Thirty Years War, proposed rules changes

I have already played one early war and one campaign solo game, and one early war and two campaign games with a friend. We were both avid players of Paths of Glory, and For the People. We incorporated some rules from the  Web-Grognards website (http://grognard.com/) at the begining, and added more rules going along. Here is what we would suggest for more enjoyable and balanced games.

1) + 1 Imperial Veteran in Vienna 

2) + 2 Bavarian Mercenaries in Munich

3) VP start at 23

4) Wallenstein is a 2 stars leader

5)  a defeated battle does not cause the fortress to fall, the defeated army may choose to retreat in the fortress but must retreat as a whole (see below)

6) the number of besieged troops may not exceed the fortress value, excess troops are removed (owner’s choice)

7) to besiege a fortress, the besieging army strenght must be stricly superior to (fortress value + besieged army strenght) 

8) siege restart as soon as a sufficient force is around the fortress, allowing a die roll at the end of the year

9) when a besieged army participates in a battle against the besieging army, the besieging army gets a drm equal to the siege value (+1 to +3), this drm does not apply if the besieging army is attacked from the outside, without forces coming from inside the fortress

10) attacks at 1-4 or less are forbidden (the attacker is just « overrun »)

11) only the leaders that are needed to command the army roll a « leader loss check », the additionnal leaders might still die if the army is destroyed 

12) only the ‘commander in chief’ makes a normal « leader loss check », the others commanding leaders have a –1 drm (they die less). The ‘commander in chief’ is the leader that provided the leader bonus in the battle

13) a leader with a LOC to his supply base gets a +1 drm to his recruiting rolls

14) Spanish leaders can move out of the spanish zone with a 3 activation card, they need 3 activation cards to move as long as they remain outside the spanish zone (except the Cardinal Infante during his travel to the spanish zone)

15) Intercept & retreat : 
- the intercept score of a leader is « battle rating + 4 – activation rating »
- a leader can try to intercept an army moving to an adjacent location
- an intercept is successfull on a die roll inferior or equal to the intercept score
- a winning intercepting army conquers the location
- an defending army can retreat with a successfull interception roll, the attacking army can continue its move to attack again and try to force battle as long as it can move
- a retreat can be cancelled by a successfull interception roll from the leader of the attacking army
- there’s no limit to the number of successfull retreats or interceptions (whether successfull or not)
- if an army moves once during a turn, whether to intercept or to retreat, it must pillage as if it has made a regular move

16) Victory conditions :
- the Intervention Cards are not put in play before the beginning of turn 6, even if the VP reaches 30
- if the VP reaches 40, the Catholic Player wins immediately
- at the end of the game, 15 or less VP is a Protestant Victory, 25 or more VP is a Catholic victory
- in the peace tables, replace 10 VP by 15 VP, 15 by 20, 35 by 30, and 40 by 35. These modifications affect both the possibilities to offer and accept, and the result table.

Explanations for the changes :

1) to prevent Mansfeld from besieging Vienna on his first move and to give the Imperial a sufficient army to start the war at all

2) so that Tilly don’t need to spend a move recruiting, since a clever Protestant player always turtle and recruit at the beginning anyways

3) official errata

4) so he actually commands his army and not Picolimini instead, otherwise he becomes a recruiting machine and the Wallenstein rule is turned around

5) that’s the purpose of a fortress, so I’m not sure that’s really a rule change, just a clarification

6) the extent of the fortress limits the size of the army it can shelter

7) we found that the change from ‘equal or superior’ to ‘strictly superior’ made it actually worthwhile to put garrisons in  fortresses, otherwise you try to avoid it absolutely, which seems a little bit odd

8) since no force can move without a general or being the only one to move this turn, we can assume that they know they are here to besiege the fortress

9) the longer the besieged army waits, the harder it will be to overcome the besiegers extensive breastworks 

10) to prevent suicide attacks to kill leaders

11) in order to prevent excessive leaders losses, the sensible thing to do is to keep useless leaders out of harm’s way. During the first games, we did it ourselves and we found that it was very tedious (‘oh my god, I forgot to let Thurm behind in a forteress’). The game is more fluid that way

12) a play balance rule : it keeps the mortality rate of important leaders high (otherwise it would seriously favor the Sweden), but allow each player to keep leaders during the whole game. Otherwise, a few unlucky rolls can totaly remove a player from the game

13) it makes sense that if you can receive money, it will be easier to recruit people (even if you won’t pay them after). We found that otherwise, unlucky non-dynamic leaders just waste cards trying to recruit, armies remain quite small, without much pillage going on and nobody cares for LOC (you don’t pay armies, it’s not a big deal if you deplete your recruiting pool anyways). With rules 12 and 13, we had bigger armies and more leaders, much more pillaging : so it was important to keep LOC and to pay your armies (instead of hoping for a lucky plunder roll)

14) Protestant leaders are not supposed to be sure that the spanish armies will not « cross the red line », so they must be ‘realistically’ cautious when moving close to spanish armies. We found that the 3 activation card cost was sufficient to make the Catholic player respect the line (it costs two 3 cards to make more than a quick foray, hardly cost-effective)

15) Same as 14 : you don’t move around an enemy army knowing  that it won’t move because « it’s not its turn ». And you can’t be absolutely sure that you will reach a far away army before it will move away. This rule does not much change the game, but it prevents some very unrealistic moves

16) The Early War scenario is very pleasant to play but almost impossible to win for the Catholic Player. Moreover, this pleasure is lost in the Campaign Game where the Catholic tries to delay as long as possible the Intervention, mustering forces before the turn 7. The « no intervention before turn 5 and 40 VP instant victory » gives the Catholic a real incentive to try to win the war at the beginning (if he rapidly crushes the opposition, we can assume there will be no intervention at all, and at least the player should be credited with victory). The 15 – 25 VP instead of 10 – 30 for final victory makes it more contested in the last turns : with a few remaining leaders and a ravaged map, it’s pretty easy to figure out how much VPs you can still gain or lose. Our last campaign games were in the 18 –22 VPs zone, with the Spanish, French, Sweden and Bavarian still around, two turns before the end. We concluded that it was impossible to wipe out the opposition and achieve victory in such short time, so we stopped there.  With the previous rules, at the beginning the Catholic tries to reach an impossible victory, and the Protestant is quite pleased with a draw, and in the end the roles are reversed. The 15 – 25 VP are much easier to reach for both players without incredible luck involved. We also the changed the peace conditions to reflect the VPs we usually achieved.

Any comment welcome : boue@club-internet.fr
