 1 VP.
Destruction of combat units: 1 VP for every 6 step losses inflicted on the enemy (count all enemy nationalities together). Detachments count for this, but Garrisons do not.

Steps eliminated because of supply, or the onset of winter, count towards this. 
13.4 Victory

The Prussian player achieves victory at the end of the Logistics Phase if the Victory Points stand at +10 or more.

The Coalition player achieves victory at the end of the Logistics Phase if the Victory Points stand at 0 or less. 

Any other result is a draw. 
Swedes

The Swedes have no commanders, and may not be commanded by anyone else. Thus they may only capture undefended locations. 
Scenarios
I may get around to translating the Scenarios at a later date. Meanwhile they should not present any real problems of interpretation, even for those with very little French. Here are points of errata concerning the scenarios.


Q/ Contrairement au scénario long (campagne de 1757-8) il y a bien une phase administrative au tour 1, et donc les troupes peuvent passer la frontière lors de cette phase ? =R/ Exact. Lors de la phase de mouvement administratif,. Noter que l'on ne peut pas entrer en ZdC adverse. 

Q/ 1756 Les autrichiens n'ont pas de commandant en chef ? =R/ Non, ils ont juste 2 chefs tiré au hasard. Historiquement, le maréchal Brown (valeurs comme Daun : 1-2-5), mort l'année suivante, commandait le corps le plus important. 

Q/ Renforts 1757 Août France : hex d'entrée : dans case Minden si elle n'est pas tombée =R/ Ils entrent dans la case Oldenburg-Wetphalie avec une posture offensive. Leur premier objectif est de dégager les Anglo-hanovriens présents puis de prendre Minden.


Q : Do you use the victory point track in the 1756 scenario? Presumably no, because the special victory conditons of the scenario replace those of the long scenario. A : No. The 1756 scenario has its own victory conditions. 

Q: What happens to the Saxon units in the 1756 scenario if Prussia gains control of Saxony? Are they removed from play or can they continue in Austrian employ? A : They serve under Austrian command. 


