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1.0 INTRODUCTION

On April 19, 1775, a long series of disputes between Great Britain and its American colonies over the issues of taxation and political representation culminated in an armed confrontation at the town of Lexington, Massachusetts. The resulting skirmish touched off a spiral of escalation that soon found all thirteen colonies standing in open rebellion against King George III and the British parliament. Some six years later, on October 19, 1781, a British army of 8,000 men commanded by General Charles Cornwallis surrendered at Yorktown, Virginia. This disastrous defeat finally convinced the British to negotiate a peace settlement that recognized the fact of American independence.

WE THE PEOPLE is a game that allows two players to simulate this first of the world's great revolutions in a fun and historically accurate game. The American player is trying to win independence of the thirteen colonies, while the British player is trying to force them back into the British Empire. These objectives are accomplished by defeating enemy armies, and gaining political control of the various colonies.

These rules are organized into twelve numbered sections (1.0 through 12.0), and some of the sections are further divided into subsections (for example, 2.1 and 2.2). In a number of places in the rules, you will see references made to rules sections and subsections that are related to the one that you are reading (for example, "see 7.1").

2.0 GAME COMPONENTS

A complete game of WE THE PEOPLE includes: 

One 16"x 22" Map 50 Round Playing Pieces 14 Rectangular Playing Pieces 66 Hexagonal Playing Pieces 2 Square Playing Pieces One 8 1/2"x 11" Player Reference Card One Rules Booklet One Historical Commentary Booklet 96 Strategy Cards 64 Battle Cards 13 Plastic General Stands One 6‑sided Die 

If any of these components are missing or damaged, write to the following address for replacements: 

The Avalon Hill Game Company 

4517 Hartford Road Baltimore, 

MD 21214 

2.1 The Map 

The game map consists of circular spaces that are connected to one another by lines. Two spaces that are connected by a line are said to be "adjacent" to each other. All spaces are color coded to show which Colony they belong to, and some are also marked to indicate that they are Port and/or Winter Quarters spaces (these terms are explained in following rules sections).

2.2 The Playing Pieces

Combat Units

Each round playing piece that has the picture of an

American, British or French soldier printed on it represents a number of Combat Units of that nationality equal to its printed value (1, 2, 3 or 5). Combat Unit pieces of value 1 can be used to make "change" for Combat Unit pieces of value 2, 3 and 5 (and vice‑versa) at any point during play.

Example: Five Combat Unit pieces of value 1 can be exchanged

for one Combat Unit piece of value 5, or one Combat Unit piece of value 5 can be "broken down" into five Combat Unit pieces of value 1 at anytime.

Generals

Each rectangular playing piece represents a single American, British or French general. In addition to his name, each General has two important numbers (or ratings) printed on his playing piece. Place Generals upright in plastic stands.

Game Board Note: The Counter Key on the map incorrectly

depicts the Strategy and Battle Ratings of the Generals. The Diagram above is correct and supersedes the Counter Key on the Map.

Strategy Rating

Generals' strategic abilities are rated as a number from one to three. A General can move when an Operations Strategy Card is played, and the number printed on the card is the same as his Strategy Rating‑or a higher number. Combat Units can move only when they are stacked with a moving General.

Battle Rating

In WE THE PEOPLE, the players resolve battles by playing a series of Battle Cards, and the more Battle Cards a player has, the better his odds of winning. A General's Battle Rating is the number of Battle Cards he contributes to his "side" when he is commanding an army in battle and his ability to Counterattack (see 9.1 for details).

An American General's Battle Rating is also used to determine whether he succeeds or fails in an attempt to Intercept a moving British army, or Retreat Before Battle (see 7.2 and 9.0 for details).
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3

Political Control Markers

The hexagonal (six‑sided) playing pieces that have the American flag printed on one side and the British flag on the other are used to record

which side has Political Control of a space. One of these pieces when placed with the American flag showing is called an American Political Control Marker, while the one that is placed with the British flag showing is called a British Political Control Marker.

Note: Throughout the rest of these rules, the term Political Control Marker will be abbreviated as PC Marker.

3.0 GLOSSARY OF GAME TERMS

The following are important game terms that you should be familiar with before reading the rest of the rules.

Army: An Army consists of a General and any number of friendly Combat Units stacked together in a space.

Colony: Each space on the map is located in one of the Thirteen Colonies or Canada (which was also a British colony). Each space is color‑coded to help you identify which colony it belongs to.

Political Control: A player controls a space if he has a PC Marker in it. A space that contains a PC Marker remains under the Control of the owning player even if an enemy General and/or Combat Unit piece is also present in the space.

