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1. INTRODUCTION
1.1 THE GAME

1.1.1 No Peace Without Honor (NPWH) is a two-player game 
depicting Louis XIV’s earliest European wars, the War of 
Devolution 1667-68, the Dutch War 1672-78 and the War of 
the Réunions 1679-1684. The focus is on Louis’ carefully planned 
invasion of the Dutch Republic, which was foreseen as a short, 
sharp conflict, similar to the War of Devolution. However, the 
conflict unexpectedly became a pan-European conflagration for 
which none of the participants were prepared. This game, through 
the War of the Réunions option, can be linked to Nine Years War 
and No Peace Without Spain to play out the entire 46-year span of 
the wars of Louis XIV as a grand campaign game.

1.1.2 One player represents the interests of the French “Bourbons”, 
Louis XIV and his allies, while the other represents the interests 
of the Dutch Republic, later allied with the Austrian and Spanish 
Habsburgs. For the purposes of this game, Bourbon refers to France 
and its allies; and Alliance will refer to the Dutch Republic and 
its allies (for consistency with the later games, since the Republic 
was largely on its own during the first two years, it is somewhat 
anachronistic to call this side the “Alliance,” so unless specifically 
referring to elements with an orange national color band – Dutch 
leaders, corps or home spaces – Dutch, Dutch-allied or Alliance 
are used as equivalent terms).  Each “side” consists of a number of 
powers representing the military forces of various counties and 
duchies.

* In the campaign game, Spain may become a Bourbon Power during 
the Campaign Interphase, based on the VP situation at the end of  the 
NY scenario.

** Savoy is initially a Neutral Power, which may join either the 
Bourbon or the Alliance depending on events during NPWH. It will 
revert to neutrality at the start of NY, only joining the Allies in 1690. 
During the Winter Quarter’s Phase, it can be returned to Neutral 
status. In the Campaign Game, it may join the Bourbon side during 
the Campaign Interphase, in which case the Event card play may cause 
it to switch sides once more.

*** In the Campaign Game, Bavaria will become Neutral during the 
NY Campaign Interphase and will switch to Bourbon during the 1702 
or 1703 turn.

1.1.3 For purposes of these rules, the powers of each side are 
“friendly” to all other powers of that side, and “enemies” of the 
powers of the opposing side.

1.2 SCALE

Each turn represents one year. Each combat unit, hereafter called a 
“corps”, represents approximately 10,000 men of all arms. Leaders 
represent the named personality and his staff. 

Bourbon Powers 
(blue counters) Color Band Example Capital

France (Fr) Blue Paris 

Jacobite ( Ja) Bright Red
London/Paris 
(7.2.1 Stuart 

England)

MÜnster/
Cologne Gray Cologne

Savoy (Sa) Dark Red Turin

Alliance Powers 
(tan counters) Color Band Example Capital

Dutch Republic 
(Du) Orange Amsterdam

British Red London

Austria (Au) White Vienna

Empire (Em) Green Special (2.4)

Subsidy (Su) Gray Special (2.4)

Portugal Brown Lisbon

Spain (Sp)* Dark Yellow Madrid

Savoy (Sa)** Dark Red Turin

Bavaria (Ba)*** Light Blue Munich

NPWH_rules.indd   3 5/2/21   11:32 AM



© 2022Compass Games, LLC.

No Peace without hoNor: Louis XiV’s First euroPeaN war

© 2022 Compass Games, LLC.

No Peace without hoNor: the Dutch war 1672-16784

1.3 COMPONENTS

No Peace Without Honor contains:

•	 One	22”x34”	mounted	map
•	 One	rule	book
•	 Two	identical	player	aid	cards
•	 One	Multi-turn	Event	sheet
•	 One	deck	of	50	playing	cards
•	 182	⅝”	rounded	counters
•	 Ten	6-sided	dice

2. GAME MAP 
The map depicts Western Europe at the end of the 17th century. 

2.1 SPACES

2.1.1 General. Each named point 
on the map is a “space”. There are 
two types of spaces: Unfortified and 
Fortified (or “Fortress”). Spaces are 
normally controlled by one side or 
the other, unless the space is neutral 
(2.3). Control of a space is important 
for determining victory (6.0),tracing 
lines of communication (11.0), 
movement, interception (14.6), and 
avoiding battle (14.7). Spaces that 
are connected by lines are considered 
“adjacent”. 

2.1.2 Colors. The border color of a space indicates it is a “home 
space” for the power associated with that color, and defines which 
power controls the space at the start of the game (unless modified 
by scenario set up instruction). In general, a power’s reinforcements 
and newly built corps may only be placed in a home space. 

•	 In	 general,	 all	 spaces	 in	 Ireland	 and	 Britain	 begin	 under	
Bourbon control, until English Neutrality is declared when 
they are all neutral. When Britain allies with the Dutch, 
spaces in Britain and Ireland all normally become Alliance 
controlled. 

•	 Liège	for	this	scenario	represents	Maastricht,	and	is	shown	
in Dutch colors (and is considered Dutch not Spanish home 
territory). 

•	 After	 the	 Empire	 becomes	 active,	 all	 Empire	 spaces	 are	
normally Alliance controlled. However, a number of 
Empire spaces begin the game under Bourbon control, and 
Strasbourg begins the game as a neutral Empire home space, 
but once controlled by the Bourbon it permanently becomes 
a Bourbon home space.

•	 Initial	control/home	space	status	of	Besançon	and	Lille	can	
vary (see War of Devolution 20.2). 

Note: the Subsidy power’s only home space is the Empire/Subsidy 
Home Space (2.4). 

2.1.3  Stacking Change Arrows. White arrows have been placed 
on connections to indicate when the stacking level changes (4.1). 

2.1.4 Alliance-only Connections. Several spaces have red 
connections. These connections may be used by the Alliance (only) 
for movement, avoiding battle, 
retreat, and tracing lines of 
communication (11.0). These 
connections cost 2 MPs when 
used for regular movement 
(14.1.1). 

The Bourbon player may 
intercept an Alliance force 
entering a space that uses the 
connection for movement (i.e., 
using the connection does not 
change the interception rules). 

Historical Note on Trent-Mirandola connection: Venice remained 
neutral throughout the war and both sides were reluctant to violate 
its borders. However in a couple of instances the Austrians ignored 
such concerns and transited Venetian territory in order to bypass 
Bourbon blocking forces. 

2.1.5 Wealthy Spaces. Several spaces, such as Antwerp and 
Milan, have gold coin symbols. In NPWH Wealthy spaces affect 
the results of Bourbon tax riots (see War Weariness 18.2).

2.2 CAPITAL SPACES 

Each power has a capital, denoted by 
a bold and highlighted name, which 
is the focal point of its political and 
military resources. Capitals are the 
primary supply sources in the game 
(11.2.1). Note that the Empire/ 
Subsidy home space is the capital for 
the Brandenburg, Subsidy and Empire Dutch-allied powers (2.4). 
Cologne is the capital of the Münster/Cologne Bourbon-allied 
power. London is the capital for both the Jacobite Bourbon-allied 
and the British Dutch-allied powers.

Fortified

Unfortified
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2.3 CONTROL OF SPACES 

2.3.1  General. Spaces begin the game under the control of one 
side or the other. In NPWH many spaces begin neutral.

•	 Spain,	Austria,	 the	Empire,	Bavaria	 and	Portugal	begin	as	
neutrals but may become Dutch allies due to card or War 
Weariness Track (WWT 18.0) events.

•	 Savoy	is	a	neutral	power	at	the	start	of	the	NPWH scenario, 
joining the war as either a Bourbon or Dutch ally depending 
on the WWT. 

•	 Parma,	Mantua,	Mirandola	and	 the	Papal	States	 represent	
independent (i.e. neutral) Italian duchies and church lands. 
The scenario set-up (20.1) specifies if a space begins the 
game under the control of a side. 

2.3.2  Fortress Spaces. Control of a fortress changes hands 
through siege (17.0) or a power’s shift of allegiance (7.2). Fortress 
spaces have an inherent Fortress Strength: 1, 2, or 3. Fortresses with 
a strength of 2 or 3 have the values printed on the map; all other 
fortresses have a strength of 1. Fortresses are always considered 
at full strength unless reduced by an active siege (as indicated by 
Fortress Strength markers) or by special scenario rules. 

2.3.3 Unfortified Spaces. Unlike fortress spaces, unfortified 
spaces have no defensive strength and control may change during 
a Campaign action simply by an enemy force expending a 
movement point in the space (14.4).

2.3.4  Control Markers. Use control 
markers as needed to indicate 
ownership. 

2.4 EMP I RE/SUBSI DY 
AND AUSTRIA HOME SPACES 

The large square Empire/Subsidy and Austria Home Spaces have 
the following special characteristics: 

•	 Alliance-only: They may never be entered by Bourbon units. 
•	 Capital: The Empire/Subsidy home space is the capital 

for both the Brandenburg, Empire and Subsidy powers, 
acting as a normal capital in all respects (i.e. for LOC and 
reinforcement purposes). It is also the only home space for 
the Subsidy power; any newly arriving Subsidy corps must 
be placed in the space. The Austria home space is not the 
capital of Austria, however; Vienna is.

•	 No stacking limit and full Alliance use: Any Alliance 
powers may freely enter, exit, or remain in the two home 
spaces as desired, without regard to stacking. Note that the 
lines leading into and out of the two home spaces are red; it 
costs 2 MPs to move along them. 

2.5 SEA ZONES

2.5.1 General. There are two sea zones on the map: the Atlantic 
and the Mediterranean. Sea zones are used to regulate sea-based 
lines of communication (11.1) and sea movement (14.5). All ports 
are adjacent to a single sea zone except Gibraltar, which borders 

two sea zones (2.6). Sea zones can be controlled or uncontrolled 
(show Alliance or Bourbon control using generic control markers).

2.5.2  Atlantic Sea Zone. The Atlantic begins the game 
uncontrolled. Control changes as a result of Events from card 
play or WWT (18.0). Control of the Atlantic affects lines of 
communication and sea movement through that zone. 

2.5.3 Mediterranean Sea Zone. The Mediterranean begins 
the game under Bourbon control. Control changes as a result 
of Events from card play or the WWT (18.0). Control of the 
Mediterranean affects lines of communication and sea movement 
through that zone. 

Play Note: Although Gibraltar was long recognized as a location of 
strategic importance, in the early 18th century it was not a major 
port and thus did not control the entrance to the Mediterranean.

2.6 PORTS 

2.6.1  General. Spaces whose 
names are printed in the water 
are ports. Most ports are 
adjacent to a single sea zone.

2.6.2  Dual-Zone Port. Gibraltar is adjacent to the Atlantic and 
Mediterranean zones. 

2.6.3  Purpose. A side may use a port for sea moves and tracing 
LOCs. LOCs can only be traced if the sea zone adjacent to that 
Port not enemy controlled.

2.6.4 Zuider Zee. Groningen is a special port.  Regular sea 
movement (using coastal and inland waterways as shown by the 
blue-dotted line), including the die roll for success (no modifiers 
apply), is allowed by the Alliance player (only) between Groningen 
and Amsterdam (either direction, both must be Alliance 
controlled) for LOC, movement and retreat. Both or either city 
may be under siege and sea moves may still be attempted as usual.  
Regular sea movement from any other port may not be made 
to or from Groningen. Alliance controlled corps in Groningen 
can be rebuilt even if under siege. French siege attempts against 
Groningen have a -1 modifier (the -1 modifier for having a Sea 
LOC never applies).

Play Note:  Due to water obstacles such as canals, marshes and 
inundations, the city could never be entirely cut off and remained 
accessible by low draught coastal and river vessels.
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2.6.5 North Sea Ports.  Amsterdam is considered to have a 
LOC by sea to the Empire/Subsidy Home Space (via off-map 
ports such as Bremen and Hamburg). Movement of any kind is 
not allowed by this route. This LOC is blocked if the Atlantic is 
Bourbon controlled. 

Example: Jo. Maurits is in Groningen with a Subsidy corps and 
a .5 Dutch corps, which will be under siege. Jo. Maurits with the 
Subsidy corps make a sea move to Amsterdam. The North Sea is 
Bourbon controlled, but control of the North Sea has no effect on 
moves between Amsterdam and Groningen (either direction). Jo. 
Maurits rolls a 1 and decides to complete the move, and take a loss, 
flipping the corps over to its .5 strength side (any other result and the 
move would have succeeded without loss). 
On the next activation, the Dutch player restores the .5 Dutch corps 
left in Groningen to full strength – normally corps under siege 
cannot be restored, but Groningen is always considered to have a 
limited LOC to Amsterdam and corps can be restored whether under 
siege or not (note: this condition is not reciprocal, corps under siege in 
Amsterdam cannot be restored). 
During the next turn, Dutch Naval Victories is played which gives 
control of the North Sea to the Alliance. The Dutch player later uses 
an activation to restore the .5 Subsidy corps in Amsterdam to full 
strength. When the Alliance control the North Sea, Amsterdam has 
a limited LOC to the Subsidy Home Space.

2.7 ARMY BOXES

Each side has four army boxes (with associated counters) that 
can be used to help handle large stacks. There are no special rules 
regarding the army boxes or counters – they are simply used for 
convenience to help reduce map clutter. Each player has four 
Army markers to place on the map; the letters on the markers 
correspond to the letters of the army boxes. 

2.8 GAME TRACKS

The map includes several tracks to hold game information markers. 

3. COUNTERS
Terminology: The term “force” is used in these rules to describe a 
single stack of leaders and/or corps. 

3.1 LEADERS

There are three types of leaders in the game: named, minor and 
staff officer. Named leaders may be eliminated as a result of battle 
or siege; if this occurs the counter is flipped over to its replacement 
(minor leader) side for the remainder of the game. 

EXCEPTION: The Prince William leader belonging to the Dutch 
power and the Charles leader belonging to the Austrian power do not 
have a replacement minor leader on their reverse side, but are replaced 
by another named leader: Field Marshal Paul Würtz in the case of 
William, and Elector Frederick III of Brandenburg (later first king of 
Prussia) for Charles. If Würtz or Frederick are eliminated, they are not 
replaced by any Minor Leader. Remove the affected counter from play.

Play Note: The minor leader side for the following leaders: Turenne, 
Noailles, Condé and Luxembourg, has a home corps band, and 
follow the same rules for home corps as named leaders.

Leaders have two numerical ratings: 

•	 Tactical Rating (TR) contributes dice to battle (16.2) and 
is also used to modify interception (14.6), avoiding battle 
(14.7), and bypass fortified lines (15.4) die rolls. 
Note: Named leaders suffer a reduced TR if they are not stacked 
with a home corps (3.1.1).

•	 Command Rating (CR) indicates the number of corps that 
leader may command (activate) during a Campaign action 
(13.5.1).A leader may also use a Rally action to rally himself 
and a number of corps equal to one-half (rounded up) of his 
CR (13.5.4). 

3.1.1 Home Corps. Along the bottom of each named leader’s 
counter is a colored “band” indicating that leader’s “home power”. 
A named leader suffers a -1TR penalty if he is not commanding 
at least one home corps when using his TR rating for any die roll. 
CR is never affected by the home corps requirement. 

Example: Waldeck is part of a defending (i.e. inactive) stack in 
a battle that contains no Dutch corps. His TR for the battle is +0 
instead of +1.  

Front Back

Front (Full Strength)

Tactical Rating

Command Rating

Home corps “band”
(Dutch)

Back (Reduced Strength)
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3.2 CORPS 
Historical Note: During this period of warfare an army’s command 
structure was fairly ad hoc depending on the circumstances (the 
seniority and nationality of the general officers present, the composition 
and nationality of the troops, and so on). Each combat unit in the 
game represents roughly 10,000 infantry, cavalry and artillerymen. 
Although the concept of a permanent combined-arms organization 
had not yet been adapted, “corps” was a contemporary term to describe 
large bodies of troops and is used here to describe the combat units.

3.2.1 Each power has a number of corps counters which represents 
its field forces. Each corps has two sides: 

•	 Full strength – worth 1 die in battle. A hit on a full strength 
corps causes it to be flipped. 

•	 Reduced – worth ½ die in battle. A hit on a reduced corps 
causes it to be eliminated and returned to the Force Pool.

IMPORTANT: Unless the rules specifically state otherwise, the 
term “corps” applies to either a full or reduced-strength counter. 

3.2.2 Corps are reduced as a result of combat, overstacking, or 
card events, and once reduced can only be restored to full strength 
during the Reinforcement phase (12.2) or during an Action round 
(13.5).Eliminated corps are placed off-map in a “force pool”(12.3).

3.2.3 Corps cannot be combined or split up.

3.3 MARKERS
3.3.1 The game uses a variety of markers to keep track of game 
events and to record progress. 

3.3.2 The counter mix should be sufficient, however all game 
markers may be duplicated if necessary. 

4. STACKING 
Historical Note: Although each space represents a fairly large area, 
the logistical requirements of the period placed limits on the practical 
size of armies based on the land’s ability to support such forces (roads, 
rivers, forage, fodder for horses, etc.). 

