Renaissance 1505 – Campaign Rules

1. Movement
· We shall be using “Diplomacy” movement (i.e. an army may move from one province to the next in one bound).

· Fleets, however may move two sea areas in one bound.

· Simultaneous movement will be adjudged by the umpire and contacts evaluated in the same way.

2. Forces
· Forces for each nation will be allocated as per the attached schedule.

· Each nation will be allocated points for an expeditionary army (i.e. one that can invade others’ territory) and more points for a home-defence army. This is made up of levies and untrained men who fight as a last resort. The home defence army will never leave national territory (not even to enter conquered territory) and will not fight at all if the expeditionary army is present on home soil. The home defence army must not contain any mercenaries – it must consist of “native” troops.
· Forces may move independently provided that at least one general, paid for out of points allocation, is present with the force. This applies to the home-defence force also.
3. Fleets
· Certain nations in the campaign will be allocated fleets. They will be given a points total which will be used to purchase vessels. These may be warships or transports. (Bear in mind that in this period the distinction was not great) Note that some of the points must be used to buy at least one admiral to command the fleet. Any independent squadrons must also have an admiral.

· Each ship may embark 50 points worth of land troops.

· Embarking or disembarking an army will be included in the fleet movement, provided that it takes place at a friendly port.

· If no port is available, embarkation or debarkation will take a full bound.

· Naval combat will be fought using the Club’s “Might & Main” rules. 

· Unlike in Diplomacy fleets may not occupy coastal provinces. 

4. Combat
· Only one army of 400 points or less may occupy any province at any one time.

· Where an army moves into a province that is occupied by an enemy force, a battle will result.

· All battles will be fought using DBR v2.0 rules, including terrain generation, although the time of day and weather rules will not be used. If a battle results in one army being totally defeated (according to the DBR rules) the fate of both the victorious and beaten armies is as given in DBR v2.0 p. 27.

· If no conclusion is reached in a battle (e.g. because you run out of time), the game must be replayed with exactly the forces that existed when the battle ceased, although a new terrain must be generated.

· Once a conclusion has been reached, the loser will immediately evacuate the province in a direction away from the victor. He may not evacuate to a province that is directly behind the victor’s battle line. He may not move into a province that is already occupied either by friends or enemies. He may not re-embark aboard a friendly fleet. If there is no available free province to retreat into the beaten army will be considered to be destroyed and the remaining points value will be reconstituted on home territory.

· Once a conclusion is reached, both sides have to spend the next month stationary in their respective provinces, to recover after their exertions or lick their wounds. 

5. Conquest of Provinces
· The players control the following nations: Spain, France, Holy Roman Empire, Poland, Muscovy and the Ottoman Empire (see Appendix 1). 

· All other mainland provinces are considered to be neutral having home armies to defend themselves if/when attacked (see Appendix 2). These armies will not attack other countries although they made aid other neutrals if sufficiently threatened. In the event of a battle, the umpire (or an appointed deputy) will command such armies.

· The Mediterranean islands have no significant home armies (sorry “Knights of St John” etc) 

· To conquer any province, you have to march into it, defeat any local defence forces and then remain there with an army of at least 200pts during the subsequent move to “pacify” the inhabitants. 

· Note that the former provinces of Ladoga and Finland have been fallen off the edge of the world, so can no longer be invaded (assuming anybody ever wanted to in the first place).

6. Recruitment
· At the end of the campaign year (after the eighth bound) further points will be allocated to players in respect of provinces conquered. For each mainland province conquered a player may add 100 points and for each Mediterranean island 50 points.
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Appendix 1 – Forces Allocated to the Players

Spain [Spanish Imperial – Book 1, P9]

Ian McKevitt 


Initial Points
500 Expeditionary





300 Home defence





400 Fleet points

France [Valois French – Book 1, P12]

MIKE WASILEWSKI



Initial Points
750 Expeditionary





400 Home defence





300 Fleet points

The Holy Roman Empire [Maximilian Imperial - Book 1, P13]
DAVID HOWARD



Initial Points
600 Expeditionary





500 Home defence





400 Fleet points

Poland [Jagiellonian Polish and Lithuanian – Book 2, P9]
PETER JENKINS

+ ALAN EASTON



Initial Points
400 Expeditionary 





300 Home defence





Fleet:
None

The Ottoman Empire [Ottoman Turk, up to 1505 – Book 1, P16]
MIKE ROWLAND


Initial Points
700 Expeditionary





300 Home defence





500 Fleet points

Muscovy [Russian Traditional – up to 1505, Book 2, P8]
STEVE TULK 


Initial Points
300 Expeditionary





400 Home defence





Fleet:
None.

