Optional Rules for “Soldier Kings”: Seven Years War Worldwide

Geography:

a) Consider the Bengal space in India to be a port/coastal location

b) Add a new area “Ticonderoga” (‘the key to a Continent’) this is a non-coastal one Resource/zero manpower/three fortress French “Home” space adjacent to New England, New York, Lower Canada, &  Iroquoia. Note that when using this space New England is NO longer adjacent to BOTH Upper & Lower Canada.

c) South America:  Brazil is adjacent to the “Middle Passage” sea area not the Caribe. Rio de La Plata has no overland route to Venezuela (its just silly to have one that’s through thousands of miles of impassable jungle and mountain & besides Peru, which is located in between, is not on the map).

Economics & Turn Sequence

a) Allies:  The maximum total a single player nation can give to another single allied player nation per Diplomacy Phase is 10 Resources, this would be in exchange for whatever: be it land, cards, or other favors.

b) Insert a Purchase Phase into the Winter Game-Turn right after the “Resource and Manpower Phase” and BEFORE the “Event Card Phase”. Units may now arrive during a Winter Game-Turn and their arrival is now calculated by number of Game-turns (not Campaign Turns) that have passed. A Fleet purchased in the Winter of one year would arrive the following Winter. An Army purchased in the Winter would arrive in the next Summer. 

c) Unlimited Rounds in Land Combat or Siege Combat now cost 1 manpower in addition to the Resources expended.

d) A Player may upgrade up to one of his controlled areas fortification levels by one

Level per game turn during the Purchase Phase in each game-turn. Only one area per Major (player) power can be so upgraded per game-turn. Areas may not be upgraded above five(5) or more than two(2) levels beyond their starting fortress strength. Eliminated upgrades are not restored after a siege is ended. The cost of each upgrade level is any combination of Resources or Manpower totaling four(4).

 Note: I added this rule to provide more choices for the players to spend available resources and manpower and to allow for increased defense of isolated colonial locations at a price. Minor Countries & Majors played as Minors may not upgrade fortification levels in their controlled areas. Upgrades may not be done in an area containing enemy armies.

e) Borrowing Money:  The rules say (7.5): “The Enlightenment did not recognize deficit spending”….of course nothing is farther from the truth…nations of this day were more often in deficit than surplus, particularly in times of war. One of the major advantages Britain had over those on the Continent was its creditworthiness  allowing her to borrow enormous sums in time of war at manageable rates of interest. See section below for war loan rules.

War Loans:

Each Major Power controlled by a Player may take out up to ONE loan PER “Resource and Manpower Phase”.  Each Major Power has a different amount of additional Resources (the loan “principal”) he or she receives that phase if a loan is taken out:

                   Britain: 10

                   Holland: 9

                   Austria: 8

                   France : 7

                   Prussia or Russia: 6

                   Spain or Turkey:  5        

Each Major Power keeps track of the number of loans outstanding…this number is subtracted from any Victory point total to get a net total “after loans” for automatic or endgame victory purposes. Also starting the Winter turn after the loan is taken out each player MUST pay one (1) Resource point interest per loan outstanding each Winter “Resource and Manpower Phase” immediately after receiving the resource income. Outstanding Loans may be paid off at the cost of the “principal” initially received plus one (1) Resource interest during any Winter “Resource and Manpower Phase”. Major Powers played as Minor Powers do not take out War Loans, since of course they do not utilize Resources.

Off map Asia income:  

If Ottoman Turkey or Russia is played as a major power each rolls one dice per “Resource and Manpower Phase” to see what “off map” Resource income they gain from their extensive Asian holdings. Add the number on the respective die to the Resources each would normally collect during this phase.

Added Optional National Advantages:

Almost every Major Power (save England) has a special or several special national advantages that can be utilized if that state is played as a Major Power in the game.

France:  France receives one randomly chosen army unit at no charge each Winter Purchase Phase.

Austria:  Receives one 1-1 Strength army unit at no charge each Winter Purchase Phase.

Austrian army units & Austrian leaders only may move or retreat between Lombardy and Tyrol as if these two areas were adjacent.

Russia: Receives one 1-1 Strength army unit at no charge each Winter Purchase Phase.

Non-Russian units in “Home” Russian spaces have double Maintenance/Repair costs

Ottoman Turkey:  Receives one 1-1 Strength army unit at no charge each Winter Purchase Phase.

Spain: Gets one “free repair” of a unit in the Americas each Winter Purchase Phase.

Additionally receives one “free” random Spanish Provincial Army each Winter Purchase Phase if two or more home Spanish areas in the Americas are controlled by non-ally powers.

Holland:  Gets a free Fortress upgrade (in addition to any purchased one) each Winter Purchase Phase.