4.1 STACKING LIMITS 
4.1.1 Stacking Limits. Each space on the map has a stacking 
limit indicating the total number of corps each side may safely 
stack in the space (EXCEPTION: Empire/Subsidy and Austrian 
Home Space 2.4). 

Type Icon Stacking Limit

Fertile Wheat 12

Normal none 8

Rugged Mountain 4

Play Note: Reduced corps counts the same as a full-strength corps 
for stacking purposes, while leaders and other game markers have 
no effect on stacking. 

4.1.2 No Voluntary Overstacking. Stacking is enforced at the 
conclusion of a move or retreat. Stacking limits may be temporarily 
exceeded while a force moves through a space (i.e. the moving 
force and/or any inactive friendly corps in the space exceed the 
stacking limit), or when moving into a space for the purpose of 
lifting a siege (17.3.4 and 17.6.1). The only times a force may 
overstack in a space is following a required retreat (i.e. after battle 
or Winter Quarters phase withdrawal) or after a successful lifting 
of a siege. It is not permitted to overstack when intercepting into 
a space (14.6.2). 

4.1.3 Penalties for Overstacked Spaces. There are three penalties 
associated with overstacked spaces: 

•	 Full	 Strength	 Corps	 Reduction.	 If	 the	 number	 of	 full	
strength corps in an overstacked space exceeds one-half 
(1/2) the stacking limit, then any full strength corps in excess 
of this number must be reduced (owning player’s choice) at 
the conclusion of the move or retreat. 

•	 No	Restores	or	Reinforcements	Allowed.	No	reduced	corps	
in an overstacked space may be restored, whether during 
the Reinforcement phase (12.3.5) or during a Replacement 
Action (13.5.3). Additionally, no new corps may be placed in 
an overstacked space as reinforcements.

•	 Activation	 Restrictions.	 Regardless	 of	 available	 leaders,	 a	
force in an overstacked space can never conduct a Campaign 
action, intercept, or avoid battle with more corps than the 
stacking limit. 

Note: All corps in an overstacked space will still defend as a 
combined force if attacked.  

Example: Following a retreat there are 3 full strength and 2 
reduced strength corps in a rugged space. 1 full strength corps must 
be reduced, leaving 2 full strength corps (1/2 safe stacking limit) 
and 3 reduced corps. The 3 reduced corps cannot be restored, and 
only 4 of the 5 corps can be activated in a single action so long as the 
space remains overstacked. If attacked, the force will contribute 4 
dice towards the battle (3.5 rounded up).  

4.2 CONTROLLING CORPS AND STACKING 
WITH FRIENDLY POWERS 

There are no restrictions against different powers of the same side 
stacking, moving or fighting together. A leader may command the 
corps of any friendly power without restriction (but remember the 
home corps rule 3.1.1). 

4.3 STACKING WITH ENEMY UNITS 
There are three situations in which friendly and enemy forces may 
be in the same space: 

1. During a Campaign action, a force may move into a space 
containing enemy forces. In this case, the enemy force 
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must accept battle (16.0) or attempt to avoid battle (14.7). 
Unless the situation in #3 (below), one side will retreat or 
be completely eliminated, leaving the other side in sole 
occupation – but not necessarily in control – of the space. 

2. During a Campaign action, an inactive force may intercept 
into a friendly space into which an active force has just 
entered. In this case, there is a battle (16.0), although see 
14.6.6. 

3. One corps and any number of leaders may occupy a friendly 
fortress during a siege. This is known as a garrison (17.3) and 
is the only time that units of both sides can occupy the same 
space at the end of an Action. 

4.4 FOG OF WAR 

There is no “fog of war” with regards to counters; you may inspect 
enemy stacks (including stacks in Army Boxes) at any time. 
Unplayed cards remain hidden from the other player at all times. 

Historical Note: Security in an age with open borders and 
multinational states was difficult to achieve. Both sides had effective 
intelligence systems, with commanders often obtaining surprisingly 
accurate enemy orders of battle.

5. CARDS 
5.1 GENERAL 

There are two separate types of cards: Event cards and Action 
cards. 

•	 Event	cards	are	drawn	during	the	Event	Card	phase	(one	by	
each player) to trigger random events. 

•	 Action	 cards	 are	 dealt	 to	 each	 player	 at	 the	 start	 of	 the	
Campaign phase and are used to conduct actions. 

Event Card Action Card

5.2 SET UP 

5.2.1 Game Start. At the beginning of the game and during the 
Campaign Interphase, separate the Event cards and Action cards 
into separate decks. Shuffle and place each deck near the map. 
Both players draw from a common event deck and a common 
Action deck.

5.2.2 1675 Card Adds. Some Event cards are not in play at the 
start of the game. These are labeled “Add to the deck in 1675” and 
are added to the deck at the start of the (respective) card phase(s). 
Place these cards to the side until they are used, and shuffle the 
event deck when they are added. 

6. DETERMINING VICTORY
6.1 VICTORY 

Victory conditions are checked during the Winter Quarters phase 
of each Turn (8.0, #4d). A player may win by Automatic Victory 
or End-Game Victory on Points. 

Play Note: In the extremely unlikely event both players achieve their 
automatic victory conditions in the same turn, the player currently 
controlling Vienna wins the game. 

6.1.1 Victory Points (VPs). The Game Record Track records the 
current number of Alliance VPs. At the start of the game, the 
VP marker is placed on the 9 or 11 space (see War of Devolution 
20.2). The VP marker never goes below 0 or above 35, even if 
something (such as a siege result) would otherwise demand it. 

During the Campaign phase (8.0 #3), the VP total is increased 
immediately when the Alliance player does the following, and 
decreased immediately when the Bourbon player does the 
following: 

•	 gains	control	of	a	fortress	space	by	siege	(17.5.7);	
•	 converts	an	unfortified	space	(14.4)	that	has	a	VP	number	

printed on the map;
IMPORTANT: Madrid has a VP value of 3 for NPWH.

•	 wins	a	Famous	Victory	(16.5.3);
•	 Sea	Control:	the	first	time	the	Bourbon	gain	control	of	the	

Atlantic, -2VP; the first time the Alliance gain control of the 
Mediterranean, +1VP

•	 Louis	XIV	crosses	the	Rhine,	-1VP	if	the	Bourbon	eliminates	
the Fortified Lines in the Lobith space (but see Louis XIV 
option, 20.3.3 Bourbon Setup).

•	 Prince	William	is	killed,	-5VP	

DYNASTIC UPSETS: Dynastic Upset rules are not used in 
NPWH, unless the Louis XIV option is used, 20.3.3 Bourbon 
Setup.

During the 1672 Winter Quarters phase (8.0 #4), the VP total is: 

•	 decreased	by	1VP	for	every	two	Dutch	fortresses	controlled	
by Bourbon (rounded up, control of three fortresses would 
result in -2VP).

•	 increased	 by	 1	 VP	 each	 for	 Bergen-op-Zoom,	 Nijmegen,	
Liège	and	Groningen,	if	Dutch-Allied	controlled.	
(The Bourbon player can completely abandon the planned 
conquest of the Netherlands – this was Louis XIV’s eventual 
strategy – but if done too early, it will be at the cost of alienating 
English, German and Swedish allies who will be denied promised 
territorial gains, as well key domestic support, represented by 
the Minister of Finance Colbert, expecting great economic 
advantages from dismantling the Dutch state, represented by the 
loss of VP.)
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EVENTS: VP are awarded immediately upon the occurrence of 
the event.

•	 Card	English	Fleet	Sails:	-2VP	for	Bourbon	control	of	the	
Atlantic

•	 WWT	5	Habsburgs	Go	To	War:	+1VP	for	Alliance	control	
of the Mediterranean.

•	 WWT	7	An	English	Wedding:	+2VP

SPACES: Unless indicated differently on the map, the VP value of 
a space is as follows. These values apply only if the space changes 
hands as a result of Actions (sieges or movement , but see 6.1.2); 
changes in possession from Event Cards never changes the VP 
track. 

Type of Space VP Value

Unfortified Space 0 or the # of VP printed beside the space

Level 1 Fortress 1 VP – the # is not printed on the map

Level 2 Fortress 2 VP – the # is printed on the map

Level 3 Fortress 3 VP – the # is printed on the map

FAMOUS VICTORIES: Alliance Famous Victories increase 
the VP count by 2, while Bourbon Famous Victories decrease the 
count by 2. 

6.1.2 No VP Adjustment for Certain Changes of Control. There 
are several game events that cause control of spaces to change 
without resulting in a VP track adjustment:

•	 Savoy,	Portugal,	Spain,	Austria,	the	Empire,	Bavaria	enters	
the war

•	 control	of	Cologne	through	Event	Card	Steal	a	March	
•	 when	Britain	switches	status	(from	Bourbon	ally	to	neutral,	

from neutral to Dutch ally)
•	 when	 Brandenburg	 switches	 status	 (from	 Dutch	 ally	 to	

neutral, or neutral to Dutch ally) 

6.2 AUTOMATIC VICTORY

Either side may claim an Automatic Major Victory during the 
Winter Quarters phase by achieving the following conditions:

Alliance Automatic Victory

1. Paris is Alliance-controlled with a land-based LOC to 
Amsterdam or Vienna; or

2. The VP level is at 15 or higher 

Bourbon Automatic Victory 

1. Vienna or Amsterdam is Bourbon-controlled with a land-
based LOC to Paris; or 

2. The VP level is at 0.

6.3 END GAME VICTORY ON POINTS 

If neither side achieves an automatic victory before the Winter 
Quarters phase of the final turn, players determine which player 
has achieved a major or minor victory based on the final VP count. 

11+ MAJOR Alliance win

8-10 minor Alliance win

4-7 minor Bourbon win

3 or less MAJOR Bourbon win

7. POWERS
7.1 GENERAL

7.1.1 Most powers start the game under the control of one side 
or the other. Several powers have special rules as described below. 

7.1.2 A controlled power never “surrenders”, even if its capital is 
captured by the enemy or all of its corps are eliminated. However, 
a power whose capital is enemy-controlled cannot provide a 
LOC, meaning the power cannot restore reduced corps or build 
new corps. In essence, existing forces will continue to fight but 
the power cannot build or restore corps until the capital has been 
recovered by its own side.

7.2 SPECIAL RULES

7.2.1  Stuart England

•	 Bourbon	Ally:	 all	 spaces	 in	Britain	 and	 Ireland	 begin	 the	
game under Bourbon control. Use British Jacobite corps in 
Bourbon colours. The Jacobite corps that begins in Dunkirk 
may be built back to full strength or replaced in a Bourbon 
home space if that space has a LOC to London and the 
English Fleet Sails card is in effect. London is the capital for 
Bourbon Jacobite corps.

•	 Neutral	 England:	 When	 English	 neutrality	 is	 declared,	
remove all but one Jacobite corps. That corps must be in 
a space outside of Britain and Ireland, and may remain in 
play with the Bourbon. One Jacobite corps is placed in the 
Bourbon force pool (2 corps are placed if no corps is left 
on the map.) These corps use any Bourbon supply source 
and may be restored/rebuilt using Paris as their capital. Any 
other units are displaced according to usual Retreat rules. 

•	 Reduce	Bourbon	RP	by	one.
•	 Remove	 any	 control	 markers	 from	 all	 spaces	 in	 Britain	

and Ireland. All spaces are neutral and no units may 
move into or through any space in Britain or Ireland. The 
Atlantic, if not already so, becomes Alliance controlled, 
and the Mediterranean, if Bourbon controlled, becomes 
uncontrolled. If a Sea zone is already Alliance controlled, 
there is no change. IMPORTANT: The Mediterranean 
can become Bourbon controlled again through the play of 
the Death of De Ruyter card. If this event has already been 
played, Mediterranean remains under Bourbon control.

•	 If	 the	 English	 Fleet	 Sails	 card	 is	 played	 after	 English	
neutrality, ignore any changes to Atlantic control (i.e. 
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Bourbon does not gain control). Effects on Brandenburg 
can still take place (this represents the Swedish threat to 
Brandenburg’s off map territories, also see Münster Makes 
Peace 18.0 #6). The +1 Dutch War Weariness effect of the 
card still takes place (this represents disruption to trade due 
to now unopposed English commercial competition).

•	 Dutch	Ally:	See	WWT	event	An	English	Wedding	(18.0	
#7) . If England is not yet neutral, immediately implement 
the effects of Neutral England above. Then, implement 
effects of An English Wedding.

7.2.2 Neutrals

•	 Portugal,	 Savoy,	 Spain,	 the	 Empire,	 Bavaria	 and	 Austria	
begin the game as neutrals, but can enter the war depending 
on the progress of the War Weariness marker (or card play 
in the case of Austria and the Empire). 
The Alliance may not enter any neutral space. Any Bourbon 
move or attack against a neutral space will cause that neutral 
power to immediately enter the war against France. See 
EXCEPTIONS below.

•	 IMPORTANT: The Bourbon player may trace LOC 
and move through (but may not stop on) Namur without 
without affecting Spanish neutrality (if Spain becomes an 
active power these special provisions cease). 

Play Note: This represents Bourbon control of Luxembourg. 
Once Spain becomes active, raiding parties from Namur 
effectively block this route.

EXCEPTIONS: While the Empire is neutral, the only Empire 
spaces  that the Bourbon and Alliance player may enter freely are those 
which begin the game under Bourbon control (specifically Freiburg, 
Philippsburg, Trier, Cologne, Coblenz and Münster). None of these 
spaces are considered neutral, but they are considered Empire home 
spaces once the Empire becomes active. When neutral, no player may 
enter or attack any space in Britain and Ireland.

7.2.3 The Holy Roman Empire

•	 The	Empire	includes	Strasbourg,	all	Empire	spaces,	Bavaria	
and	Brandenburg	 (and	possibly	Besançon).	When	Austria	
enters the war, the Empire does likewise (and if the French 
violate the Empire’s neutrality, Austria automatically enters 
the war as well). All Austrian leaders, Fr. Wilhelm of 
Brandenburg, Lorraine and Max. Emmanuel of Bavaria are 
considered the same nationality when combining their TR 
for the purposes of allied co-ordination (see below).

•	 The	Subsidy	corps	that	begins	in	Nuremberg	may	not	engage	
in any action until Austria and the Empire become active.

•	 Prussia	 Ascendant:	 Brandenburg	 comprises	 the	 leader	 Fr.	
Wilhelm and 2 Empire corps, with the Empire/Subsidy box 
as its capital.  If Brandenburg is neutral due to card play, it 
only becomes active again according to the progress of the 
War Weariness marker (see Münster Makes Peace). When 
neutral, Fr. Wilhelm and 2 Empire corps (take corps from 
the map first, or if necessary, from the force pool – any 
Empire corps may be used, not just the 2 that start with Fr. 

Wilhelm), are placed in the Empire/Subsidy Box. Any .5 
corps are immediately restored to full strength. They cannot 
be moved until Brandenburg becomes active (when these 
units will be placed on the turn track as reinforcements for 
the following year). As a reminder, you can turn these units 
180° when neutral. 

Example: It is the 1672 turn. Fr. Wilhelm and two Empire corps 
besiege and take Cologne. Brandenburg later goes neutral, and Fr. 
Wilhelm leaves for home with a .5 corps from Cologne and the Empire 
Corps in Mainz, leaving one Empire corps in Cologne. (This can 
represent local German troops taking over the defense of Cologne, and 
the corps in Mainz being redeployed further east to cover a sector left 
vulnerable by Brandenburg’s departure). The .5 corps is immediately 
restored to full strength. Brandenburg then becomes active in 1674 
after Münster makes peace. Fr. Wilhelm and two Empire corps are 
placed on the 1675 Turn as reinforcements.

Play Note: For most of this time, Brandenburg was concerned with 
the (off-map) threat of Sweden. The units on the map represent 
Brandenburg and Imperial troops under the command of the Elector 
of Brandenburg. Fr. Wilhelm himself was for a time the Imperial field 
marshal. 

•	 Neutral	Empire:	+1	to	Dutch	War	Weariness	each	Winter	
Quarters phase, starting with1675, that the Empire is still 
neutral.

•	 The	Bombing	Bishop: Cologne is considered the capital of 
Münster/Cologne, and is a French supply source. Münster/
Cologne comprises 3 Münster corps and the leader Von 
Galen. Once captured by the Alliance, either through the 
card Steal a March or by siege, the city permanently ceases to 
be a French supply source (even if subsequently recaptured) 
and is treated thereafter as a normal Empire Home Space. 

•	 When	Münster/Cologne	becomes	neutral,	Von	Galen	and	
all Münster Corps are removed and 3 Subsidy Corps are 
added to the Alliance force pool. 

Play Note: Bernhard von Galen, Bishop of Münster, was a 
long-time enemy of the Dutch, who nicknamed him “Bombing 
Bernhard” because of  the relatively large artillery train in his 
army.
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8. SEQUENCE OF PLAY 
NPWH is played in Turns, each of which represents one year. Each 
Turn is divided into the following phases: 

1. Event Card Phase (9.0) [initiative player chooses who goes 
first]
a. Draw Event cards. 

2. Reinforcement Phase (12.0) [initiative player chooses who 
goes first] Skip on the 1672 turn.
a. Use Resource Points to build and restore Corps, construct 

Fortified Lines.
b. Place reinforcements. 
c. Promote/Transfer Leaders. 