Note: The American Revolution was more a war of ideas than a military conflict, so the winner of the game is determined by who is more successful at winning the support of the American people (as represented by his PC Markers). Political Control is gained by playing Event cards, and expending effort to spread your side's ideas instead of moving military forces. Political Control is lost when the people who support your side are isolated by hostile areas, and are not supported by the presence of a friendly army.

Event Strategy Card: An Event Strategy Card is a Strategy Card that lists a specific event that a player can cause to occur by playing the card during a Strategy Round. These cover a broad range of events that historically had an impact upon the course of the American Revolution, including King's Pardons, Indian Raids, European War, Nathan Hales Martyrdom, the French Alliance, and so on. A player can also choose to discard an Event Strategy Card instead of playing it, and may have to do so if the card says that only his opponent can play it.

Exception: There are eight Special Event Strategy Cards, such as the "Declaration of Independence," that cannot be discarded. When a player is dealt one of these cards, he must play it at some point

during the Strategy Phase (when all cards are played).

Operations Strategy Card:

An Operations Strategy Card is a Strategy Card that has a number value of 1, 2 or 3 printed on it. During the Strategy Phase, these cards are used to move Generals, place PC Markers, and bring Reinforcements into play.

4.0 SETTING UP THE GAME

At the start of the game, place the Strategy Cards and the Battle Cards in the Strategy Deck and Battle Deck Boxes. Place the Game Turn marker (with the "British Regulars" side up) in the 1775 space on the Game Turn Record Track, and set up the playing pieces as indicated below. The British player always sets up first.
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Committees of Correspondence

The American player places 1 PC Marker in each of the Thirteen Colonies in any space that does not contain a British playing piece.

5.0 SEQUENCE OF PLAY

WE THE PEOPLE is played in game turns, each of which must be played through in exactly the order given below.

1. Reinforcements Phase

During the Reinforcements Phase, each player takes all of his Generals who are in the Captured Generals Box and puts them in his Reinforcements Box. The British player also puts into his Reinforcements Box a number of Combat Units equal to the value printed in the current game turn's space on the Game Turn Record Track.

2. Deal Strategy Cards

Each player is dealt seven Strategy Cards. If the Strategy Deck runs out before each player receives seven cards, shuffle the Discard Pile, place it in the Strategy Deck Box, and deal out the remaining cards.

3. The Strategy Phase

The players resolve this phase by "playing" their Strategy Cards one at a time, alternating back and forth between them (i.e., first one player plays a card, then his opponent plays one). The American player always goes first unless he chooses to let the British player do so.

Exception: If the British player has a "Major Campaign" or "Minor Campaign" Event Strategy Card, and plays it as his first card in the Strategy Phase, he gets to go first.

Each Strategy card played allows a player to move a General and his Combat Units, place PC Markers, bring Reinforcements into play, or cause an Event to occur. A player can choose to discard an Event Strategy Card instead of playing it (the instructions printed on a discarded Event Strategy Card are ignored).

Exception: Special Event Strategy Cards cannot be discarded.

Ending the Strategy Phase

The players continue to alternate playing Strategy Cards until all seven cards in each player's hand have either been played or discarded. At this point, the Strategy Phase ends. It is possible that one player may use up his seven Strategy Cards while his opponent still has two or more Strategy Cards left in his hand. In this case, the player who still has Strategy Cards plays them one at a time until he has played or discarded all of them.

SPECIAL RULE: Winter Offensive

If the American player plays the last Strategy Card in a Strategy Phase, and it is used to move George Washington,

he is conducting a Winter Offensive. If Washington attacks a British force during the Winter Offensive, the American player receives two extra Battle Cards.

4. Winter Attrition Phase

If two or more Combat Units are stacked in a space north of the Winter Attrition Line (the Virginia‑North Carolina border) that is not a Winter Quarters space, half (rounded down) of the Combat Units in that space are eliminated. Generals, PC Markers, the Continental Congress, and the

French Navy are never affected by Winter Attrition.

Note: Winter Attrition has nothing to do with a Winter Offensive, or vice‑versa.

5. French Navy Phase

If the French Navy is in play, the American player can place it in any Port space on the map. This is the only time during the game turn that the French Navy can be moved.

6. Political Control Phase

During the Political Control Phase, the American player brings the Continental Congress back into play if it has been dispersed, both players place PC Markers in spaces that their Armies occupy (if one of their PC Markers is not already present), and finally, the players remove all of their PC Markers that are Isolated.

Note: The Political Control Phase is described in much greater detail in rules section 10.0.

