FREDERICK THE GREAT (3W) VARIANT RULES

Campaigns of Frederick the Great, designed by Rob Markham, was one of 3W’s best efforts.  It has a really nice combat system, and is very subtle and strategic.  However, the game’s movement and supply rules manage to be too lenient and (at the same time) too clunky.  These variant rules introduce historical supply constraints and model army speed more accurately, while allowing for smoother and faster play.  

8.0 SUPPLY (Replace)

Forces which are not in supply suffer certain negative effects as described in 8.4.  There are only two types of supply Leaders who are not in supply suffer certain negative effects as described in 8.4.  There are only two types of supply – supply depots and supply wagons.  (In this variant, leaders no longer carry supply points.)  A leader is in supply if it is within two movement points of a depot or if is in the same hex as a supply wagon.  Additionally, all leaders are considered to be in supply on the first turn of a scenario.   

8.2 SUPPLY WAGONS (Change)

Supply wagons represent an army’s baggage train.  They appear on the map only as a result of supply wagon creation (8.21).  

8.21 Supply Wagon Creation (Change)

Each game turn, each player may create ONE supply wagon at one of his supply depots.  (The numbering of the wagon does not matter, since these variant rules no longer keep track of supply points.)  The wagon is placed on the supply depot and moved normally during the turn (see 8.23).  Supply wagons may only be created at a friendly supply depot that is not besieged.

8.22 Supply Wagon Movement (Change)

Supply wagons move independently of leaders, and may move only once per turn.  They have a Command Rating of 1, and a movement allowance of 6 per turn.  They move ONLY when a side’s “1” Command Chit is pulled.  This is true even if the supply wagon is in the same hex as a leader with a higher command rating.  In other words, a supply gaon can move as part of a combined force only if the moving leader is being activated with a “1” Command Chit.

8.23 Removal and capture.

A supply wagon may be removed from the map as a result of combat supply depletion (9.23).  A supply wagon is captured and may be used by the other player if an opposing force enters its hex.

8.4  SUPPLY EFFECTS (Addition)        

Unsupplied leaders suffer attrition, as well as restrictions on movement and combat.  

8.41 Attrition (Addition)

During the supply phase, any unsupplied leader suffers 5% casualties, fractions rounded up.

8.42 Supply Effects on Movement (Addition)

An unsupplied leader may move a maximum of once per movement phase.  A march by an unsupplied force is treated like a forced march and is subject to possible attrition.  (However, if an unsupplied leader begins movement unsupplied and later becomes supplied because a supply wagon has moved into his hex or because he has moved near a depot, it may be possible for this leader to move more than once if his initiative permits.) 

8.43 Supply Effects on Combat.  

Unsupplied leaders must retreat at the end of the first round of combat, unless the enemy leaders have been forced to retreat because of demoralization.      

9.2 COMBAT SUPPLY (Change)

Delete the phrase “The leader has supply points, or”

9.23 Supply Depletion (Change)

Before Combat, each player rolls a die to check for supply depletion.  A die roll of 5 or 6 causes the supply wagon to be expended.  

9.24 Intensifying the Battle (Delete)

The end result of these changes is a game where players truly must plan in advance to make sure that they have enough supply to carry out a campaign.  
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