3. Campaign Phase (13.0) [variable first player] 
a. Shuffle Action card deck if necessary and deal Action cards. 
b. Determine first player. 
c. Conduct Action Rounds 

4. Winter Quarters Phase (19.0) [simultaneous] 
a. Check and increase Bourbon War Weariness due to Test 

Act. Check and increase Dutch War Weariness each 
turn, starting with1675, that the Empire is still neutral. 
Beginning with 1674, if a player’s War Weariness marker 
was not yet moved that turn, advance it one space (Bourbon 
first – as a reminder, markers can be turned 180° until their 
first move). Adjust Combined War Weariness as needed.

b. Withdraw to friendly spaces; reduced strength fortresses 
recover.

c. Remove markers (Continued Siege, Fortress Strength, 
Famous Victory, Demoralized, Water Line). 

d. Check for Automatic Victory, if needed Advance turn 
marker.

9. EVENT CARD PHASE
9.1 GENERAL

Both players (Initiative player chooses) draw an Event card and 
resolve the event. Several Event cards are not in play until the 
1675 Event Card phase; they are added to the Event deck at the 
beginning of that turn (5.2.2). 

9.2 RESOLVING EVENTS 

9.2.1 Drawing Event Cards. When an Event card is drawn from 
the deck, one of the following occurs:

•	 If	the	card	states,	“Hold	Until	Played”(such	text	is	in	red	and	
is immediately above the card description),the player retains 
it in his hand until he wishes to play it. He may retain it 
indefinitely. 

•	 All	 other	 cards	 must	 be	 played	 and	 resolved	 immediately	
upon being drawn, regardless of which player drew the card, 
and no matter which player the Event benefits. All Event 
cards are permanently removed from the game after their 
resolution. 

9.2.2  Unplayable Events. Occasionally an Event card may not be 
playable due to necessary conditions not being met. In these cases 
the card is still removed from the game. The player who drew the 
unplayable event does not draw another Event card that turn. 

9.2.3  Multi-turn Events. Four cards (English Fleet Sails, Dutch 
Naval Victories, Colonial Wars and Dunkirkers) – each with a red 
border to indicate their changes to RP levels or multi-turn effects. 
Each of these cards has a holding box (with a lighter version of the 
card printed on it) on the Multi-turn Event sheet to indicate that 
the event remains in effect. 

10. NAVAL MATTERS
10.1 DETERMINING CONTROL OF SEA 

ZONES 

The game begins with the Atlantic being uncontrolled and the 
Mediterranean under Bourbon control. Once a side gains control 
over the Atlantic or the Mediterranean, control is retained until 
otherwise changed. Control changes as a result of Events from 
card play or WWT.
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11. SUPPLY
11.1 LINES OF COMMUNICATION (LOC)

11.1.1 Definition. A space is defined as having a LOC if it can 
trace an uninterrupted line of connected, friendly-controlled 
spaces back to a friendly supply source (11.2). 

11.1.2 Purpose. LOCs must be checked during the following 
situations: 

•	 Determining	automatic	victory	(6.2).	
•	 Placing	reinforcements	and	restoring	corps	(12.0,	13.3.5).	
•	 Building	fortified	lines	(15.0).	
•	 Conducting	sieges	(17.0).	

11.1.3 Tracing LOC by Sea. A LOC may also be traced by sea. 
The path of spaces must include (or start in) a port and then trace 
through a friendly controlled or uncontrolled sea zone(s) to a 
friendly port. From that second port, the path is traced normally 
to the capital. If the path includes a land-based component to 
reach a port, that port must be friendly-controlled and not under 
siege. 

EXCEPTION: LOC can be traced between Amsterdam and 
Groningen regardless of the control of  the North Sea zone. 

Play Note: A force besieging an enemy port is supplied if it can trace 
through a friendly sea zone(s). Also, if the terminating port is the 
supply source itself (i.e. Amsterdam, Lisbon, or Barcelona) the LOC 
is still valid even if the port is under siege.  

11.1.4 Threatened LOC. A friendly space under siege still 
qualifies as a valid path for a LOC; however it is considered 
“threatened” and affects siege resolution as per 17.5.3. 

11.1.5 Overstacked Spaces. Although overstacked spaces are 
subject to certain penalties (4.1.3), they do not block LOCs. 

11.2 SUPPLY SOURCES 

11.2.1 Definition. A supply source for a side is the capital of a 
friendly power that is not under enemy control. 

Note: For placing reinforcements and restoring reduced corps, the 
space in question must have a LOC to the capital of the corps being 
placed or restored. 

Play Note: A friendly capital may be used as a supply source for all 
friendly corps. An enemy-controlled capital may not be used as a 
supply source by either side.  

12. REINFORCEMENT PHASE
There are three ways to raise troops during the game: scheduled 
reinforcements, event-based reinforcements, and spending 
Resource Points to build new corps and/or restore reduced corps. 

12.1 GENERAL 

Initiative Player chooses which side performs the following three 
steps in order first, then the other side performs all three in order: 

1. Build and restore corps using Resource Points; 
2. Place reinforcements; 
3. Transfer leaders. 

12.2 REINFORCEMENTS

12.2.1 Turn of Arrival. The game setup information (20.3.5) lists 
the turn of arrival for any leaders or corps arriving as scheduled 
reinforcements for each side. 

12.2.2 Placement of Leaders. Leaders may be placed in any 
friendly-controlled space regardless of LOC or distance.

12.2.3 Placement of Corps. Corps may only be placed in spaces 
that meet the following conditions:

•	 Must	be	a	home	space	of	the	corps	being	placed	and	have	a	
LOC to its capital; and 

•	 Stacking	limits	may	not	be	exceeded.	

12.2.4 No Eligible Space. If no space meets the criteria then the 
reinforcements must be delayed until a future turn in which the 
conditions are met. 

12.3 RESOURCE POINTS

12.3.1 General. Each side uses Resource Points (RPs) to build 
new corps, restore reduced corps, and build Fortified lines (15.2). 
The Alliance starts with 2 RPs, the Bourbons with 5 or 6 (see War 
of the Devolution 20.2); these numbers can change with the play 
of certain events. Markers have been provided to help players keep 
track of their current RP allotment; these markers are placed on 
the Game Record Track at the start of the game.

IMPORTANT: Unlike reinforcements that are not placed 
(12.2.4), unused RPs are not carried over to the next turn. 

12.3.2 Force Pool. Each side has a Force Pool to hold the corps 
available to be built. When a corps is eliminated it is placed back 
in the Force Pool. Some corps begin the game in the Force Pool. 

12.3.3 LOC Requirement. A corps may only be built or restored 
in a space that can trace a LOC (by land and/or sea) to the corps’ 
own capital (see specific rules for the Bourbon Jacobite corps). 

12.3.4 Building New Corps. France may build up to 2 new corps 
each, while all other Powers may build no more than 1 new corps 
each turn. New corps are selected from the Force Pool and placed 
on a Home space on the map at full strength for 2 RPs, or reduced 
strength for 1 RP. 
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12.3.5 Restoring Reduced Corps. France may restore up to 4 
corps each turn, while all other Powers may restore up to 2 corps 
each turn. A reduced corps may be restored to full strength (i.e. 
flipped) at the cost of 1 RP. The corps does not have to occupy a 
home space to be restored. 

12.3.6 Building Fortified Lines. See 15.2. 

12.4 TRANSFER LEADERS 

During this step a player does the following to his leaders, both 
those on the map and those due to arrive that turn: Move any or all 
friendly leaders (including leaders scheduled to return this turn) 
to any friendly-controlled space, regardless of path or LOC to the 
destination space. It is not mandatory to place leaders with home 
corps, or any corps for that matter. Leaders may exist on their own 
in a space. If any Staff Officers are in play, they are removed to the 
Force Pool (see 16.3.2 on how Staff Officers enter play). 

13. CAMPAIGN PHASE
13.1  DEALING ACTION CARDS 

At the start of the Campaign phase, if there are not enough 
Action cards in the deck to deal cards to both players, the deck is 
reshuffled. Then each player is dealt 5 Action cards, except 

•	 in	 turns	 after	WWT	 Event	 17	 is	 triggered	 2-4	 cards	 are	
dealt (18.2, Box 17 Peace Talks Begin). 

Players then conduct alternating action rounds until neither player 
has any Action cards left. The player conducting a round is called 
the “active” player; the other is the “inactive” player. 

13.2 FIRST ACTION ROUND

13.2.1 Initiative and Determining First Player. Each player 
selects one Action card from his hand and places it face down on 
the table. Both cards are then revealed and the owner of the higher 
value card goes first. In case of a tie, the player with the “Initiative” 
for that turn determines who goes first. The player going second 
immediately returns his revealed card to his hand – he is not 
obligated to play that card during the first action round. The first 
player, however, must use the revealed card for the initial round. 

13.3 SUBSEQUENT ROUNDS 

Players alternate playing Action cards and conducting actions 
until both players are out of cards. A player may not “pass” in a 
round – he must play a card if he has one, even if no action is 
taken. 

13.4 ACTIONS 

13.4.1 Number of Actions. The value of a played Action card 
indicates the number of “actions”(1 to 3) the player may take 
during the round. 8 in Deck 16 in Deck 8 in Deck 

13.4.2 Performing Actions. Actions do not need to be 
predesignated and are performed one at a time in any desired 
order; however each action must be completed (including battle 

and retreat) before the next one begins. When all of the actions for 
a round are finished, play switches to the other player. 

13.4.3 Who Can Participate. Leaders and corps may not 
participate in more than one action per round. This means a corps 
that is restored during a replacement action cannot participate in 
another action that round (e.g., a siege). If necessary, counters can 
be rotated after an action as a reminder that they are not eligible 
to participate in another action in the current round. 

8 in Deck 8 in Deck16 in Deck

13.5 TYPES OF ACTIONS 

The different types of actions are as follows: 

13.5.1 Campaign Action. A single force containing any number 
of leaders plus a number of corps no greater than the combined 
CR of up to TWO of the activating leader(s) may activate to do 
one (not both) of the following activities: 

•	 Move	by	land,	spending	up	to	3	MPs,	or	
•	 Conduct	a	siege	(17.5).	

Example: Pr. William (CR 6), Villahermosa (CR 4), and a minor 
leader (CR 3) are stacked with 12 allied corps in Antwerp. The 
Alliance player initiates a Campaign action to move the army. 
Even through the combined CR of the three leaders is 13, only two 
of the leaders may be used for the Campaign action, so only 10 of the 
12 corps may be moved.   

Play Note: Not all of the leaders and corps in a space are required 
to activate during a Campaign action: e.g., one action point could 
activate some corps in a space to conduct a siege, while a second 
action point in that same round could restore a reduced corps that 
does not participate in the siege. 

13.5.2 Transfer Action. (One per force per round) Two leaders, 
two corps, or one of each, located in the same or different spaces, 
may move by land, also to the same or different spaces. Leaders 
may move 6 MPs while corps may move 4 MPs. Leaders and 
corps moving as part of a transfer action may never enter an enemy 
controlled space (fortified or unfortified) or a space occupied by 
enemy corps, unless (in either case) the space already contains at 
least one unbesieged friendly corps (i.e. Transferring forces may 
never initiate a battle or siege). 

13.5.3 Replacement Action (one per round per player). A single 
reduced corps not under siege may be restored to full strength 
(and rallied if demoralized) if it has a LOC to its home capital and 
is not in an overstacked space (4.1.3). 
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13.5.4 Rally Action (one per round per player). A leader may 
remove demoralization status from himself and/or a number 
of friendly corps in his space equal to half (rounded up) of his 
CR. This counts as an action for the leader and rallied corps but 
does not affect any other corps in the space. Leaders may rally 
non-home corps and (unlike a Replacement action) may conduct 
the action even if the space is overstacked. If the space contains 
multiple leaders, only one may conduct a Rally action in any given 
round. 

Example: Fr. Wilhelm (CR 4) and Waldeck (CR 5) and their 
combined army of 8 allied corps have just lost a battle and are 
demoralized. The Alliance player announces a Rally action and 
removes demoralization status from Waldeck and 3 corps. The next 
round, he rallies Fr. Wilhelm and 2 corps. 

13.5.5 Sea Move Action. A single stack containing any number 
of leaders and up to two (2) corps may move by sea. See 14.5. 

14. MOVEMENT 
14.1 LAND MOVEMENT

14.1.1 General. Land movement allows forces to move between 
adjacent spaces, with each connection costing 1 MP to move 
across – except for the red Alliance-only connections, which cost 
2 MPs. Forces may move by land during a Transfer or Campaign 
action, but only a Campaign action allows a move into enemy 
controlled or enemy-occupied spaces.

14.1.2 Leader Requirement to Move Corps. Except when 
moving as part of a transfer or sea action or when retreating, corps 
can only move or intercept when commanded and accompanied 
by a leader. 

14.1.3 (VERY IMPORTANT) Picking Up and Dropping Off. 
Leaders and corps may not be picked up during an action, but may 
be dropped off at any time during an action. 

Play Note: Sometimes, a force denoted by an Army marker will start 
a round in a space with corps that have not been assigned to that 
Army. On activating the Army, the player may add the unassigned 
corps to the Army before moving it. This is allowable because Army 
markers are simply conveniences.

Movement Example:
14.1 and 14.2
A l l i a n c e  A r m y  D, i n 
Montpellier, has 3 MPs. 
It could move to Briançon 
or Perpignan and stop, or 
it could move to Toulouse, 
spend 1 MP to convert it to 
Alliance control, and proceed 
to Bayonne or Bordeaux 
and stop. Alliance Army 
C, besieging Lyons, may 
NOT move to Clermont 
or Briançon, not even to 
intercept a Bourbon army 
moving into one of those 
spaces.
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14.2 ENEMY-CONTROLLED SPACES

14.2.1 (VERY IMPORTANT) A force may not enter an enemy 
controlled space (fortified or unfortified) unless it is leaving a 
friendly-controlled space.

14.2.2 A force must stop moving when entering an enemy 
controlled fortified space (losing all remaining MPs), even if 
the enemy space is under siege by friendly forces. A force that 
moves into an enemy-controlled unfortified space does not lose 
its remaining MPs, but per 14.2.1 may not move to an adjacent 
enemy-controlled space until the unfortified space has been 
converted to friendly control (14.4). If a battle occurs in that 
space, see 14.3.2. 

Play Note: These restrictions stress the importance of securing lines 
of communication threatened by enemy-controlled areas.

14.3 ENEMY-OCCUPIED SPACES 

14.3.1 Inactive Player Reaction. Each time a force enters an 
enemy-occupied space (or enemy-controlled space), it must pause 
while the inactive player reacts. There are three possible reactions 
by the inactive player, and they take place in the following order: 

•	 Intercept	with	a	force	in	an	adjacent	space	(14.6);	
•	 Avoid	battle	(14.7);	or	
•	 Do	nothing	(i.e.	accept	battle)	(16.0).	

14.3.2 Continuing Movement After Battle. Fighting a battle 
does not cost MPs and does not necessarily end the action. If the 
active force has MPs remaining and wins a battle, it may continue 
moving, convert control of the space (if unfortified) to friendly 
control, or both, as long as it has the MPs to spend. If the space is 
an enemy-controlled fortress, the force must end its action and the 
fortress is now considered under siege. 

Note: A force may never conduct a siege (i.e. roll) in the same round 
in which it conducted any other action (including movement). 

14.3.3 Losing Battle Ends Action. An active force that loses a 
battle must retreat. It loses any remaining MPs (16.4).

14.3.4 Enemy Leaders. When a force enters a space containing 
only an enemy leader, the leader has the option to withdraw inside 
a fortress (14.7.4) or retreat (16.4). If he can do neither, he is 
considered captured (16.4.5). 

14.4 CONVERTING UNFORTIFIED SPACES 

A force activated during a Campaign action that has a LOC to 
a friendly capital may convert an unfortified space it currently 
occupies to friendly control at the cost of one MP. If the space is 
enemy occupied after the inactive player’s reaction (14.3.1), the 
active force must defeat the enemy force in battle (causing an 
enemy retreat), and must have at least 1 MP left, before it may 
convert the space. 

14.5 SEA MOVEMENT 

14.5.1 Sea Movement. In a Sea Move action, one to two corps 
and/or any number of leaders may move from a single port to 
another single port (i.e. the moving units must begin and end the 
move stacked together in a port). A sea move expends all of the 
moving units’ MPs.

14.5.2  Leader Requirement. A sea move into an enemy controlled 
port that is not already under siege by friendly forces may only be 
made by a stack containing at least one leader and one corps. 