7. End Phase

If the game does not come to an end, take any Operations Strategy Cards that are in the Reinforcements Cards Boxes and put them onto the Discard Pile, advance the Game Turn Marker into the next turn's space on the Game Turn Track,

and begin another game turn. If the game does come to an end, determine who the winner is (see 12.0).

There are three different ways in which the game can come to an end:

• The game automatically ends in the End Phase of the 1783 game turn.

• The game ends immediately if either player wins an Automatic Victory (see 12.0).

• The game ends if the "Lord North's Government Falls​ War Ends" card that is in the War Ends Box indicates that the game ends on the current turn, or any previous turn.
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an Event Strategy Card calls for one or more Strategy Cards to be removed from a player's hand, the player who played the card randomly chooses which are removed (without ever looking at the front side of any of the cards left in his opponent's hand). A card that is removed from a player's hand in this way is placed face‑up on top of the Discard Pile.

Exception: If one or more Special Event Strategy Cards

are removed from a player's hand in this way, the player

who removed them plays them in any order he wants.

Discarding Event Strategy Cards

If a player is dealt an Event Strategy Card that only his opponent can play, or has an Event Strategy Card that he can play, but does not want to, he can discard it when it is his turn to play a Strategy Card. A discarded Event Strategy Card is placed face‑up on the Discard Pile as usual, but the instructions printed on it are ignored.

One‑Time Event Strategy Cards

When certain Event Strategy Cards are played, (not discarded) they are removed from play for the rest of the game, instead of being placed on top of the Strategy Card Discard Pile. All Event Strategy Cards to which this rule applies have the fact noted in the instructions that are printed on them (for ease of recognition, this portion of the instructions is printed in white).

Special Event Strategy Cards

Special Event Strategy Cards must be played by the player to whom they are dealt‑they cannot be discarded. Indeed, a player must play a Special Event Strategy Card even if it hurts his side, and helps his opponent. A Special Event Strategy Card may be played by its holder at any point that he wants during the Strategy Phase, but it must be played. There are eight Special Event Strategy Cards, they are:

• Declaration of Independence

• Benjamin Franklin Signs a French Alliance

• European War

• Plus five different North's Goverment Falls Cards

If Special Event Strategy Cards are removed from a player's hand because his opponent played the "Admiral Rodney," "Admiral Suffren," or "George Rogers Clark" Event Strategy Card, the opposing player must immediately play them in any order that he chooses.

Note: For easy identification, the instructions on Special

Event Strategy Cards are printed in white.

Benjamin Franklin Signs a French Alliance

When the "French Alliance" Special Event Strategy Card is played the following occurs:

• The American player receives the French Navy, and immediately places it in any Port space.

• The American player places General Rochambeau and the 5 French Combat Units in any Port space that does not contain a British Combat Unit or PC Marker. The Port space cannot contain an American General. If no such Port space is available, the French playing pieces are put into the American Reinforcements Box, and can be brought in as Reinforcements by playing any Operations Strategy Card (instead of bringing in American reinforcements). The French still must be brought into play in a Port space.

6.0 STRATEGY CARDS

In WE THE PEOPLE, the players move their Generals
Note: If the American Player plays the "Hortelez et Cie" card before the "French Alliance" card is played, he immediately gets to draw two extra Strategy Cards from the Strategy Card Deck, giving him eight cards instead of seven.

If the Strategy Deck runs out at any point during play, immediately shuffle the Discard Pile, and place the cards back into the Strategy Deck. If an Event Strategy Card (the "European War" card, for instance) directs that the Strategy Cards be shuffled, take the Strategy Deck and the Discard Pile, shuffle them together, and place the cards back into the Strategy Deck.

6.1 Operations Strategy Cards

Playing an Operations Strategy Card allows a player to do any one of the following three things:

• Move a General (with or without Combat Units) whose Strategy Rating is less than or equal to the number printed on the Operations Strategy Card.

Note: Do not worry about remembering this since each card states explicitly what Strategy Ratings can be moved with the card.

Example: A "1" Operations Strategy Card can only move a General with a Strategy Rating of 1. A "2" Operations Stategy Card can move a General with a Strategy Rating of 1 or 2. A "3" card can move any General.

• Place a quantity of PC Markers on the map equal to the number printed on the Operations Strategy Card.

Example: A "2" Operations Strategy Card allows a player to place two PC Markers.

• Bring Reinforcements into play. The procedures used for bringing American and British Reinforcements into play are considerably different.

