Summary Campaign Rules

Orders

Orders should specify each day’s activity – where the troops are to march that day and what (if anything) they should do when they get there. To begin with, I may ask for a week’s orders at once, but orders should still specify each day’s activity separately.

If you are detaching a force from your main body you can give it general orders to govern its responses to enemy action, as well as any specific orders which relate to the task you have given it. I will determine the actions of any such detached body within the scope of the orders you have given, national doctrine, and my judgement of each situation. You have been warned!

Marches

Infantry and foot artillery can march 20 miles per day without too much trouble, cavalry and horse artillery about 25. A forced march can be used to increase this if need be – up to 30 miles for infantry and 50 for cavalry. One or two rest days a week are needed to allow supplies to be procured and keep the men fresh.

If a large body of troops is moving together, remember to allow about ¼ of a mile per battalion, battery or cavalry regiment. The length of the column itself needs to be accounted for when determining the effective distance marched, so several smaller bodies marching in parallel will be able to move more quickly and with less fatigue.

Losses

I will monitor troop strengths. If you want an update on how many men you have left, you will need to review your troops. This will take an entire day for the troops reviewed, and they cannot march, fight or labour on that day. You should expect to lose men to sickness, desertion and other ‘strategic consumption’ as well as – probably in excess of – any battle casualties. 

Communications

Letters may be delayed or go astray. Please only talk to players when your characters are together – otherwise you should write letters or send messages via me, the umpire.

Supplies

In the ordinary course, you are assumed to requisition or purchase the supplies you need from local communities each time you take a rest day. For small forces like yours operating in rich countries like Saxony and Bohemia, this will provide all your requirements except ammunition. Each force carries enough ammunition for about two battles. Further ammunition will have to be summoned from a friendly fortress, or seized from the enemy. Ammunition wagons move about 10 miles per day.

If troops are ever besieged or otherwise unable to get hold of food from the countryside, I will determine how long their supplies will last. Unless they are a fortress garrison, or special measures have been taken, this will not be long.

Prestige

I will keep track of prestige for each player. Prestige is won by winning battles and seizing towns, and lost mainly by losing battles. Prestige is vital as it affects your chances of promotion (if high) or the possibility of an anti-French revolt (if it gets too low), and will help to determine which player on the winning side is the overall winner.