14.5.3 Sea Move Procedure. Unlike land moves, sea moves 
require a die roll to be successful and may entail some risk if a 
corps is part of the move. To make a sea move the active player 
declares which units are making the sea move and the destination 
port. He then rolls one die and determines the result. Subtract 1 
from this roll for each uncontrolled Sea Zone through which the 
move is made, by 2 instead if the Sea Zone is enemy-controlled. 
There are no modifiers to a Sea move between Amsterdam and 
Groningen. On a roll of 2–6,the move is completed successfully. 
On a roll of 1, the player decides whether to cancel the move or 
apply one hit to one of the moving corps. On a roll of 0 or less, 
the player decides whether to apply two hits to the moving corps 
(both to the same corps if only one corps involved in the move) 
or to cancel the move, still applying one hit to one of the moving 
corps. 

14.5.4  Enemy-Controlled Ports. It is not necessary to control a 
port in order to begin or end a sea move in the port.

14.5.5 Sea Moves and Interception. Unlike land moves, sea 
moves may not be intercepted when arriving at the destination 
port. 

14.6 INTERCEPTION 

14.6.1 Who May Intercept. When an active force moves by 
land into an enemy-controlled space and the space does not 
already contain at least one corps friendly to the active side, any 
inactive unbesieged and undemoralized force in an adjacent space 
containing at least one leader may attempt to intercept the move. 
A leader by himself may attempt to intercept into a fortress space 
for the purpose of immediately withdrawing inside the fortress. 
To clarify: A force may only intercept an enemy force in a space 
if i) the space is controlled by the intercepting side, and ii) there 
is not already a corps friendly to the moving (i.e. active) side in 
the space. 

14.6.2 Interception Restriction. No leaders or corps may take 
part in an interception attempt if they were part of a force which 
avoided battle or lost a battle during the current Action (not 
Round). 

Note: Siege and space conversion actions may not themselves be 
intercepted, although a force may be intercepted after moving 
into an unfortified space before it has a chance to convert control. 
Intercepting forces may not overstack (but see 4.1.2).
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14.6.3 Multiple Attempts. If more than one force is eligible 
to intercept, the inactive player may attempt with each force 
separately, until an interception attempt succeeds, at which time 
no other force may make an interception attempt. If all forces 
fail to intercept and the moving force then enters another enemy 
controlled space in the same round, any eligible forces (including 
those that just failed to intercept) may again attempt to intercept. 

14.6.4 Intercepting While Besieging. A force that is besieging an 
enemy fortress may attempt to intercept an enemy force moving 
into a qualifying adjacent space. If successful the intercepting 
force must either abandon the siege or leave at least one corps in 
the space to maintain the siege. 

Play Note: Per 17.1.1 only one corps is needed to place a space under 
siege; however more besieging corps may be necessary in order to 
conduct a siege action. 

14.6.5 Interception Procedure: 

1. As soon as an enemy force enters a space subject to 
interception, the inactive player announces the interception 
attempt. 

2. The inactive player designates the force that will attempt to 
intercept. As with a Campaign action, it may contain any 
number of leaders and a number of corps equal to the CR of 
two of the leaders. The player then rolls one die and adds the 
best leader’s TR (Note: Potential Leader TR penalty – 3.1.1). 
If the result is 6 or more the interception is successful. 

Interception Example: 14.6 
Alliance Army A is in Antwerp.  If it moves into Liege, where an 
Alliance force is already in place, Bourbon Army A (in Namur) 
cannot intercept.  If it moves into Tournai, however, Bourbon Army 
A can intercept.

14.6.6 Successful Interception. If successful, the intercepting 
force is placed in the space with the moving force and a battle 
is immediately fought in which the intercepting (inactive) force 
is the defender. The active force may not avoid battle. All of the 
inactive force must fight unless it is a friendly-controlled fortress 
space, without a garrison, in which case one corps (and/or multiple 
leaders) may withdraw inside the fortress, becoming the garrison, 
therefore avoiding battle (14.7.4). 

14.7 AVOIDING BATTLE

14.7.1 General. The inactive player may choose to avoid battle 
with some or all of his forces when an enemy force enters a space. 
Avoiding battle results in the inactive force retreating to another 
space (14.7.3) and/or a single corps withdrawing into a friendly 
fortress (14.7.4).

14.7.2 Avoid Battle Procedure:

•	 If	the	inactive	force	is	in	a	friendly	fortified	space	the	avoid	
battle attempt automatically succeeds. 

•	 If	the	inactive	force	is	not	in	a	friendly	fortified	space,	the	
defending player must roll one die and add the TR of one 
leader present in the space (Note: Potential Leader TR penalty 
– 3.1.1). Only one die roll may be made per space (i.e. you 
may not split up the stack to make multiple attempts). On a 
5 or higher, the attempt is successful. 

14.7.3 Retreating to Another Space. All leaders plus a number of 
corps equal to the combined CRs of any two leaders in the space 
may avoid battle by retreating to another space – any corps unable 
to move due to CR limits must remain in the space. 

•	 The	space	being	retreated	to	must	be	friendly-controlled	and	
not enemy-occupied (e.g., it cannot be a friendly fortress 
currently under siege). 

•	 Only	one	space	may	be	selected	(i.e.	the	retreating	force	may	
not retreat to multiple spaces). 

•	 All	defending	corps	do	not	have	to	retreat;	some	may	stay	
behind if desired by the controlling player (this may be 
necessary to avoid stacking violations). 

14.7.4 Withdrawing Into a Fortress. If a force is attacked in 
a friendly-controlled fortress space, then prior to the battle the 
inactive force may withdraw one corps and/or any number of 
leaders into the fortress as a garrison (17.3.1). This withdrawal 
may take place even if the inactive player intercepted into the 
space; however only a single corps and/or leader(s),including 
those having just arrived by interception, may withdraw into the 
fortress – all other corps must fight. 

Note: unlike a retreat to another space, a corps may withdraw into 
a fortress even if no leader is present. 

Play Note: By allowing one corps already in the space to withdraw 
into a fortress before a battle is fought, a player may shield a corps 
from damage in order to bolster the garrison prior to a likely siege.
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15. FORTIFIED LINES
Historical Note: Fortified lines played a significant role in the war. 
More imposing than regular field works and constructed by both 
military forces and peasant labor, these lines represented major 
obstacles for advancing armies. However, talented generals could 
also find ways of bypassing them without a fight by using deceptive 
and rapid countermarches. 

15.1 GENERAL 
There are two levels of Fortified Lines, which represent major 
field fortifications. These lines typically relied on other strong 
points and fortresses for support and thus may only be built in 
fortress spaces. Level-2 lines represent major works and use of 
water barriers, and may only be built in fertile spaces (they are in 
the Spanish Netherlands, Dutch Republic, and northern France). 
At the start of the game both sides already have some fortified 
lines in place. Fortified lines provide defensive benefits only to the 
owning player (i.e., the side whose color is on the marker) and are 
destroyed when the enemy takes control of the space. 

15.2 BUILDING FORTIFIED LINES
15.2.1 Construction. Fortified Lines may be built (or upgraded) 
in friendly fortified spaces during the Reinforcement phase by 
spending RPs. Following are the space requirements to build and 
upgrade lines: 

•	 Must	contain	at	least	5	corps	
•	 Must	have	a	LOC	to	a	friendly	capital	

•	 Cannot	be	a	rugged	space	
•	 Cannot	 contain	 another	 Fortified	 line	 (but	 Level-1	 lines	

in fertile spaces can be upgraded to Level-2 lines). Level-1 
Lines – may be built in normal or fertile spaces for 1 RP. 
Additionally, previously constructed Level 1 lines in fertile 
spaces may be upgraded to Level 2 lines for 1 RP. Level-2 
Lines – may be built in fertile spaces only, as an upgrade to 
previously constructed Level-1 lines at a cost of 1 RP, or 
from scratch at a cost of 2 RPs. 

EXCEPTION: The Level-1 lines marker that begins in Lobith 
cannot be upgraded and cannot be rebuilt in that space once eliminated. 
It represents dispersed defensive positions and redoubts along the Dutch 
frontier.

15.2.2 Counter Limit. The number of fortified lines that each 
side may have is not limited to the number of markers provided 
in the counter mix. 

15.3 EFFECTS OF FORTIFIED LINES 

Fortified lines may be used only as a defensive benefit in battle, 
and only by the side that built it. They have the following 
effects: Level-1 Fortified Line. Gives a –1 die roll modifier to 
each attacker battle die roll (i.e. the attacker hits on a 6, and 
demoralized corps may not attack at all). Level-2 Fortified Line. 
Gives a –1 die roll modifier to the attacker (i.e. the attacker hits 
on a 6, and demoralized corps may not attack at all) AND a +1 die 
roll modifier to each defender battle die roll(i.e. the defender hits 
on a 4 or higher, demoralized corps on a 5 or 6). Also causes a -1 
die roll modifier to bypass attempts. 

Bypassing Fortified Lines Example: 15.4 
In the Reinforcement phase of the 1674 turn, Bourbon Army A 
(consisting of 7 Corps, Von Galen and Noailles, respectively 1-4 and 
2-5 leaders), located in Tournai, spends 2 RPs to build a Level-2 
Fortified line. This build is valid as Tournai is a fertile space, with 5 
corps and a LOC to a friendly capital. 
In the third Action round of 1674, Alliance Army A under Pr. William 
(a 2-6 leader) moves from Antwerp to Tournai to attack. Bourbon 
Army A is in Tournai with a Level-2 Fortified line. A Bourbon minor 
leader sits in Bouchain with 1 corps. 
When Alliance Army A reaches Tournai, the Bourbon player attempts 
to intercept with the minor leader and his corps; if he succeeds, the corps 
will be part of the defense in Tournai. The interception roll is a 5, which 
is modified by 0 (the minor leader’s TR), so it fails. The Alliance player 
now announces that he will attempt to bypass the Fortified line. He rolls 
a 5, modified by +2 because of Pr. William’s TR and then by -2 because 
of Noailles’ TR and by -1 because of the Level 2 Fortified Line. The 
modified result is a 4, which is not enough to succeed; the Fortified line 
has not been bypassed. The Alliance player now has to decide whether 
to continue with the attack, taking into account the disadvantages of 
battle against a Fortified line, or cancel the attack and going back to 
Antwerp (but the Action is still expended). Furthermore, if the Alliance 
player did decide to cancel the attack, the Bourbon player could force 
it to take place anyway, but without the benefit of the Fortified line. 
Had Pr. William succeeded in bypassing the Fortified Line, the attack 
would proceed and the Bourbon player would have to decide whether to avoid battle, fight or some combination of the two.
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15.4 BYPASSING FORTIFIED LINES 

A force attacking a defender in a space with a Fortified Lines 
marker can attempt to negate the effect of the lines: 

1. After any enemy interceptions attempts but before any 
enemy avoid battle attempts, the active player rolls one 
die. The active player adds the TR of one leader and must 
subtract the highest TR of any one inactive leader in the 
space. Also subtract 1 if attempting to bypass a Level-2 line. 

2. If the net die roll is 5 or more then the force has successfully 
bypassed the lines. If a battle takes place (depending on 
defender reaction) the defending force does not receive the 
benefit of the fortified lines marker. However, the marker 
is not removed unless the conditions for removal exist (see 
“Removal of Fortified Lines” below). 

3. If the bypass attempt fails, the active player must decide 
whether to continue the attack (and give the defender the 
benefit of the fortified line), or cancel it. However, if the 
attacker cancels the attack, the defender can still force the 
battle to occur and will remain the defender in case of a tie, 
but he will NOT have the benefit of the lines. If the attacker 
cancels and the defender does not force battle, the attacker 
retreats to its original space and thereby ends the action. 

15.5 REMOVAL OF FORTIFIED LINES 

Fortified lines may be voluntarily removed by the owning 
player during the Winter Quarters phase. Fortified Lines are 
automatically destroyed (removed) if the space becomes enemy 
controlled. Otherwise, a fortified lines marker remains in the 
space, even if the space becomes vacant. 

15.6 ATTACKING INTO A FRIENDLY LINE 

If a space with a Fortified line is under siege and a force friendly 
to that space attacks the besieging army, the line is considered not 
to exist for any purpose for that battle. 

16. BATTLE 
Unless an inactive force successfully avoids battle and retreats 
to another space (14.7) or withdraws inside a fortress (14.7.4), a 
battle occurs when an active force enters a space containing enemy 
corps.

16.1 DEFINITION: ATTACKER/DEFENDER

16.1.1 The active player is the attacker; the inactive player is the 
defender. 

16.1.2 Attacker. The attacker is an active force containing at least 
one leader and one corps. The maximum size of the attacking 
force is based on leader CRs and space stacking limits. 

16.1.3 Defender. The defender includes ALL inactive corps and 
leaders in the space, unless any leaders and up to a single corps 
have withdrawn inside the fortress prior to the battle (as a result 
of the current Campaign action or previously), in which case the 
force inside the fortress does not participate and is immune to any 
battle results. 

16.2 BATTLE PROCEDURE 

Battles are resolved using the following sequence: 

1. Each side totals the number of battle dice to roll: 

•	 One	die	for	each	full-strength	corps.	
•	 One-half	of	a	die	for	each	reduced-strength	corps;	round	

up if odd number of corps (e.g., 3 reduced corps = 2 dice).
•	 A	number	of	dice	equal	 to	 the	Tactical	Rating	of	up	to	

two friendly leaders (Note: Potential Leader TR penalty – 
3.1.1).  IMPORTANT: the number of dice provided by 
Leaders may not exceed the number of dice provided by 
corps. 

•	 In	each	case	above,	count	demoralized	 leader	and	corps	
separately since they are rolled separately (see #2 below).

2. Both sides then simultaneously roll the appropriate number 
of dice. 

•	 Leaders/corps	that	are	not	demoralized	hit	on	a	roll	of	5	
or 6. 

•	 Demoralized	leaders/corps	hit	on	a	6	only.	

Example: A Dutch army of 5 full-strength corps and 2 reduced 
strength corps, plus 2 full-strength demoralized corps, under the 2-6 
leader Pr. William and a 0-3 minor leader, attacks a Bourbon army 
of 4 full-strength corps and 1 reduced-strength corps under a 1-4 
minor leader. The Alliance player has a total of 8 battle dice (5 full 
plus 2 reduced plus 2TR for William) that score a hit on a roll of 5 or 
6, and 2 battle dice that score a hit on a roll of 6. The Bourbon player 
has 6 battle dice (4 full plus 1 reduced rounded up plus 1TR for the 
minor leader), all of which score a hit on a 5 or 6. 

16.3 BATTLE OUTCOME

16.3.1 Taking Hits. Each hit reduces a full-strength enemy corps 
or eliminates a reduced-strength corps and are applied in the 
following descending order of priority for each side: 

A. No corps may be eliminated until all corps are at reduced 
strength. 

B. The first full strength corps to take a hit must come from 
the power with the most corps present in the battle (owning 
player’s choice if tied). 

C. The first reduced strength corps to be eliminated must come 
from the power with the most corps present in the battle 
(owning player’s choice if tied). 

VERY IMPORTANT: Regardless of the number of hits rolled, a 
force can take no more hits than the number of corps it has in the 
battle (excluding hits taken in retreat – 16.4). 

16.3.2 Leader Casualties. After a battle has been resolved, 
both players roll two dice (adding the results together, with 
no modifications) for each of their own named leaders that 
contributed battle dice to that battle. Minor leaders are never 
subject to leader casualty rolls, nor are named leaders who were 
held out of the battle. 
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Roll Result

12 ELIMINATED – The leader counter is flipped to 
its Minor Leader side for the remainder of the game.

11*

CAPTURED – The owning player (not the capturing 
player) immediately chooses one of: (a) eliminating 
the leader (permanently flipping the counter over) or 
(b) giving the opposing player a number of VPs equal 
to the leader’s TR and placing the leader on the Turn 
track to re-enter as a reinforcement on the following 
turn. 

10-11**

WOUNDED – The leader counter is placed on the 
Turn track to re-enter as a reinforcement on the 
following turn. Replace by your side’s Staff Officer (if 
available in Force Pool).

* Only the losing side is affected by a CAPTURED result of 11
** Only the winning side is affected by a WOUNDED result of 11

Play Note: The leader’s printed TR is always used for the purposes of 
this rule; 3.1.1 and 3.1.2 do not apply here.

Play Note: ELIMINATED means killed outright, held but not 
ransomed, or disgraced and removed from the war permanently. 
CAPTURED means, essentially, holding the leader while the sides 
negotiate his fate. Giving up VPs simulates the political and/or real 
capital expended to return the defeated general to command in such 
cases. WOUNDED means the leader is removed from the current 
campaign and is convalescing at the home front. 

16.3.3  Winner/Loser. If only one side has corps remaining in the 
space after battle losses have been removed, that side is the winner. 
Otherwise, the side which rolls (not inflicts) the most hits wins 
the battle. If tied, the defender wins. 

