Frederick the Great
Mike Smith - Personal Variant Rules
5.2  A Leader may declare that he is voluntarily reducing his Initiative Value (to a minimum value of 0) for the purposes of the Forced March die roll immediately before rolling the die. An unsupplied Leader who must move into or toward a supplied position must use at least as much of his Initiative Value as will guarantee that he will get into supply, or come as close to it as possible.
An unaccompanied Leader who rolls a modified 6 for Forced March and who later picks up combat points during that Forced March must remove attrition losses from the points he picks up.

5.37  As a result of combat or attrition losses a subordinate commander may come to command more of his nation’s strength than the supreme commander. Until this situation is rectified the subordinate commander’s Initiative Value is reduced by 1 (to a minimum value of 0). The Prussians are not subject to this rule.
5.43  It costs one extra movement point to leave an enemy occupied hex.

8.3  Leaders alone (i.e without accompanying strength points) are also automatically captured if they enter a hex containing enemy strength points but no friendly strength points (don’t count enemy or friendly strength points inside a Fortress), or if they move outside a Fortress in such a hex.
9.23  If the difference between the Combat Bonus of each side in Combat is 2 or 3 then the player with the higher Bonus may choose to convert one (but no more than one) of his die roll modifiers into a percentage ratio column shift instead. This is taken to the right if the attacker and to the left if the defender. No shift is possible to rightwards of the highest column on the table, or to leftwards of the lowest column. 

9.32  Percentage losses in Combat are not as a proportion of the strength of your own force. Percentage losses in Combat are as a proportion of the total Combat Strength of the enemy force.

9.44  The lowest ranked leader is not automatically eliminated on a Leader Loss result. If you suffer an “L” result in Combat roll 1D6 for the lowest ranked Leader present in the combat hex:

1-2  He is killed or seriously wounded – permanently remove him from play.

3-4  He is lightly wounded – remove him from play and roll 1D6 to determine how many turns it will take him to recover. He re-enters in the Prisoner Exchange Phase that many turns later. He re-enters in the same manner as an exchanged Leader.
5-6  No effect on this Leader. Roll again for Leader loss, but this time against the next-lowest ranked Leader present in the combat hex. If there isn’t one then do not roll again.
9.4   Use the new Combat Results Table instead of the original one. This functions in exactly the same way as the old, except when it comes to the risk of Leader loss. Roll 1D6 die to determine the percentage loss for each side. Then each side rolls 1D6 to determine whether it faces a risk of Leader loss. If the die is within the indicated range then the appropriate side rolls for Leader loss as above.
If one side suffers a P result then its Leaders are captured, and there is no risk of Leader loss to the other side.

9.47  If an attack is revealed to go in at less then 33% Combat Percentage Ratio, and is therefore cancelled, the defending force may immediately choose to become the attacker if the defending player wishes.

5.2,10.6 and 16.3  In all three types of Attrition (Forced March, Supply, Winter) instead of automatically losing 1 Strength point per force, instead consult the 10% column of the Percentage Loss Table, taking into account the size of the force suffering the Attrition.

12.21  Strength points may not move into or out of a Fortress unless accompanied by a Leader.

12.14 + 8.3 A Fortress is not garrisoned if occupied by a Leader on his own without at least one combat strength point. If a Leader (or Leaders) is on his own in a Fortress then the Fortress may be captured, along with the Leader(s). A force that enters an enemy  Fortress hex may ask if it is properly garrisoned.

13.0  Subtract the Initiative value of the highest ranked Leader in the besieging force from that of the highest ranked Leader in the besieged force in order to work out the die roll modifier in Siege. However, the besieger cannot gain an addition to the die roll as a result of this, he can only cancel out part or all of the besieged player’s subtraction from the die roll.
13.33 A garrison granted the Honours of War cannot transfer to a friendly garrison that is besieged.

Optional: Do not use the Percentage Loss Table for Combat or Attrition. Instead multiply the percentage loss by the number of involved strength points. For every whole 100% in the result lose 1 strength point. Roll with percentage dice against the remainder to see if a further point is lost. If the the percentage dice roll is equal to or less than the remainder then a further point is lost.
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