Prussia: If Frederick II is still alive & controls Berlin or Magdeberg can throw one dice & deduct 2 receiving that number of additional Resources (could be zero if a “1” or “2” came up) each “Resource and Manpower Phase”. May also declare war at the cost of one manpower only (see below).

Ending the game: Naturally the nations fighting the war had no idea when it would end.

Roll at the end of each Winter turn starting Turn 24 to end the game, the game may continue beyond turn 28:

Turn 24 War ends on roll of a 5 or 6

Turns 28 & 32 War ends on roll of a 4-6

Turns 36 & 40 War ends on roll 3-6

Turn 44:  automatically ends: 

Seven Years World War Historical Notes:

The ideal historical game would probably be a five player major power game: Britain, France, Prussia, Austria, & Russia as the major powers. The Ottomans & the Dutch appear to have been neutral at least in the areas covered by the maps throughout 1756 to 1763, except for some minor fighting by the Dutch vs. the usual local Asian indigs. The Spanish came in late (1761-62) only to surrender Havana in Cuba and Manila in the Philippines to British punitive plundering expeditions. 

Britain’s Automatic Victory:

By my count the English historically had taken the following by 1762: Upper & Lower Canada, Ohio, Leeward and Windward Islands, Cuba, Philippines, one French area in India, & Senegal in Africa while only semi-permanently losing Minorca in Europe (Admiral Byng was shot for that loss in order to “encourage the others”), therefore the English Automatic Victory level should be moved up to 28 Victory Points….

Allies and Declaring War:

Minor Ally Separate Peace: Roll for each minor ally that has a flag on the map which is controlled by an Allied player power (except Swiss & the Papal States) at the end of each Winter Attrition Phase, on a “6” that power returns to game-start neutral status, remove all its units from the map, but note also which areas outside its “home areas” remain controlled by it, these areas continue under the control of the minor, but siege attacks on these conquered areas do not trigger the minor’s re-entry. Such siege attacks do not require a declaration of war(see below) against that minor neutral state.

No roll is made for minor allies that have one or more of their flagged provinces controlled by another power. These minor allies always remain active.

No one may enter the territory of a neutral Major Power played as a minor power without declaring war  (see below) on that nation or allying with it. A nation played as a Major power may not have its units enter another Major Power unless at war or allied with it.

All minor powers with certain “bandit/tribal” exceptions (So, In, Iq, Ph & Pirates) are similarly restricted. 

Declaring War:  A nation played as a Major Power may only attack another nation if in a “state of war” with it. War has to be declared by one side in order for the state of war to exist. War may only be declared by paying a declaration of war cost. The cost to declare war on a minor neutral power is 3 resources & 1 manpower, on a major power 5 resources  & 2 manpower (exception: Prussia may always declare war at the cost of 1 manpower). Minor powers (or Majors played as Minors) allied to a Major Power are automatically at war with whichever powers their Major player Power is currently at war with & vice versa.

Auxiliaries, Sepoys, & mercenaries are at war with whatever powers are currently in a state of war with their controlling power. Certain minor “bandit/tribal” powers units are not restricted by these rules (So, In, Iq, Ph & Pirates) and may attack whomever the controller wishes regardless of states of war. Such “bandit/tribal” minor units (So, In, Iq, Ph & Pirates) may also be attacked by other nations without a declaration. Attacks on areas without national flags & units from such areas are also allowed without a “state of war”.

Allied Major Powers may not have the same current “State of War” enemies, however they always defend together when attacked in the same area (in fact this is the only way you can attack a non-bandit/tribal unit that you are not a war with) by an enemy of one of the powers.  Declarations of war are always made at the start of a player’s Action Phase.

Ending a War: Pairs of Enemy players may agree amongst themselves the terms for ending the state of war between their nations. The end to the state of war applies to all states controlled by each of the two powers making peace. The end of the state of war agreement can result in the transfer of territory between the former enemies. An agreed end to a war is not a surrender (see Peace Rules 15.0 and revision below) & does not prevent a return to hostilities later.

Backstabs :  Backstabs now may require a declaration of war to implement, with the usual exceptions, but are still handled pretty much the same way.

Flags: Remember “No Flag no country” its not necessary to declare war on a place or people without a real European Flag on the map in order to attack them.

War States in 1756:  At start (Turn 1 Spring) no one is at war with anyone else…the actual war in Central Europe did not get going until the late Summer of 1756 when Frederick invaded Saxony. Britain did not formally declare war on France until May 17, 1756, although the French had by this time invaded, but not yet taken Minorca.

Imperial Capitals: A nation played as a Major Power is considered to have an Imperial Capital. These are listed below in bold type. Each has a built-in Army step as garrison.