Example: A Bourbon force with 5 full and 3 reduced corps under 
the 1-TR minor leader (5 + 1.5 rounded to 2 +1TR = 8) fights an 
Dutch force with 2 full corps, 2-TR leader Pr. William and the 
1-TR leader Waldeck (2 + 2TR = 4 dice total – recall that leader 
dice cannot exceed corps dice). The Bourbons roll 5 hits while the 
Dutch rolls 3 hits. The Bourbon force takes 3 hits by flipping 3 full 
corps to reduced strength. The Dutch force only has 2 corps so only 
takes 2 hits, flipping both corps to reduced strength. Although the 
Bourbon force applied more hits (3) than the Dutch force (2), the 
Bourbon force still wins the battle because it rolled more hits than 
the Alliance force (5 vs. 3). Note: that per 16.5.1, this will NOT 
qualify as a Famous Victory because the Alliance force did not 
actually take 5 hits. The players now roll 2 dice for each leader. The 
Bourbon player rolls a 7 for no effect. The Alliance player rolls a 10 
for William and places William on the next turn of the turn track, 
replacing him by the Staff Officer. He also rolls an 11 for Waldeck 
and must decide whether to eliminate him or give up 1 VP in order 
to keep him in the game. 

16.3.4 Demoralization. If the losing side took at least one hit, 
all leaders and corps in the defeated force are demoralized. There 
is no further effect on previously demoralized leaders or corps. 
To indicate demoralization, place a “Demoralized” marker on 
the Army or on the stack of corps and leaders on the map, and 
another in the Army holding box for that army (if relevant). As 
leaders and corps rally (13.5.4), use Demoralized markers as 
needed to indicate which corps are demoralized and which are 
not. Demoralized leaders and corps in battle hit on a 6, not a 5 
or 6 like other leaders/corps. Demoralization may be removed as 
part of a Replacement (13.5.3) or Rally action (13.5.4); otherwise 
Demoralization markers are automatically removed during the 
Winter Quarters phase (19.0 B). 

16.4 RETREAT
16.4.1 General. All corps and leaders of the losing side must 
retreat, and all to the same space.

16.4.2 Attacker Retreats. 

A. RETREAT BY SEA: If the battle occurred in a port space, 
up to two (2) corps and any number of leaders may retreat 
by sea to any other friendly port in the same sea zone that 
is not enemy-occupied. Such a retreat requires a regular 
Sea Move die roll (14.5.4); however on a result of 1 or less 
the owning player must apply the hit(s) to retreating corps 
(these hits do not contribute towards a defender Famous 
Victory). 

B. FRIENDLY ADJACENT SPACE: Any corps or leaders 
not retreating by sea must retreat to an adjacent friendly 
controlled space that is not enemy-occupied, even if this 
causes an overstack. The attacking force is not required to 
retreat to the space from which it entered the battle, but 
it cannot retreat to a space from which all or part of the 
defending force intercepted the attacker. An attacking force 
may not drop off a garrison when leaving a friendly fortress 
space, including the space it just attacked.

16.4.3 Defender Retreats. 

A. WITHDRAW INTO FORTRESS: Unless a corps 
previously avoided battle by withdrawing into the fortress, 
one corps and any number of leaders may retreat into a 
friendly fortress as a garrison (17.3.1) while the rest of the 
force retreats from the space. Leaders may always withdraw 
into a friendly fortress following a battle.

B. RETREAT BY SEA: If the battle occurred in a port space 
up to two (2) corps and any number of leaders may retreat 
by sea to any other friendly port in the same sea zone that 
is not enemy-occupied. Such a retreat requires a regular 
Sea Move die roll (14.5.4); however on a result of 1or less 
the owning player must apply the hit(s) to retreating corps. 
These hits do not contribute towards an attacker Famous 
Victory. 

C. FRIENDLY ADJACENT SPACE: Any corps or leaders 
not retreating by sea or withdrawing into a fortress must 
retreat to an adjacent friendly-controlled space that is not 
enemy occupied, even if this causes an overstack. 
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D. THROUGH ENEMY SPACE: If no other option exists, 
the defending force may retreat through one enemy-
occupied and/ or enemy-controlled space to reach a 
friendly-controlled space that is not enemy-occupied, even 
if this causes an overstack. If more than one space qualifies 
the retreating player may choose the destination space but 
must shorten the distance to the nearest friendly supply 
source. Corps retreating through enemy-controlled fortress 
spaces and/or enemy occupied spaces are fired on by the 
enemy as they pass through: 
•	 Normal	battle	dice	from	corps	and	leaders	are	rolled,	plus	

one die per Fortress Strength; all dice have a +1 DRM. 
•	 Hits	are	assigned	as	per	battle,	and	these	hits	are	added	

to the hits from that battle in determining an attacker 
Famous Victory. 

•	 Retreating	 leaders	 do	 not	 undergo	 a	 second	 leader	
casualty check. 

16.4.4  Overstacking. It is legal to overstack as a result of a retreat 
(land or sea); however there are certain penalties (4.1). 

16.4.5  Unable to retreat. Corps unable to retreat are eliminated 
and placed in the Force Pool, with all hits counting for Famous 
Victory purposes. Named leaders unable to retreat are captured 
as per battle (16.3.2) and must be eliminated unless the owning 
player gives up VPs equal to the named leader’s TR. Minor leaders 
are placed on the Turn track to return as a reinforcement the 
following turn. 

16.5 FAMOUS VICTORY
They said it was a shocking sight

After the field was won; 
For many thousand bodies here

Lay rotting in the sun; 
But things like that, you know, must be 

After a famous victory. 
- Robert Southey, “The Battle of Blenheim” 

16.5.1 A Famous Victory is awarded to the winner of a battle 
whenever	the	losing	side:•	Suffered	at	least	5	actual	hits	in	a	battle	
(including retreat losses – 16.4.3D, 16.4.5), or 

•	 Removed	at	least	2	corps	from	the	map.

Play Note: The first case is based on how many hits were actually 
suffered, not how many were rolled (i.e. if the losing side only had 4 
corps present and per 16.3.1 could only take 4 hits max, then even 
if 5 hits were rolled it would not count as a Famous Victory). The 
second case could happen with as few as 2 hits if the losing side had 
only two reduced corps in the battle and/or in the retreat through 
an enemy space. 

16.5.2 Placement. The winner places a Famous Victory marker 
in the battle space. Only one Famous Victory marker can be in a 
space at one time, and the most recent victory takes precedence 
(i.e. remove older markers).

16.5.3 Effect of Famous Victory. Friendly Famous Victory 
markers provide a +2 die roll modifier to siege rolls against enemy 
fortresses in or adjacent to the space containing the marker. A 
Famous Victory also adds 2 VPs if the Alliance player won the 
battle, or subtracts 2 VPs if the Bourbon player won (6.1.1).

IMPORTANT: The opposing side’s Famous Victory markers 
have no effect on friendly siege rolls. Furthermore, Famous Victory 
marker effects are NOT cumulative (e.g. two nearby markers do 
NOT give you a +4 siege die roll modifier). 

16.5.4 Removal of Famous Victory Markers. All Famous 
Victory markers are removed during the Winter Quarters phase. 

17. SIEGE 
17.1 GENERAL

17.1.1 When a force containing at least one corps ends an action 
in an enemy fortified space, the fortress (and its garrison, if any – 
17.3) is considered to be under siege. Place the garrison under the 
besieging force to indicate the fortress is under siege – no marker 
is needed. 

Note: Only one corps needs to be present for the fortress to be 
considered “under siege” regardless of the Fortress Defense Value 
(17.4). 

17.1.2 Unlike battles, which are resolved in a single action, a 
siege may require multiple actions to complete. If a siege has not 
been successfully completed by the end of a turn, the siege has 
failed and the besieging force must withdraw from the space. 
IMPORTANT: Only one siege roll may be made against a 
fortress per round (17.5.4). 

17.2 FORTRESS STRENGTH (FS) 

17.2.1  Fortress Strength. All fortresses have an inherent Fortress 
Strength (FS). Fortresses with an FS of 2 or 3 have the numbers 
printed on the fortress symbol on the map; all other fortresses have 
an FS of 1. The FS is an abstract representation of the fortress’s 
defensive capabilities. 

17.2.2 Reducing and Replenishing Fortress Strength. Fortress 
strength can only be reduced or eliminated by siege (17.5.6). 
When a fortress is taken by siege, its strength is immediately 
replenished to its full printed value, regardless of the LOC 
situation. A fortress with reduced strength regains all its strength 
if the siege is lifted (17.6). In both cases, signify the return to full 
strength by removing any FS markers associated with that space 
from the map. 

17.3 GARRISONS

17.3.1 Garrison Creation. As part of an avoid battle attempt or 
retreat the inactive player may announce that one corps and any 
number of leaders are withdrawing into the fortress as a “garrison”. 
If the action ends with the active (enemy) force still in the space 
the garrison corps is placed under the enemy force to indicate it is 
inside the fortress. 
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17.3.2 Garrison Strength (GS): Each garrison step provides a 
Garrison Strength (GS) of 1 – therefore, the GS is 2 for a full 
corps and 1 for a reduced corps. During a siege, this number is 
added to the FS (17.2) of the fortress to produce the Fortress 
Defense Value (FDV ). See 17.4. Demoralization does not affect 
GS. 

17.3.3  Garrisons No Longer Under Siege. If a besieging force 
withdraws from a space containing a garrison, any Continued 
Siege marker is removed and the garrison can operate normally. 

17.3.4  Garrisons and Stacking. Once created, a garrison does not 
count against a space’s stacking limit. Thus a force at the maximum 
stacking limit may move into a friendly besieged fortress space 
containing a garrison in order to break the siege. In this case the 
relieving force is not considered overstacked. However, if the relief 
effort succeeds (i.e., the besieging force withdraws to avoid battle, 
or is defeated in battle and retreats), the garrison is immediately 
incorporated into the relieving force which may cause an overstack 
situation (4.1). 

17.3.5 No Sorties. As long as a siege is in place, a garrison 
cannot conduct any action nor attack the besieging force, even if a 
relieving force attacks the besieging force. 

17.3.6 Leaders Inside Fortresses. Any number of leaders may 
withdraw inside a friendly fortress even if no garrison corps is 
present. Leaders may provide a defensive siege modifier (17.5.3). 
All leaders inside a captured fortress are themselves captured 
(17.5.9). 

17.4 FORTRESS DEFENSE VALUE (FDV ) 

The Fortress Defense Value (FDV ) of a fortress space is the sum 
of its current Fortress Strength (17.2) and Garrison Strength 
(14.7.4, 17.3.2) values. A fortress without a garrison has an FDV 
equal to its current FS. Therefore the FDV of a besieged fortress 
will always be 1–5. Example: a 3-FS fortress with a full (i.e., 
2-GS) garrison corps has an FDV of 5. Similarly, a 1-FS fortress 
with a reduced (i.e., 1-GS) garrison corps has an FDV of 2. An 
ungarrisoned 2-FS fortress has an FDV of 2. 

17.5 RESOLVING SIEGES 

17.5.1 Siege Requirements. To conduct a siege, the active player 
must use a Campaign action to activate at least one leader and 
a number of corps equal to the FDV of the fortress. Not all the 
leaders and corps in the space need be activated, only enough to 
ensure sufficient corps to conduct the siege. 

EXCEPTION: Leaders may activate a number of corps equal to their 
CR + TR for purpose of conducting sieges. 

Play Note: This means that if the FDV is 4 or 5, a leader may not 
be able to activate enough corps to conduct the siege action by himself 
(because of a low combination of Tactical Rating and Command 
Rating), even if enough friendly corps are present in the space.

17.5.2 Resolving Sieges. The besieging player rolls one die and 
compares the result to the Siege Table. The result will indicate the 
number of FDV (defender) losses and besieger losses. 

17.5.3 Siege Die Roll Modifiers. The following die-roll modifiers 
(DRMs) apply to siege rolls: 

•	 Besieger	has	no	LOC	–	If	the	besieging	force	does	not	have	
a LOC it suffers a –2 DRM. 

•	 Besieger	has	threatened	LOC	only	–	If	the	besieging	force	
can only trace a LOC through a threatened space (11.1.4) it 
suffers a –1 DRM. 

•	 Besieging	a	port	that	has	a	Sea	LOC	–	If	the	space	can	trace	
a sea LOC (i.e. the sea zone is controlled by the defending 
player) the besieger suffers a –1 DRM. 

•	 Bourbons	 Besieging	 Innsbruck	 or	 Trent	 –	 The	 Bourbon	
player suffers a –1 DRM when conducting a siege against 
these spaces. 

•	 Leader	inside	fortress	–	If	there	is	at	 least	one	leader	with	
a TR of 1 or more inside a fortress, a –1 siege DRM is 
applied. No matter how many leaders are in the fortress, the 
maximum DRM for this purpose is –1. 

•	 Continued	Siege	–	Unless	the	first	siege	roll	 results	 in	the	
capture of the fortress, a “Continued Siege +1”marker is 
placed on top of the besieging force to indicate that the next 
siege roll will receive a +1 DRM. If the second siege roll 
does not result in the capture of the fortress, the marker is 
flipped over to its “Continued Siege +2”side to indicate that 
all future siege rolls will receive a +2 DRM. Continued Siege 
markers are removed immediately when a siege ends. 

•	 Leader	with	TR	of	2	or	3	Activated	for	Siege	–	If	a	 force	
activated for a siege includes at least one leader with a TR of 
+2 or +3, and the besieging force has activated with at least 
one of that leader’s home corps, the besieging player gets a 
+1 DRM. 

•	 Famous	 Victory	 Marker	 –	 Famous	 Victory	 markers	
provide a +2 DRM to siege rolls against enemy fortresses 
in or adjacent to the space containing the marker. Only 
one Famous Victory can modify a given siege roll. Enemy 
Famous Victory markers have no effect on friendly siege 
rolls. 

17.5.4 One Siege Per Round. A fortress may only be subjected 
to one siege die roll per round. This means the besieging player 
may not use separate activations to make multiple siege rolls in 
the same round even if there are enough leaders and corps in the 
besieging force to do so. 

17.5.5 Attacker Losses. The Siege Table indicates the number of 
hits which must be taken among activated corps with the same 
priority as battle hits (16.3.1).Non-activated corps are not affected. 

17.5.6 Defender Losses. The fortress takes strength losses first, 
until it is reduced to zero (use markers as needed).Then the 
garrison corps (if any) takes hits: a hit against a full-strength corps 
reduces it to a reduced corps, while a hit against a reduced corps 
instead causes the fortress to fall and the corps to be given Honors 
of War. A garrison corps is never eliminated as a result of a siege 
roll (see Honors of War – 17.5.8). 
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17.5.7 Capturing Fortresses. When the FDV has been reduced 
to zero, the fortress is taken, the VP marker is adjusted in favor 
of the besieging player (6.1.1), and the garrison corps (if any) is 
granted Honors of War. Use control markers as needed to indicate 
changes in control. The FS is immediately replenished to full value 
(17.2.2); remove FS markers and Continued Siege markers from 
the space.

17.5.8 Honors of War. If a fortress has a garrison, then the fortress 
is taken when the siege die roll results in a hit that would normally 
eliminate the garrison. However, the garrison corps is not actually 
eliminated – instead, it is immediately placed by the defender at 
reduced strength in the nearest friendly unbesieged space within 
stacking limits (regardless of LOC or path; owning player chooses 

if more than one space eligible). Sometimes, however, a siege will 
begin with a reduced-strength corps as the garrison. In such cases, 
reducing the Fortress Strength to zero does not by itself capture 
the fortress; instead, a hit must be inflicted on the garrison, which 
will then be granted honors of war and retreat instead of taking 
a step loss. 

Design Note: The vast majority of sieges were resolved by the 
defender being offered honorable terms of surrender, allowing them 
to evacuate in exchange for capitulation of the fortress. 

Play Note: If the fortress is a port adjacent to a friendly sea zone, the 
garrison may be transferred by sea to an eligible port space within 
that sea zone at the owning player’s option. 

