x1814 doc

This document is merely a collection of my thoughts about “The Summer of 1814” campaign. There is no real order to it, sorry.

· Unit strengths – in most scenarios I ‘roughed up’ their strengths. For units that fought in two ranks, I kept the number even. Companies would count off into files each day for battle, therefore making the number a multiple of two. I consider the units to only be tracking the fighting strength – privates, not the cadre.

· Alternate Weather pdt file has dawn break at 7 am, night fall at 5 pm with 10 hours of limited visibility of ½ mile – 20 hexes.

· There are 13 Branches in the campaign. Branches 2 – 7 have alternate weather copies so that players may find themselves fighting in good or bad weather.

· In the campaign descriptions given the players going into the actual battle, I want to give them the time and date of the battle, the length of the battle and the weather conditions. 

· Also, I would like to give any extra instructions to help the players, i.e. you must exit hex yy , xx to earn victory points.

· I am rewriting the campaign branch and choice block descriptions to give more of a role-play feel to the players. 

· Mounted HQ units have been included to give senior officers some protection. Unfortunately, the AI will charge with them. Gung-ho staffers!

· A sequel 1815 campaign can be written up if desired.

· Highly recommend the Alternate pdt file be used for the fair weather battles, using the 1814_w.pdt file with its lethality up close would be an interesting way to model the effect of rain, etc on weapon effectiveness. 