Nation    Capital Area                     Built in Army step strength

France: Isle de France                         2-2                 

Britain: Southern England                 1-2

Prussia: Berlin                                     1-2
Russia: St. Petersburg                        1-2

Austria: Wien                                      1-1

Spain: Madrid                                     1-1

Holland: Holland                                1-1

Turkey: Constantinople                     1-1

Garrison Step: These defend, or attack just like a regular army unit, if they take a hit they are eliminated, they only return (immediately) once the space is again clear of enemy units & still controlled by the original owner. The Garrison step may never leave the area.

If an Imperial Capital area is controlled by an enemy power the following disadvantages are suffered by that Major player Power:

a) It may not get new loans

b) Three(3) Additional Resources are deducted from its income each Resource and Manpower Phase along with 3 additional VPs until the capital is retaken.

c) It may not play Minor Ally cards in an effort to get or steal a new minor ally.

(Mercs, Pirates, Sepoys etc, can all still be played).

d) New Declarations of war may not be made by the power that lost the capital.

e) A die is rolled each peace phase, on a “6” that major power must attempt surrender(see below) to the major enemy power that controls the Imperial Capital area.

Redoing the surrender rules (15.0 Peace): 

Surrenders always end any “state of war” between the major surrendering nation (& its minor allies) and the accepting nation (& its minor allies).

The Resources gained by the power accepting surrender may never exceed five (5) as a result of the surrender and cannot include the Imperial capital of the surrendering power, that is always handed back if occupied. The area in Europe that is picked to be handed over has to be connected directly to an adjacent area(and not an adjacent occupied Imperial capital)controlled by the player accepting the surrender, if none is available no territory in Europe need by handed over. Purely European Major Powers (Austria, Turkey, Russia, and Prussia) may not select areas outside Europe for handover to them when accepting a surrender. Roll die afterwards for number of turns that have to pass before the player accepting the surrender can declare war on his defeated foe. Die roll 1 or 2 =  2 Turns  3= 3 Turns  4,5=4 Turns  6= 5 Turns. Major Powers may not surrender to a power in the same game–turn in which the declaration of war that began the “state of war” in question was made. The player to whom the surrender is offered may try to refuse it for that turn by rolling the die 4-6 refused 1-3 has to accept.

New Unit (Prussian Fleet):

This is a 1-1 (flip 0-1) Prussian Fleet unit. It may arrive in East Prussia, or alternately in a Prussian controlled Pomerania area. Either make up a new counter or use a Pirate Fleet. Now all the major powers have at least one Fleet.

Army Leaders and Land Movement outside Europe:

Generals outside Europe grant no aid to army movement outside Europe.  All Army

Land Movement outside Europe is restricted to 1 MP per Campaign turn.

Hanover:

Three (3) additional Resources, in addition to the area’s value are deducted from England’s Resource take if Hanover is controlled by a nation other than England during the “Resource and Manpower Phase”, Britain’s VPs, however are unaffected by this required deduction.

New Minor Power:  Kingdom of the Two Sicily’s

This is a new “Flag” minor power it can also be called “Kingdom of Naples”. It has two areas Sicily and Naples. Its abbreviation is “Si”. It has one fleet & one army (both are 1-1 flip to a 0-1). A recovery/new unit number of  one (1). Its Minor country

Alliance Modifiers are as follows: BR +1 Spain +1 France –1   Prussia  –1   Austria 0

                                                       Russia –1  Dutch –1  Turkey -2

“Yellow Fever:”

        In actual fact the West Indies of the 18th Century was one of the more unhealthy places on earth for Europeans to conduct active military operations. The main reason for this condition was malaria that killed and debilitated sailors and soldiers from Europe in virtual job lots. At the end of each Spring & Summer campaign turn during the “Peace Phase” a malaria check is done on all units in the Caribe Sea area or in coastal land areas adjacent to the Caribe Sea area with the exception of Spanish Provincial Armies (these are assumed to be immune) . 

                                        Check rolls are as follows:

          Armies roll 1 dice on a 5 or 6 they flip or are eliminated if already flipped.

          Fleets   roll  1 dice on a   6  they flip or are eliminated if already flipped.

         Leaders roll 2 dice on snakeyes they die (remove from play)

        At the same time make checks for all armies, leaders, & fleets in coastal or inland land spaces in all African & the Brazil locale(s) (but not in the South Atlantic or Middle Passage sea areas).West Africa was even more of a pesthole for Europeans than the West Indies.

Limits to Leader Loss Checks:

Leader loss checks are made only during the first two rounds of a battle or siege.  No unit (including a leader, army, or fleet) can be with-held from a battle or siege in an area when its nation is attacking or defending.

Extra-Europe Majors Played as Minors: 

Major countries played as minors with flagged areas outside Europe may operate in those

Locations/maps…Major nations played as minors without such areas may only operate in Europe.