Capturing Fortresses Example: 17.5.7
It is the beginning of the 1674 turn, and the Alliance has captured 
Strasbourg. The Bourbon player desperately wants to recapture it, 
because Strasbourg is a gateway to the French interior. On Action 
round 2 of the turn, he activates Catinat, a 1-4 minor leader and 
5 corps (one reduced) and moves from Metz to Strasbourg, offering 
battle to the 1-4 Empire leader,  Lorraine, who has with him an 
Alliance minor leader an Empire corps and 2 Austrian corps. 
Outgunned by 7 battle dice to 4, the Alliance player avoids battle, 
with the minor leader taking the 2 Austrian corps to Landau while 
the Lorraine and the Empire corps hunker down inside Strasbourg. 
Catinat must stop, and Strasbourg is under siege. 
On Action round 2, the Bourbon player uses a Campaign action to 
activate Catinat and 4 corps for the Siege (remember that for the 
purpose of siege actions, a leader is allowed to activate corps equal 
to the sum of their CR and TR). The Fortress Defense Value is 4 
(2 for Strasbourg’s FS plus 2 for the full-strength garrison corps), 
so 4 corps is all Catinat needs (after the siege roll, he plans to use a 
Replacement action to flip the reduced corps to full strength, which 
is legal as it didn’t participate in the siege action). On the siege, he 
rolls a 5; the roll is modified by +1 as Catinat has 2 TR or better, but 
also by -1 because a leader with TR 1 or better is inside the fortress. 
The modified roll is thus 4, with a 1/1 result. One of Catinat’s corps 
loses a step, and Strasbourg’s Fortress Strength is reduced to 1. A 
“Continued Siege +1” marker is placed beside Strasbourg (+1 side 
up) as is a “Fortress Strength 1” marker. The Fortress Defense Value 
is now 3 (FS of 1 plus GS of 2). 
On Action round 3, the Bourbon player activates Catinat and rolls for siege once more. The roll is again a 4, modified by +1 (Catinat’s TR 
is 2), +1 (Continued Siege) and -1 (Empire leader) for a modified roll of 5 resulting in another 1/1. Catinat takes a step loss, the “Fortress 
Strength 1” marker is flipped to its “Fortress Strength 0” side, and the “Continued Siege +1” marker is flipped to “Continued Siege +2”. The 
FDV now stands at 2. 
On Action round 5, the Bourbon player prays for a good roll; he needs to inflict 2 losses on the defense for the fortress to fall prior to Winter 
Quarters phase. He rolls a 5, modified by +1 (Catinat), +2 (Continued Siege), and -1 (Empire leader). The modified roll is 7, a 1/3 result, 
and Strasbourg falls. The Empire corps is flipped to its reduced side and retreated to Landau (after receiving honors of war) and the Alliance 
control, Continued Siege and Fortress Strength markers are removed. The VP marker is moved 2 spaces towards zero. The Alliance player 
decides that he needs the Empire leader in the game, so surrenders a Victory Point and places the counter on the 1675 space on the Turn track. 
The VP marker is moved another space towards zero. Note that, if the leader had been Louis XIV, an underlined leader, he would not have 
had the choice to ransom it back. 
Had the Bourbon player rolled a 3 or less on the final siege roll, which would have meant a modified roll of 5 or less, he would not have inflicted 
enough losses to capture the fortress. With no Action rounds remaining, the siege would have been lifted, all markers removed and Catinat 
and the 1-4 minor leader and their corps moved back to a Bourbon-controlled space adjacent to Strasbourg. He would have had to wait until 
1675 to try again.
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17.5.9 Leaders in Captured Fortresses. Named leaders in 
captured fortresses are captured as per battle (16.3.2) and are 
immediately eliminated unless the owning player gives up VPs 
equal to the named leader’s TR; move the VP marker in the 
direction that benefits the non-owning player. Captured minor 
leaders, and named leaders for whom the VP cost has been paid, 
are placed on the turn track to return as a reinforcement the 
following turn. 

17.6 LIFTING A SIEGE 

A siege remains in effect as long as there is at least one besieging 
corps in the space. If the besieging force leaves the space for any 
reason (i.e. retreats after battle or as required during Winter 
Quarters) the siege is lifted. Any Continued Siege and Fortress 
Strength markers are immediately removed. If the besieging 
force retreats out of a space as a result of an active army attacking 
that force, it is possible for the active player to be overstacked 
(depending on whether or not an active corps is inside the 
fortress). See 4.1.2.

18. WAR WEARINESS
The Dutch republican government was caught unprepared by the 
French invasion, lulled into a false sense of security by a system of 
alliances that the Bourbon monarchy had secretly dismantled. Louis 
XIV, for his part, assumed the Dutch collapse would be in weeks. He 
had underestimated Dutch determination and no preparations had 
been taken to deal with the Water Line defenses. The economy of Louis’ 
English allies was still recovering from the 1664-67 Dutch War and 
would not long survive extended conflict. The Austrian Habsburgs 
were facing a renewed Ottoman threat, while Spain was unable to 
defend its still extensive but increasingly ramshackle empire. In short 
no one was ready to fight a long war.

18.1 WAR WEARINESS TRACK

The ability of both players to sustain the war effort is marked on 
the War Weariness Track (WWT). Place all three War Weariness 
markers on the 0 space of the WWT at the start of the game. 
Place the Event markers on the numbered spaces indicated. The 
event is triggered, and the marker removed, when the appropriate 
War Weariness marker reaches that space. The Dutch War 
Weariness marker triggers only Alliance events (2, 5, 7, 9), the 
Bourbon  marker only triggers Bourbon events (3, 6, 8, 9), and the 
Combined marker only triggers Combined events (16, 17, 20), 
which determines when the game ends. 

Play Note: In general, the more sieges and large battles you fight, 
the faster the WWT markers will move, and the quicker the game 
will end.  

18.1.1 Tracking War Weariness. Each time a Dutch or Bourbon 
War Weariness marker is moved, move the Combined War 
Weariness marker the same number of spaces (so the Combined 
marker will always be the total of the other two). (Beginning 
1674, as a reminder if a marker has been advanced, markers can be 
flipped onto their back until their first move). Markers are moved 
immediately following an action that generates an advance. Losses 

generated from one battle are assumed to happen simultaneously, 
so War Weariness marker moves in this case are also considered 
simultaneous.

18.1.2 Factors adding to War Weariness:

•	 Event Card play (as indicated by the card text)

•	 Fortresses:
+1: Loss of a 2 strength fortress home space (the side 

which loses the fortress) (immediate upon occurrence).  
+2: Loss of a 3 strength fortress home space (the side 

which loses the fortress) (immediate upon occurrence). 
EXCEPTIONS: 
•	 During the 1672 turn only, any Dutch home space 

fortress lost moves the Dutch War Weariness +1.
•	 The first time (only) Bourbon lose control of Cologne, 

Coblenz or Trier (due to siege or events) +1 to Bourbon 
War Weariness for each space (immediate upon 
occurrence).

Example: Nijmegen is captured by the Bourbon player 
(Dutch War Weariness is increased by +1). The Alliance 
player then recaptures Nijmegen – there is no change to 
Bourbon War Weariness.
Example: Strasbourg is captured by the Bourbon player 
for the first time. Since it began the game as an Empire 
home space, Dutch War Weariness is increased by +1. 
The Alliance player recaptures Strasbourg. Bourbon War 
Weariness is increased by +1, because Strasbourg is now 
considered a Bourbon home space (2.1.2). 

•	 Battles:
+1: The side(s) suffering at least 4 actual losses (including 

retreat losses, retreat by sea) in a battle
+1: The side losing a Famous Victory

Effects are cumulative (the side which suffers at least 4 losses 
and loses a Famous Victory would add +2 to War Weariness) 

•	 Nijmegen	Peace	Talks: Bourbon or Dutch War Weariness 
+1 (see 18.2 #17).

• Test Act: Bourbon only, after Test Act is triggered, advance 
Bourbon War Weariness by +1 each Winter Quarters until 
English Neutrality occurs.

•	 Neutral Empire: Beginning with 1675, each Winter 
Quarters the Empire is still neutral, +1 to Dutch War 
Weariness.

•	 Flooding: The first time (only) the Dutch declare flooding, 
immediately advance Bourbon War Weariness by +1

18.1.3 Triggers. Events are implemented immediately when 
triggered, and the counter removed from the track (events can 
only occur once). In the unlikely event of one or more events being 
triggered at the same time, the lower numbered event occurs first. 
When triggered, remove the counter from the track (i.e. an event 
cannot be triggered twice).
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Example: The Dutch and Bourbon War Weariness markers are 
on the 4 space. After a battle, the Alliance players loses 4 hits and 
the Bourbon player loses 5 hits. Since both players are assumed to 
simultaneously apply losses from the battle, War Weariness markers 
are also assumed to move simultaneously.The Alliance player moves 
Dutch War Weariness up one space to 5 Habsburgs go to War, and 
the Bourbon moves its marker two spaces, triggering 6 Münster 
Makes Peace. Event 5 is applied first, followed by event 6.

18.2 WAR WEARINESS EVENTS

•	 Box 2, Dutch: Murder of the De Witts. Brothers Johan and 
Cornelis de Witt, leaders of the republican faction, were heros 
during the Second Dutch War, when the Dutch fleet sailed up the 
Thames and made off with the English flag ship in 1667, and for 
blocking Louis XIV’s first attempts at expansion in 1668. But the 
disastrous collapse of  Dutch defenses in the spring and summer 
of 1672, led to their arrest and lynching in some of the worst 
mob violence ever seen in Europe. William, Prince of Orange, 
became unchallenged head of state for the republic for the next 
three decades until his death in 1702.
Add Pr. William and 1 Dutch and 1 Subsidy Corps to any 
controlled Dutch fortress (whether besieged or not). This 
may result in a field battle – if so it is resolved immediately.

•	 Box 3, Bourbon: Test Act. The Test Act of 1673 was one 
of series of anti-Catholic measures enacted by the English 
parliament. The act of 1673 was largely directed against Charles’ 
support of Louis XIV’s war against the Dutch Republic, and the 
disastrous performance of the English fleet. Charles, facing an 
empty treasury and increasing hostility from parliament, would 
eventually be forced to make a separate peace. If the French 
wish to keep England in the war, they must supply resources 
and diplomatic pressure which is represented by increased war 
weariness.
Move Bourbon War Weariness +1 each Winter Quarters 
phase in which England is still an active ally of France. The 
Bourbons can declare English neutrality (7.2.1) immediately 
the Test Act is triggered, or at the start of its first activation 
(only) for a particular year to avoid this penalty. Place the 
Test Act marker in London as a reminder, and remove it 
when English neutrality is declared. 

•	 Box 5, Dutch: Habsburgs go to War.  Alarmed by French 
gains, Spain, Austria and the Empire declare war on France.
Spain, Austria and the Empire (including Bavaria, but 
not Brandenburg  if neutral – it remains so), if not yet at 
war, become active against the Bourbons. Increase annual 
Alliance RP +1. Mediterranean becomes Allied controlled.

•	 Box 6, Bourbon: Münster Makes Peace. Unable to keep up 
the heavy costs of the war in both men and money, Bernhard von 
Galen, Bishop of Münster, makes a separate peace.

1) Permanently remove Von Galen and all Münster 
Corps. Add 3 Subsidy Corps to the Alliance force pool. 
Remove any control markers from Münster. Both sides 
may freely move and trace LOC through Münster for 

the rest of the game (but may not stop there). Any other 
forces in Münster retreat according to usual rules. 

2) Brandenburg becomes active if currently neutral. Add 
Fr. Wilhelm and 2 Empire Corps to the turn track for 
the following year as reinforcements. If Brandenburg 
is currently active, leave Fr. Wilhelm and the Empire 
Corps where they are. 

3) If the English Fleet Sails card is played after this 
event has been triggered, ignore the provisions 
regarding Brandenburg neutrality on the card (i.e. if 
active Brandenburg remains active). The +1 Dutch 
War Weariness effect of the card still takes place (this 
represents disruption to trade due to now unopposed 
English commercial competition).

•	 Box 7, Dutch: An English Wedding. The marriage of William 
and Mary Stuart,daughterof James II, in 1677 cemented the 
Anglo-Dutch alliance. The union would give William a pretext 
to invade Britain and claim the English throne in 1688, and 
present a united Anglo-Dutch front against the Bourbons for the 
next 25 years.

1) Britain allies with the Dutch. All spaces in Britain 
and Ireland become Alliance controlled.  If England is 
not yet neutral, immediately implement the effects as 
detailed under English  neutrality (7.2.1). Then place 
a Minor Leader and 1 British Corps (Allied colors) in 
London and .5 corps in Dublin. Add 1 British Corps to 
the force pool. Increase annual Alliance RP +1. Alliance 
gain 2 VP. London serves as the capital for Alliance 
British corps only, not Bourbon Jacobite corps (see 
below).

2) Once an active Dutch ally, spaces in Britain and Ireland 
can be moved into and captured again by the Bourbon 
player. London, the Highlands or any Irish Home Space 
under Bourbon control can be used to build/replace 
Jacobite corps on the map or from the force pool. 
Jacobite corps can use London, the Highlands or any 
Irish space, if Bourbon controlled, as a supply source. 

•	 Box 8, Bourbon: Tax Riots. In large part due to the needs to 
finance the war, unrest and rioting break out in various parts 
of the country, but the Bonnets Rouges riots in Brittany are 
particularly severe. The French government moves swiftly and 
is able to suppress the dissention before any foreign intervention 
can bring aid.
Reduce annual Bourbon RP by 2 if  ≤ 2 Wealthy spaces are 
controlled, by 1 if 3-6 Wealthy spaces are controlled, or by 0 
if 7 or more are controlled. 

•	 Box 9, Dutch: Tax Riots. While the Dutch economy was more 
robust than the French, the Dutch populace also objected to the 
increasing costs of the war. Particularly serious rioting was 
centred in the ship-building town of Zaandam near Amsterdam.
Reduce annual Alliance RP by 1. 

•	 Box 9, Bourbon: Portugal goes to War. Portugal, recently 
having gained its independence from Spain, as well as having 
concluded a lengthy war with the Dutch in Brazil, was reluctant 
to become involved. But the old alliance with England and a 
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growing fear of the Bourbons led to Portuguese intervention 
against the French. 
Portugal becomes an active Allied power, with a Minor 
Leader and 1 Corps in Lisbon, and 1 in the force pool. 
Increase annual Alliance RP by +1.

•	 Box 16, Combined War Weariness Marker: Savoy goes to 
War. For much of this period Savoy vaccilated between an anti-
Bourbon and an anti-Habsburg stance.
Savoy enters the war. If Bourbon War Weariness is higher 
than the Dutch, it becomes a Dutch ally. If Dutch War 
Weariness is higher or equal to Bourbon, Savoy becomes a 
French ally. Add Minor Leader and 1 Corps (in appropriate 
colors) in Turin, and 1 Corps in the force pool.

•	 Box 17, Combined War Weariness Marker: Peace Talks 
Begin. Dignitaries gather in the Dutch town of Nijmegen to 
begin peace negotiations. Meanwhile, the soldiers continue to fight. 
Reduce both sides’ Annual RP by 1.
At the start of each following Campaign Phase, roll one die 
(either player) and apply the results: 1-2 Progress Made, 
Deal 2 Action Cards each; 3-5 Slow Progress, Deal 3 Action 
Cards each; 6 Heated Discussions, Deal  4 Action Cards each. 
If it is the 1678 or 1679 turn, after cards are dealt, advance 
the War Weariness marker on the lowest numbered space 
by one, or if both Bourbon and Dutch markers on the same 
space, advance the Dutch marker one space. Then advance 
the Combined Marker as usual. This might trigger #22 
Peace of Nijmegen (see below). Place the marker near the 
Nijmegen space as a reminder.

•	 Box 22, Combined War Weariness Marker:  Peace of 
Nijmegen. Treaty of Nijmegen is signed.
Peace negotiations are finalized and the game ends. Each 
player, in usual order, can play one more action card from 
their hand (if they have any). Then, the player with the lower 
War Weariness gets one special activation (i.e. as if you 
played a 1 point card, although no card is actually used and 
thus cannot be affected by Bad Weather). If War Weariness 
levels are equal, there is no special activation. Final VP are 
determined, and a winner declared. If triggered during the 
Event Phase or Winter Quarters Phase, there will be no 
Reinforcement or Campaign Phases. In this case, the player 
with the lower War Weariness still gets a special 1 point 
activation.

19. WINTER QUARTERS PHASE 
During the Winter Quarters phase the players simultaneously 
perform the following steps.

A. Check for and apply Bourbon War Weariness increase due 
to Test Act. Check and apply Dutch War Weariness for 
neutral Empire (beginning with the 1675 Turn). Beginning 
with 1674, if a player’s War Weariness marker was not 
yet moved that turn, advance it one space (Bourbon first). 
Adjust Combined War Weariness as needed.

B. Withdraw to Friendly Spaces: All forces in enemy-

controlled spaces must retreat. Retreats are conducted per 
16.4 and may result in overstacking. Corps that cannot 
retreat are eliminated and returned to the force pool, while 
leaders are put on the Turn track as a reinforcement for next 
turn. Per 16.4, a force withdrawing during Winter Quarters 
may retreat by sea if eligible. 
Play Note: Regarding Timing of Withdrawals: A force may 
not withdraw into a friendly-controlled fortress space being 
vacated by the enemy unless there is no other eligible destination. 
However, if it is the only destination, the moves are considered 
simultaneous, and the move is allowed. 

C. Remove Markers: Remove all of the following marker types 
from the map: Flooded, Famous Victory, Continued Siege, 
Reduced Fortress Strength and Demoralized. Players may 
also voluntarily remove one or more of their Fortified Lines 
during this step. 

D. Check for Automatic Victory. If the game has not ended, 
move the Turn marker to the next year on the Turn track 
and proceed to the next turn.

20. SCENARIOS
20.1 SCENARIO OPTIONS

Possession of the No Peace Without Honor game allows you to 
play the basic scenario, running from 1667 to (at most) 1679 (see 
20.2). If you also possess Nine Years War and No Peace Without 
Spain, you can play the Grand Campaign game (see 20.3). 

20.2 WAR OF DEVOLUTION 1667-68

While the Dutch Republic was distracted by an ongoing war against 
England, Louis XIV made a rapid invasion of Spanish Habsburg 
territories in the Netherlands and the Franche Comté. The struggle 
consisted largely of sieges as the Spanish could not field an army to 
contest the French. In game terms, French forces quickly captured Lille 
and Besançon. Alarmed, the Dutch and English made peace, and 
with Sweden, confronted Louis with a triple-alliance, a master stroke 
engineered by Johan de Witt. Not ready for a major war, Louis agreed 
to give up the Franche Comté at the treaty negotiations at Aachen, but 
kept Lille. Louis never forgave the Dutch Republic for what he viewed 
as a betrayal from an erstwhile ally.