When an Operations Strategy Card is used to move a General (and Combat Units) or to place PC Markers, it is placed face‑up (so that its text can be read) on top of the Discard Pile. When an Operations Strategy Card is used to bring Reinforcements into the game, it is placed face‑up in the appropriate American or British Reinforcement Card Box.

6.2 Event Strategy Cards

By playing an Event Strategy Card, a player can cause a specific event to occur. Each of the Event Strategy Cards has instructions that state which player can use it and its paticular effects in the game, follow these instructions exactly. A player will often get cards which are for the other player. During the course of play these cards will be discarded, preventing your opponent from benefiting from them. Special Event Strategy Cards are an exception and cannot be discarded as stated in the instructions on the card.

In all cases where an Event Strategy Card calls for the removal of Combat Units or PC Markers from the map, the player who played the card chooses which are removed. If

and Combat Units, fight Battles, and place PC Markers only by playing Strategy Cards, which come in two distinct types: Operations Strategy Cards and Event Strategy Cards.

Each player is dealt seven Strategy Cards from the Strategy Deck during each game turn.
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General Rochambeau can move American Combat Units just like an American General, and American Generals can move French Combat Units just as if they were American Combat Units. French Combat Units are treated just like American Combat Units for all purposes.

Design Note: We chose to make French Combat Units

look different from American Combat Units purely for aesthetic reasons. They are treated exactly alike for all game purposes.

Lord North's Government Falls ‑War Ends

When one of these cards is played, place it face‑up in the War Ends Box. The game will end in the End Phase of the listed game turn unless another War Ends Special Event Strategy Card is played before then. The game also ends if the "Lord North's Government Falls‑War Ends" card that is in the War Ends Box during an End Phase indicates that the game was supposed to end on a previous turn.

Example: If you are playing the 1781 game turn, and the "Lord North's Government Falls‑The War Ends in 1780" card is played during the Strategy Phase, the game will end in the End Phase of the 1781 turn (unless the 1782 or 1783 card is played after it).

When a "War Ends" card is played, it automatically supersedes the card (if any) that is currently in the War Ends Box. A superseded "War Ends" card is placed face‑up in the Discard Pile, and can come back into play again if the Discard Pile is shuffled back into the Strategy Deck.

7.0 MOVEMENT AND INTERCEPTION

Combat Units cannot move unless accompanied by a General, and a General can move only when a Strategy Card is played that permits him to. A General can move up to seven times during a game turn, once each time that the owning player plays a Strategy Card. There are two kinds of Strategy Cards that allow Generals to move.

Operations Strategy Cards

Each Operations Strategy Card has a number between 1 and 3 printed on it. Playing a "1" Operations Strategy Card allows any General with a Strategy Rating of 1 to move. A "2" Operations Strategy Card allows any General with a Strategy Rating of 1 or 2 to move, while a "3" card allows any General to move.

Minor and Major Campaign Cards

A "Minor Campaign" Event Strategy Card allows any two Generals to move, while a "Major Campaign" card permits any three Generals to move. Each General moves on his own, and must complete all movement and Battles before another General can move.

7.1 Movement Procedure

A General can move up to 4 spaces each time that a Strategy Card is played that allows him to move, and he can move with up to 5 Combat Units at a time. There is no limit to the number of Combat Units that can be stacked in a space, but only 5 of them can possibly move at the same time. However, as a General moves, he can pick up and drop off Combat Units along the way, so long as there are never more than 5 units moving with him at a given time.

Example: A General could begin a move with 5 Combat Units, drop off one along the way, and later on, pick up another Combat Unit to bring him back up to his limit of five units.

Exception: If the American player plays the "John Glover‑Marblehead Regiment" Event Strategy Card, one of his Generals can move up to 6 spaces.

A moving General can enter any space that is adjacent (i.e., connected by a solid line) to the one that he occupies. However, when a General who is moving with a Combat Unit enters a space containing one or more enemy Combat Units, he forfeits all further movement and a Battle is immediately resolved .

Movement Restrictions

• Only the American General Benedict Arnold, with or without accompanying combat units, can move along the dotted line between Falmouth, MA and Quebec. No other General may move, Intercept, or Retreat over this route.

• A General who is not accompanied by at least one friendly Combat Unit cannot enter a space containing an enemy Combat Unit.

• A General who is moving without Combat units cannot end his movement in a space containing an enemy General who is by himself. A General moving alone can, however, move through a space containing an enemy General who is by himself.

• There cannot be more than one General on the same side in a space at the end of a move. A General can move through a space containing other Generals of the same side, but if he ends his move stacked with another General, one of them must be removed from play and placed in the

Reinforcements Box.