Notes.

· All fleet points are those for Might & Main.
· The home defence army must not contain any mercenaries – it must consist of “native” troops.
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Appendix 2 – Neutral countries with home defence forces

England [Early Tudor English – Book 1, P14]



Home army:
400 points



Home Fleet:
300 points

Sweden/ Denmark/Norway [Scandinavian Union, up to 1505 – Book 2, P5]



Home army:
400 points (combined)



Home fleet:
300 points

Portugal [Sebastianic Portuguese (Europeans only) – Book 3, P6]



Home army:
300 points



Home fleet:
300 points
The Italian City States  [Italian Condotta – Book 1, P5]



Home army:
3-400 points.



Home fleet:
0-400 points.

Hungarian [Hungarian – Book 1, P19]



Home army:
300 points

Carinthia/Herzogovnia/Voyvodina/Transylvanian [Wallachian or Moldavian, up to 1505 – Book 1, P24]



Home armies:
250 points (each)

Ukraine [Free Cossack – Book 2, P13]



Home army:
300 points

Crimea/ Astrakhan [Tartar, up to 1505 – Book 2, P10)



Home army:
300 points

Egyptian [Mamluk Egyptian – Book 1, P18]



Home army:
300 points



Home fleet:
300 points

Morrocco/Algeria/Tunisia/Lybia [Maghrebi, up to 1505 – Book 3, P7]



Home army:
250 points (each)



Home fleet:
200 points

N.B.
All fleet points are those for Might & Main.
Umpire’s Notes.

First of all, a BIG THANK YOU to RAY LUCAS, for allowing me to use a lot of his previous campaign rules and map. The campaign is set in 1505 and its primary objective is as a setting for battles with minimal administration. There are no “sieges” as such – it should be enough to beat the opposing army.

Each bound I shall be drawing a circumstance card from the pack, which will influence various parts of the map. The circumstances are:

1. Torrential rain over Poland and the Empire. All movement halted.

2. Torrential rain over Spain and France. All movement halted.

3. Drought in Muscovy and the Ottoman Empire. All movement halted.

4. Insurrection in Latvia. Send 200 points.

5. Peasants’ revolt in Armenia. Send 300 points.

6. Peasants’ revolt in Murcia. Send 200 points.

7. Torrential rain over Norway and Sweden. All movement halted.
8. Insurrection in Bohemia. Send 200 points.

9. Gales in Central Med, Adriatic Sea, Ionian Sea, Black Sea & Eastern Med. All ships seek port.

10. Religious rebellion in Poitu. Send 300 points.

11. Gales in Western Med, Cote d’Azure & Barbary Coast. All ships seek port.

12. Plague in Plymouth. All troops evacuate the province.

13. Plague in Barcelona. All troops evacuate the province.

14. Plague in Leipzig. All troops evacuate the province.

15. Plague in Rimini. All troops evacuate the province.

16. Plague in Lisbon. All troops evacuate the province.

17. Plague in Goteborg. All troops evacuate the province.

18. Plague in Arhus. All troops evacuate the province.

19. Plague in Minsk. All troops evacuate the province.

20. Plague in Cherbourg. All troops evacuate the province.

21. Gales in Norwegian Sea, North Sea & Heligoland. All ships seek port.

22. Gales in Skaggerak & Baltic Sea. All ships seek port.

23. Gales in Biscay, Irish Sea, Western Isles & English Channel. All ships seek port.

24. Gales in Atlantic North, Atlantic South & Cape St Vincent. All ships seek port.

Other conditions may be subsequently added, depending on how well players are doing (or not)……………  