The Bourbon must make an initial choice before set up, which 
affects initial control of Lille or Besançon,	starting	RP	level	and	
starting VP level.

20.2.1 Treaty of  Aachen (Aix-la-Chapelle)
The Bourbon player, during set up, can choose one of two options:

•	 Option 1: Give up Franche Comté

During set up, Besançon	 is	 considered	 a	
Spanish Home space. Place the special 
Besançon	 Spanish	 Control	 marker	 on	
Besançon.	It	begins	with	FS	1,	but	it	is	always	
worth 2 VP. The FS may never be replenished 
to above 1, until Bourbon gains control. If it 
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becomes Bourbon controlled, it permanently becomes FS 2 
as printed (remove the Spanish control marker),  and is now 
considered a Bourbon Home Space. Lille is a FS 3 fortress, 
Bourbon Home space as printed. VP start at 11; Bourbon 
RP 6. 

•	 Option 2: Give up Spanish Flanders

During set up, Lille is considered a Spanish 
Home space. Place the special Lille Spanish 
Control marker on Lille. It begins with FS 2, 
but it is always worth 3 VP. The FS may never 
be replenished to above 2, until Bourbon gains 
control. If it becomes Bourbon controlled it 
permanently becomes FS 3 as printed (remove the Spanish 
control marker), and is now considered a Bourbon Home 
Space.	Besançon	is	a	FS	2	fortress,	Bourbon	Home	Space	as	
printed. VP start at 9; Bourbon RP 5

20.3 NO PEACE WITHOUT HONOR 

Notes on set up: When “.5” is indicated for the number of corps 
in a space, this means a reduced strength corps (e.g. 1.5 Subsidy = 
one full strength and one reduced strength Subsidy corps). 

20.3.1 Dutch-Allied Setup
Amsterdam:  .5 Dutch Corps, 
Groningen: Johan Maurits, .5 Subsidy Corps 
Liège:	.5	Dutch	Corps
Lobith: .5 Subsidy Corps, 1 Lines 
Empire/Subsidy Box: Fr. Wilhelm, 2 Empire Corps
Force Pool: 2 Dutch Corps, 2 Subsidy Corps

20.3.2 Neutrals Setup
Antwerp: Villahermosa, .5 Spanish Corps
Besançon: Control (but see 20.2.1)
Cadiz: .5 Spanish Corps 
Lille: Control (but see 20.2.1)
Madrid: Minor Leader, .5 Spanish Corps
Mainz: Lorraine, 1 Empire Corps  
Milan: .5 Spanish Corps 
Munich: Max. Emmanuel, 1 Bavarian Corps
Nuremberg: 1 Austrian Corps, 1 Subsidy Corps 
Ostend: .5 Spanish Corps
Strasbourg: Control
Vienna: Montecuccoli, 3 Austrian Corps
Force Pool:  2 Austrian Corps, 1 Bavarian Corps, 1 Empire 
Corps, 1 Spanish Corps

20.3.3 Bourbon Setup
Besançon: Control (but see 20.2.1)
Coblenz: Control
Cologne: Control, Turenne, Luxembourg (on Minor 

Leader side*) 8 French Corps 
Derry: Control
Dublin: 1 Jacobite Corps, Control
Dunkirk: Minor Leader, 1 Jacobite Corps  
Edinburgh: Control
Freiburg: Control
Highlands: Control

Kinsale: Control
Lille: Control (but see 20.2.1)
London: 1.5 Jacobite Corps, Control
Lyons: Catinat (on Minor Leader side), 3 French Corps  
Münster: Control, von Galen, 2.5 Münster Corps
Paris: Minor Leader, 3 French Corps, 
Philipsburg: Control
Toulouse: Noailles, 3 French Corps 
Trier: Control, Condé, 4 French Corps
York: Control
Force Pool: 3 French Corps

* Optional Rule: In the standard setup, the 
French monarch is assumed to be with Turenne’s 
headquarters. This option allows the Bourbon 
player to add Louis physically to the game which 
brings both benefits and drawbacks, and adds a few 
more special rules. 

At start, set up the Louis XIV leader counter instead of the Minor 
Leader side of Luxembourg. A force with Louis XIV cannot be 
voluntarily reduced to less than 4 corps (reduced or full strength), 
nor can Louis be voluntarily moved to a space with fewer than 4 
corps. Louis must be stacked with at least 4 corps (reduced or full 
strength) at the end of the Campaign phase or increase VP +1 (the 
Sun King cannot be used to command a diversionary force or command 
a minor garrison!).

If Louis is part of the stack that eliminates the Fortified Lines in 
the Lobith space in 1672, VP is -2 instead of -1. 

In the 1673 Reinforcement phase, add the Luxembourg leader on 
his named side. Remove Louis XIV, OR keep Louis on the map 
for 1673, but increase VP +1 (Louis cannot afford to be absent from 
Versailles for too long). Louis XIV, if still in play, must be removed 
from the game during the 1674 Reinforcement phase.

If Louis XIV is eliminated, DYNASTIC UPSETS penalties 
apply (there is no replacement leader for Louis, the marker is 
removed if eliminated). 

DYNASTIC UPSETS: The following rules are only used with 
the named leader Louis XIV:

a) If eliminated in battle or siege, increase VP by 5

b) If captured in battle, Louis must be ransomed back – he 
cannot be voluntarily eliminated.

20.3.4 Marker Setup

Location Marker
9 or 11 VP
MED Control Box Bourbon Control
ATL Control Box Empty
Alliance RP 2
Bourbon RP 5 or 6
1672 Turn
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20.3.5 Reinforcements:

1673: promote Luxembourg 

1674: promote Catinat; Montecuccoli quits in a huff (flip to 
minor leader side)

•	 If		already	on	the	Minor	Leader	side	due	to	elimination,	this	
counter remains in play (and ignore the 1675 Montecuccoli 
reinforcement).

1675: Lorraine dies (flip to Minor Leader side); Johan Maurits 
retires (if still in play, flip counter to Minor Leader side); add 
Waldeck;        Montecuccoli returns to service – unless on Minor 
Leader side due to previous elimination – flip back to named side, 
1 Austrian Corps

1676: Charles, 1 Austrian Corps; Montecuccoli retires (if still in 
play, flip Montecuccoli to Minor Leader side); Condé retires (flip 
Condé to his Minor Leader side)

20.3.5 Events:

WWT Event 2: add Pr. William, 1 Dutch Corps, 1 Subsidy 
Corps to map

WWT Event 6: add 3 Subsidy Corps to force pool, remove Von 
Galen and 3 Münster Corps

WWT Event 9: Minor Leader, 1 Portuguese Corps in Lisbon, 1 
Portuguese Corps in the force pool

WWT Event 16: Minor Leader, 1 Savoy Corps in Turin, 1 Savoy 
Corps in the force pool (Alliance or Bourbon color as required)

Commit Yet Greater Cruelties Event Card: add 1Dutch Corps, 1 
Subsidy Corps to map

20.4 SPECIAL RULES

20.4.1 Skip the Reinforcement phase for the 1672 Turn. French 
have initiative for the entire game.

20.4.2 Water Line. “All the roads are impassable, and nobody would 
dream of moving about unless he’d turned into a duck,” complained 
Marshal Luxembourg. While the French delayed after the fall of 
Naarden, the Dutch secured the sluice gates at Muiden in front of 
Amsterdam. The gates were opened to flood the so-called Water Line, 
a system of marshes, canals and fortresses. Unusually heavy autumn 
rains made the inundations especially effective, turning fields into 
quagmires and making most roads impassible. French supplies were 
interrupted and morale severely affected.

For the cost of 2 Actions (use one 2 Action card, or use 2 
Actions from a 3 Action card) the Dutch may declare flooding 
in effect. Bourbon treats Amsterdam and Naarden as Barren for 
the remainder of this year (stacking limit 4), while the Alliance  
treats the spaces as Normal (stacking limit 8, due to control of the 
barge traffic on inland waterways to move troops and supplies). 
Overstacked units must immediately retreat following usual rules 
(as if an Attacker after a battle, see 16.4.2 – losses if any do not 
affect War Weariness 18.1.2 or Famous Victory penalties 16.5.2). 
Bourbon siege rolls made in either space have a -1 DRM (if the 

Alliance controls the North Sea, Amsterdam will get an additional 
-1 modifer as a port). Place the Amsterdam and Naarden flooded 
markers as a reminder. Remove the markers during the Winter 
Quarters phase of the year they are placed. 

IMPORTANT: The first time flooding is enacted, immediately 
add 1 to Bourbon War Weariness.

20.4.3 No Allied Co-ordination.  Imperial leaders especially, 
many with years of experience, were highly reluctant to give overall 
command to an unproven 20-something Dutch princeling. One big 
French advantage was a (relatively) united command. At the battle 
of Seneffe, the Imperial commander Count de Souches refused to co-
operate with William, and a catastrophe was only narrowly averted by 
the stubborn defense of the Dutch infantry.

Allied Leaders from different nationalities may not add their 
TR together – only the TR of Leaders from one nationality 
may be combined.  Austrian and Empire (including Bavaria and 
Brandenburg) Leaders are considered the same nationality for 
these purposes. For example, William could combine with Johan 
Maurits, but neither could be combined with a non-Dutch leader. 
The Command Dispute card only affects Allied armies where two 
Leaders could add their TR together. This condition ends with the 
beginning of the 1676 turn.

20.4.4 On the Job Training. William only gets a TR of 2 if 
commanding a force that consists of Dutch Corps (Subsidy 
troops count as Dutch as long as there are an equal or greater 
number  Dutch Corps in the combined force), otherwise his TR 
is reduced by 1. This condition ends beginning with the 1676 turn.

20.4.5 Tempting Fate. Usually commanding from the front, William 
had more than one narrow escape in his many battles. At St. Dénis, 
Overkirk saved him from a French dragoon about to fire a pistol into 
his chest. 

Once per game, Pr. William (or once during the Campaign Game 
as either Pr. William or William III) can reroll a Leader Casualty 
result. This second result must be followed.

20.4.6 The Old Italian Master. Montecuccoli, Imperial marshal 
of renown from several earlier wars, especially against the Turks, 
resigned his commission, offended by the appointment of the Elector 
of Brandenburg as Imperial commander in chief, ahead of himself. He 
returned to service in 1675 after the elector had been soundly defeated 
by Turenne. 

In the 1674 Reinforcement phase, flip Austrian Leader 
Montecuccoli (if still in play) to his Minor Leader side. Flip back 
to his named side as a reinforcement for 1675, with 1 Austrian 
Corps. Montecuccoli is considered to have a TR of 1 in field 
battles, and a TR 2 when conducting sieges.  

20.4.6 An Old Dutch Master. Due to age and failing health, he 
retired from active service early 1675. During the Reinforcement 
phase of the 1675 turn, flip the Johan Maurits counter, if still in 
play, over to its Minor Leader side.

20.4.7 Dynasties. The death of William with no clear successor would 
severely damage the prospects of the House of Orange. It is assumed 
the Republican faction would again take power but continue the 
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war resorting to veteran leaders to command in the field. Likewise, 
the loss of Frederick would have seriously hindered ambitions of the 
Hohenzollern dynasty for Prussia.  

Pr. William and Charles have named leaders on their reverse sides. 
If eliminated, flip the counter over.  These new leaders, Würtz and 
Frederick are not replaced by a Minor Leader if eliminated, but 
are removed from the game.

Max. Emmanuel’s underlined status is ignored in NPWH, but 
comes into play if playing the campaign game (21.1).

20.4.8 Prussian Discipline. The military forces of Brandenburg, 
what would eventually become the Prussian army, had begun the 
reforms that would make them one of Europe’s most feared infantry.

Once per game, after all dice have been rolled for a battle, in which 
Fr. Wilhelm used his TR, the Alliance player can change the result 
of any one die up or down by 1.

20.4.9 Promotions. Luxembourg and Catinat begin the game 
on their Minor Leader sides. They are promoted according to the 
Reinforcement schedule.

21.0 THE WARS OF THE SUN   
 KING 1667-1713

21.1 CAMPAIGN GAME

The following rules section connects No Peace Without Honor to 
Nine Years War and No Peace Without Spain.

21.2 WAR OF THE RÉUNIONS 1679-1684

Frontiers during this time period were ill-defined. The Réunions was 
a largely bloodless occupation of territories claimed by France, through 
the use of courts backed up by military intimidation. At the same time, 
Louis began to enact harsher restrictions on the Huguenots, leading to 
the revocation of the Edict of Nantes in 1685, ending almost a century 
of tolerance for the Protestant churches. Alarmed at Louis’ aggressive 
policies, the Empire, Sweden, Spain and a number of south German 
states met in Augsburg to form a defensive league. Meanwhile, William 
of Orange was finalizing his preparations to overthrow James II, 
and weld – what he hoped would be – a permanent alliance between 
England and the Dutch Republic. The next round between William 
and Louis was about to begin.

21.2.1 Set up for Nine Years War as usual, but use the flip side of 
any leaders killed in the previous game that would appear in NY. 
Remove all named leaders not required by the NY scenario (even 
if flipped to their Minor Leader replacement side). For example, 
the Pr. William leader is removed; use the William III counter 
instead. 
Special: If Pr. William was killed, this would effectively mean an 
automatic Bourbon victory in the combined games. If you want to 
continue anyway, use Waldeck to replace William III at game start 
(historically, the Dutch Field Marshal Würtz retired by the end of 
1674). Also set up an additional Allied Minor Leader. There will be 
no Glorious Revolution, so Jacobite England will remain as a Bourbon 
ally. Also, do not use the King William’s War rules.

21.2.2 Use the regular Nine Years War map (i.e. Naarden, 
Groningen and Münster spaces are no longer used, Amsterdam 
is	FS2	and	Liège	starts	as	a	Spanish	home	space).	Set	up	forces	
according to the NY scenario and use the counter mix limits of 
Nine Years War. Brandenburg in NY does not exist as a separate 
power. There are only Empire forces. Use all NY rules and 
markers, and set up, except as modified below: The home status of 
Liège,	Strasbourg	and	Besançon	might	change	based	on	based	on	
Chamber of Réunions table (this reflects the results of Treaty of 
Nijmegen as well as the Chamber of Réunions):

Chamber of Réunions

0: Louis achieves his war aims of controlling the upper and 
middle	 Rhineland	 and	 Franche	 Comté.	 Liège,	 Strasbourg	
and Besançon	 begin	 the	 game	 	 as	Bourbon	Home	Spaces	
under Bourbon control.  Starting VP 14

1-4: This is the historical result. Louis gains control of the Franche 
Comté and the upper Rhineland. Strasbourg and Besançon	
begin the game as Bourbon Home spaces under Bourbon 
control(usual set up).  Starting VP 15

5:	 Limited	gains	for	the	French.	Strasbourg*	or	Besançon	begins	
the game as a Bourbon Home space under Bourbon control 
(Bourbon choice). The other space begins as a Bourbon home 
space under Allied control.  Starting VP 15

6:	 Limited	 gains	 for	 the	 French.	 Strasbourg*	 or	 Besançon	
begins the game as a Bourbon Home space under Bourbon 
control (Allied choice). The other space begins as a Bourbon 
home space under Allied control.  Starting VP 16

7+: Habsburg territories are preserved status quo ante bellum. 
Strasbourg* and Besançon	begin	the	game	as	Empire	home	
spaces under Allied control. These spaces will only become 
Bourbon Home spaces if Bourbon controlled at the end of 
the NY game.  Starting VP 17

•	 Subtract	1	from	the	die	roll	if	the	Bourbon	won	a	Major	victory	
in NPWH. Add 1 if the Alliance won a Minor Victory, and add 
2 for a Major Victory in NPWH.

*If Strasbourg begins under Allied control, Bourbon starting 
forces here set up in Metz instead.

Players can indicate changes to the map using the standard Control 
Markers as well as the special Besançon and Strasbourg markers.

21.3 Optional Siege Rules: These rules can be used for any of the No 
Peace series of games. While the siege methods of Vauban and Coehoorn 
were similar, using encircling entrenchments which would slowly allow 
for the advancement of heavy artillery batteries to concentrate fire on 
key defensive positions, there was a difference in application. Vauban 
preferred a more methodical method allowing artillery to batter 
defenders into surrender and avoiding the need for costly assaults. 
While this method ostensibly saved attackers lives, a long siege could 
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eventually result in much more severe losses from disease and desertions, 
not to mention cost in ammunition and powder. Coehoorn sought to 
shorten the lengths of sieges by relying more on assaults, supported by 
direct fire from lighter but more mobile artillery pieces, like his own 
Coehoorn mortar.

Bourbon player: At the start of any siege, the Bourbon player 
instead of making a siege roll, can automatically choose a 2-3 
(0/0) result. You would place a continued siege marker as usual. 
Allied player: Once per siege, the Allied player may +1 to the 
siege roll (in addition to any other applicable modifications), but 
at the cost 1 loss (in addition to any other losses from the die roll 
result).

NO PEACE WITHOUT HONOR LEADERS

Pr. William: Willem III, Prince of Orange, and future King 
William III of England. 

Würtz: Paul Würtz, the reverse side of Pr. William, had many 
years of service in the Dutch republican army, ending up as a field 
marshal. He retired in 1674 due to age, but it is assumed, pending 
the death of William in battle, he would continue in service for 
the Republic. 

Johan Maurits: Johan Maurits, Prince of Nassau-Siegen, named 
the “Brazilian,” was a skilled and veteran commander with decades 
of service both at home and overseas. He saved Groningen and 
the northern provinces in the early part of the war. 

Waldeck: Prince Georg Friedrich von Waldeck was a skilled 
German-born soldier who fought for various German states, 
Sweden and ended his career as a Dutch Field Marshal under 
William III.

Lorraine: Charles or Karl IV, Duke of Lorraine. Long-time 
enemy of the Bourbons, he first lost his duchy to Louis XIII, 
regained it and then lost it again in 1670 to Louis XIV. The now 
exiled Duke served with considerable renown in the Imperial 
armies in both the Thirty Years’ War and the Franco-Dutch War. 
In 1675 he defeated the French at Konzer Brucke, but died the 
same year. He was succeeded by his son, Charles V. The duchy was 
not restored to his family until more than twenty years later.

Charles: or Karl V, Duke of Lorraine, son of Charles IV, created 
Generalfeldmarschall of the Imperial army in 1676.

Frederick: Son and successor to Fr. Wilhelm, Friedrich III 
von Hohenzollern of Brandenburg, served as an Imperial army 
commander. He later became King Friederich I of Prussia.

Fr. Wilhelm: Friedrich Wilhelm, Elector of Brandenburg, was a 
rival of Montecuccoli, and rose to command the Imperial armies. 
He died in 1688.

Max. Emmanuel: Maximilian II, Elector of Bavaria, was a career 
soldier, fighting both for and against the Empire.

Montecuccoli: Raimondo, Count of Montecuccoli, was a long-
serving Imperial general of Italian birth. He was a rival of Turenne 
and the “the Great Condé.”  

Villahermosa: Carlos de Aragón de Gurrea y de Borja, 9th duke 
of Villahermosa, was governor of the Spanish Netherlands. 

Condé: Louis, Prince de Condé was never quite trusted again 
after his role in the wars of the Fronde against the crown, but his 
undoubted military skills eventually led to his reinstatement in 
high command. He retired from active service due to illness by 
the end of 1675. 

Luxembourg: François	Henri	de	Montmorency-Bouteville,	Duke	
of Piney-Luxembourg, became the leading French commander 
of his day, but his relations with court officials were not always 
smooth.

Turenne: Henri de La Tour d’Auvergne, vicomte de Turenne, the 
third in the triumvirate of great French marshals in the second 
half of the 17th century, along with Condé and Luxembourg, was 
killed in combat in 1675.

Catinat: Nicolas Catinat, French marshal, rose to prominence 
during the Dutch War. 

Noailles: Anne Jules de Noailles, was one of the chief generals of 
France towards the end of the reign of Louis XIV.

Von Galen: Prince-Bishop of Münster, Bernhard von Galen, arch-
enemy of the Dutch Republic, led an invasion of the Netherlands 
in the Second Anglo-Dutch War, and repeated the attempt five 
years later in 1672.

CARD NOTES:

No. 1 English Fleet Sails
This is one of the more powerful cards if it appears early, and with 
control of the Atlantic, the Bourbon player may be able to make a 
naval landing, or move more English troops to the Continent. As 
the game progresses, however, its effectiveness may be passed by 
other game events, such as Dutch Naval Victories and Münster 
Makes Peace. The effect on Dutch War Weariness always applies.

No. 4 Commit yet Great Cruelties
French forces enacted a number of civilian massacres at 
Bodegraven, Maastricht and elsewhere as a means to terrorize 
their opponents into surrender. Dutch pamphleteers were able to 
effectively use these acts  for anti-French propaganda and bolster 
support for the war.

No. 5 Dutch Naval Victories
This card is another powerful one, permanently eliminating 
Bourbon naval power in Atlantic.

No. 6 Colonial Wars
Louis’ limited war against the Dutch, not only expanded to 
include much of Europe, it also opened up theatres of operation 
around the globe.

No. 7 Steal a March, Siege of Bonn
If played during the first turn, the assumption is the Dutch 
government has gotten wind of French plans and makes a pre-
emptive strike. There will be limited forces available, however, to 
move to Cologne – Fr. Wilhelm with 2 Empire corps and Johan 
Maurits with .5 Subsidy corps.
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No. 8 Cannon Ball Kills Turenne
If it appears early, you can use it to remove Condé. He’s going to 
retire in 1676 due to ill health anyway, so you can assume fatigue 
or a battlefield wound has accelerated his ailments. Otherwise the 
French will be down two 2 strength leaders.

No. 10 Swedish Alliance
This card represents Swedish intervention into eastern and central 
Germany.

No. 12 Cannon Shot Kills De Ruyter
This card gives the Bourbon control of the Mediterranean, and 
allows an immediate invasion of Naples.

No. 14 Turkish Threat
Until the decisive Ottoman defeat at Vienna in 1683, the Austrian 
Habsburgs always had to keep watch on their eastern and southern 
frontiers. If played when Austria is still neutral, ignore this card – 
it has no effect. 

No. 15 Dunkirkers
As the dominant naval power, the Dutch fleet was often spread 
thin, especially in the latter part of the war. French commerce 
raiders exploited this.

No. 16 Vauban and Coehoorn
This card, especially combined with a Traitor, might allow for a 
successful siege of Amsterdam and a Bourbon automatic victory!

DESIGNER’S NOTES:
The mutual, and what became a life-long, animosity between 
Louis XIV King of France and Willem III Prince of Orange (later 
William III of England) began in 1672 (the French monarch had 
not yet celebrated his 34th birthday and William at 21 had just 
reached the age of majority). During the Wars of Religion and the 
Thirty Years War, the Protestant Dutch republic and the Catholic 
French monarchy were traditional allies against Habsburg 
hegemony in Europe. Even during the Second Anglo-Dutch 
War, although the French gave little concrete aid, the traditional 
alliance held. Towards the end of this conflict, however, Louis 
embarked on a side-show, what was to be a quick land grab at 
the expense of Spanish Netherlands. The Spanish Habsburgs had 
fallen a long way from their former great power status. An army 
to oppose the Bourbon monarch could not be raised, and in a 
series of rapid sieges, the Spanish lost a number of fortresses in 
the Netherlands and Franche Comté. 

The Dutch republican government under Johan de Witt rapidly 
formed a triple alliance with Sweden and their recent foes, the 
English. Isolated, Louis had to agree to peace talks at Aachen 
(Aix-la-Chapelle), and while he was forced to give up a number 
of conquests, he was allowed to keep others, in particular the 
Flemish fortress city of Lille. Still, Louis viewed Aachen as a deep 
humiliation. 

Satisfied that the balance of power was secure, de Witt proceeded 
to rapidly cut back the size of the Republic’s armed forces from 
its expensive war-time establishment. But Louis never forgave, 
and he never forgot. By secret treaty, he detached the Republic’s 
allies. Sweden would not be directly involved but would attack 

Brandenburg, the one remaining Dutch ally. France would launch 
a massive invasion, unexpectedly from the east, by moving in a 
wide swing around Maastricht. England would launch an invasion 
from the sea with the combined Anglo-French fleets.  Münster 
would complete the encirclement with an attack on the north. In 
game	terms,	France	would	take	Maastricht/Liège	and	Nijmegen,	
England would get Bergen-op-Zoom, and Münster, Groningen. A 
rump principality of Holland would be left based on Amsterdam, 
under the restored House of Orange, headed by what was assumed 
to be an easily dominated youth, Prince William. 

Louis’ assumption of an easy victory, however, foundered on three 
points: there had been no provision to deal with the Water Line 
defenses in front of Amsterdam; De Ruyter and the Dutch navy 
was not swept aside (and repeated defeats would force England 
out of the war by1674); and William proved to be an effective 
organizer and commander – and an inveterate enemy. By the end 
of the third year, the war had opened out into European conflict, 
and by its end would encompass almost the entire globe. Europe, 
aside from a few years, would not see peace for the next four 
decades.

The base map of the No Peace series allowed just enough room to 
allow for some of the peculiarities of the 1672 invasion, such as 
Louis’ famous crossing of the Rhine at Lobith. The Amsterdam 
fortified area has been divided into two with a new fortress at 
Naarden. Groningen and Münster have been added to show the 
northern theatre.  The initial battles will be concentrated within 
the relatively small area of the Dutch Republic. But, as the Dutch 
army grows and their allies enter the war, strategic opportunities 
will also open up. The Bourbon player could keep driving into 
the Republic in an attempt to capture Amsterdam and win an 
automatic victory, or can shift focus to the Spanish Netherlands, 
the Rhineland or Italy to pick up victory points there. Spain is a 
less likely option, and the French might even try an invasion of 
England – a kind-of-Catholic Glorious Revolution. At the peace 
treaty of Nijmegen in 1678, Louis was far from defeated, although 
frustrated in his main goal in crushing the Dutch Republic. In the 
long term, William’s main goal would be achieved, albeit at the 
expense of Dutch naval and economic supremacy: the creation 
of a coalition of European powers, principally Spain, Austria, 
England and the Republic, to contain Bourbon expansionism and 
establish a kind of balance of power.

Maybe it’s the colour. Orange just doesn’t seem intimidating. Red 
is associated with deep emotion, aggression, anger, love. Red is the 
color of alarm. The red flag is raised when warships are about to 
engage in combat.  Red is the color of blood. Orange is not a color 
of aggression. Psychological studies on the impact of the color of 
sports uniforms show that orange, while it shares some attributes 
of red, denotes joyful rather than aggressive action. In any case, 
in English-language historiography, “Prince of Orange” often 
immediately equates with military incompetence. There is the first 
William, of the Dutch Revolt, called the Silent. While he might 
be acknowledged to be a competent diplomat and organizer, his 
military reputation is poor. Skip ahead a century to William III, 
who again is classed as a third-rate field commander, who only 
won one battle, the Boyne, and that against a rag-tag army. Jump 
another century, and you have Prince William at Waterloo, almost 
losing the battle on several occasions, according to traditional 
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English histories – disasters retrieved time after time only by 
Wellington’s genius.  Of course, these characterizations are gross 
exaggerations. 

Below is a brief outline of William III’s military career. Overall 
he personally commanded at nine major sieges (successful in five), 
and seven major battles (three losses, one draw, three victories). 
Determining the winner in a battle is not always clear cut, and what 
we would call decisive battles were rare. For most contemporary 
observers, the victor was the army holding the field. But a tactical 
victory did not always – or even often – translate into a strategic 
advantage. Most battles of this era were fought in conjunction 
with siege warfare: to prevent a siege; to cover a siege; or to break 
a siege. A tactical loss on the battlefield, if it resulted in saving a 
fortress under siege can be seen as a strategic victory. 

Game Note: If attrition will be in your favor, it can be a useful strategy 
towards the end of a campaign year to attack an enemy at less than 
ideal odds. Your goal is to inflict casualties that can cripple an army 
and maybe make a successful siege less likely. Even if your army becomes 
demoralized, it will recover during the upcoming winter quarters. Your 
enemy may have a more difficult job replacing those losses over the long 
term.

This list looks at three factors: casualties, tactical and strategic. 
Casualties should be straight forward – the side that lost the least 
wins; but getting accurate casualty figures can be problematic. 
Tactical success is based on who held the field. Strategic success 
can be subjective, but it is usually clear whether a specific objective 
was achieved, for example the fall or succour of a particular fortress.

Dutch War 1672-78

1. Failed Siege, Naarden, Sept. 28, 1672
2. Battle of Woerden, Oct. 12, 1672: William 7000 men vs 

Luxembourg 9000 men. William attempts to besiege the 
small fortress town, but Luxembourg attacks with 9000 
men. A Dutch holding force of just 1500 men is defeated, 
and loses 700 men, but the French suffer 2000 casualties. 
William is forced to abandon the siege. The French hold 
the field for a tactical victory, but clearly lose on casualties. 
William is forced to abandon the siege, so a strategic victory 
for the French, but it also marked the first offensive move 
by the Dutch, and showed they could fight.

3. Failed Siege, Charleroi, Nov. 1672
4. Successful Siege, Naarden, Sept. 6-12, 1673
5. Successful Siege, Bonn, Nov. 7, 1673
6. Battle of Seneffe, Aug. 11, 1674 William with 66,000 men 

(Dutch, Spanish, Imperial) vs Condé with 45,000, with an 
ambitious plan to invade France and ultimately threaten 
Paris. This plan is not supported by his Spanish and Imperial 
subordinates.  After 12 hours of see-saw fighting, both 
armies held their positions at dark. Both armies retreated 
the following morning. French casualties were 8-10,000 
against 10-14,000 allied losses. Losses among the Imperial 
troops were light supporting William’s claim that the 
Austrian commander De Souches had kept most his troops 
out of the fight. Bourbon win in losses, but a tactical victory 
for William. Dutch siege of Grave brought to a successful 

conclusion.  
7. Successful Siege, Grave Oct. 9 1674
8. Failed Siege, Maastricht, July 11-Aug. 29, 1676
9. Battle of Kassel (also Cassel) April 11, 1677 William with 

32,000 allied troops vs Luxembourg with 34,000. William 
attempts to relieve siege of Kassel. William storms French 
trenches but is thrown back by French cavalry. Each side 
loses about 4000 men, William retreats intact. Strategic 
and tactical victory for Luxembourg, but a draw in terms of 
casualties.

10. Battle of St. Dénis Aug 14-15, 1678 William with 35,000 
allied troops vs Luxembourg with 50,000 (not including 
20,000 more troops besieging Mons). William storms 
French entrenchments and captures Luxembourg’s HQ. 
French counterattack, retaking most of their trenches but 
fail to retake the HQ. Each army suffered 2500-4000 
casualties, but Luxembourg withdraws after darkness in 
some disorder, leaving baggage and wounded behind. 
Siege of Mons abandoned. William can claim a tactical 
and strategic victory (breaking the siege of Mons), with 
a draw in terms of casualties, even though this battle is 
often claimed as a French victory! (based on some casualty 
numbers that give the Allies slightly more losses than the 
French).

Glorious Revolution/Irish War 1688-91

11. Battle of the Boyne, July 11 1690 William with 34,000 
vs James II with 23,000. Even though losses were close, 
William wins both a tactical and a rare decisive strategic 
victory.

12. Failed Siege, Limerick August 1690.

Nine Years War

13. Battle of  Steenkerk Aug. 3, 1692 William with 70,000 allied 
troops vs Luxembourg with 57,000. Losses were about 7000 
each, but William withdrew after darkness. French had to 
abandon	further	operations	against	Maastricht	and	Liège.	
Both sides claimed victory, but losses were roughly even, 
and while Luxembourg won a tactical victory, it was a clear 
strategic victory for William, almost a reverse of Seneffe.

14. Battle of Neerwinden  July 29, 1693 William with 50,000 
against Luxembourg with 80,000. The allies lost 12,000 
troops to 8000 French. French can also claim a tactical and 
strategic victory. This is often considered Luxembourg’s 
greatest victory, but still failed to produce decisive results.

15. Successful Siege, Huy, Sept. 27, 1694
16. Successful Siege, Namur Sept. 5, 1695 Dutch siege master 

Menno van Coehoorn’s crowning achievement. This proved 
to be a decisive strategic and moral blow to the French, with 
no further major campaigning in the Netherlands. (Yes, the 
man’s name is spelled Coehoorn, and the mortar named 
after him is usually spelled Coehorn.)
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8. SEQUENCE OF PLAY 
NPWH is played in Turns, each of which represents one year. Each Turn is divided into the following phases: 

1. Event Card Phase (9.0) [initiative player chooses who goes first]
a. Draw Event cards. 

2. Reinforcement Phase (12.0) [initiative player chooses who goes first] Skip on the 1672 turn.
a. Use Resource Points to build and restore Corps, construct Fortified Lines.
b. Place reinforcements. 
c. Promote/Transfer Leaders. 

3. Campaign Phase (13.0) [variable first player] 
a. Shuffle Action card deck if necessary and deal Action cards. 
b. Determine first player. 
c. Conduct Action Rounds 

4. Winter Quarters Phase (19.0) [simultaneous] 
a. Check and increase Bourbon War Weariness due to Test Act. Check and increase Dutch War Weariness 

each turn, starting with1675, that the Empire is still neutral. Beginning with 1674, if a player’s War 
Weariness marker was not yet moved that turn, advance it one space (Bourbon first – as a reminder, 
markers can be turned 180° until their first move). Adjust Combined War Weariness as needed.

b. Withdraw to friendly spaces; reduced strength fortresses recover.
c. Remove markers (Continued Siege, Fortress Strength, Famous Victory, Demoralized, Water Line). 
d. Check for Automatic Victory, if needed Advance turn marker.
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