Exception: George Washington can never be removed from play since the American player would automatically lose the game. Whenever George Washington is one of the Generals, it is always the other General that is removed from the map.

Note: This rule also applies if a General Retreats or Intercepts into a space that is already occupied by another General who is on the same side.

British Naval Movement

A British General who begins a move in a Port space can move (accompanied by up to 5 Combat Units) to any other Port space on the map. However, the Port space being moved to, cannot contain an American Combat Unit or PC Marker (it can contain an American General by himself), and neither the Port space moved from, nor the Port space moved to can contain the French Navy. Naval Movement uses up all of a British General's ability to move, he cannot move any further after landing in a port. American and French units can never use Naval Movement.

Note: A British General cannot use Naval Movement to move to a Port space that contains an American PC Marker even if a British General and/or Combat Units are also located there.
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Capturing Enemy Generals

If a moving (or Retreating or Intercepting) army enters a space that contains an enemy General who has no Combat Units with him, the enemy General is removed from the map and put in the Captured Generals Box. In the Reinforcements Phase of each game turn, all Generals in the Captured Generals Box are put into the Reinforcements Boxes.

Note: The return of a captured General on the game turn after his capture simulates the fact that both sides in the Revolutionary War regularly exchanged high‑ranking prisoners of war‑although the common soldiers who were taken prisoner often languished for years in squalid prison camps.

Dispersing the Continental Congress

If a moving British army enters the space that contains the Continental Congress, and no American Combat Units are present, the Congress is dispersed. Remove the

Continental Congress piece from the map and put it in the Continental Congress Dispersed Box. It comes back into play during the Political Control Phase.

Note: The Continental Congress is also dispersed if an American army that is in the same space loses a Battle.

7.2 Interception

Interception is a special kind of movement that allows an American Army to move 1 space and interrupt the movement of a British Army. By moving into a space that the British Army is just about to enter, the American Army forces the British player to fight a Battle.

When Can an Interception Occur?

An Interception can occur whenever a British Army enters a space that contains an American PC Marker and is adjacent to a space that contains an American Army. However, each American Army can attempt to Intercept only once per Strategy Card played. The American player is never forced to try to Intercept a moving British Army.

Note: A British army that is conducting Naval Movement cannot be Intercepted (since it cannot enter a port space that contains an American PC Marker).

Resolving an Interception Attempt

To determine whether or not an attempt to Intercept succeeds, the American player rolls the die. If the die roll is equal to or less than his General's Battle Rating, the Interception attempt succeeds.

Note: An American Army that attempts to Intercept (whether successfully or unsuccessfully) forfeits its ability to Retreat Before Combat until the next Strategy Card is played.

Interception Effects

If an Interception attempt succeeds, the British Army immediately stops moving and the American General, and up to 5 Combat Units, is placed in the space. This puts the British Army in the situation of entering a space that contains an American Army, causing a Battle to take place (see 9.0).

Note: In a Battle that is caused by a successful Interception, the American player receives 1 extra Battle Card to simulate the effects of surprise.

Example: A British Army enters a space that contains an

American PC Marker, and is adjacent to an American Army led

by George Washington. If the American player chooses to

attempt to Intercept, he rolls the die. Since Washington's Battle

Rating is a 2, the attempt will succeed on a die roll of 1 or 2. If

it succeeds, the British army is moved back onto the line

connecting the Interception space and the space that it entered just before the Interception space, George Washington and up to 5 Combat Units in his army move into the Interception space, and a Battle is fought.

If the die roll is a 3, 4, 5 or b then there is no Battle, and the British Army may continue moving. If the British Army attacks Washington's Army by entering its space, the Americans cannot attempt to Retreat Before Battle.

8.0 REINFORCEMENTS

Both sides can play Operations Strategy Cards to bring Reinforcements into the game. The American player can play two Operations Strategy Cards per turn for this purpose, while the British player can play only one.

The Reinforcements Boxes

Each player has a Reinforcements Box in which he keeps those of his Generals that are available as reinforcements. The British player also keeps his Combat Units that are available as reinforcements in his Reinforcements Box.

During the Reinforcements Phase, each player takes all of his Generals who are in the Captured Generals Box and puts them in his Reinforcements Box. The British player also puts into his Reinforcements Box a number of Combat Units equal to the value printed in the current game turn's space on the Game Turn Record Track. British Combat units can remain in the Reinforcements Box indefinitely and are not required to enter play nor are they ever lost.

British Reinforcements

During each game turn, the British player can play one Operations Strategy Card, of any value, to bring reinforcements into the game. To record that the British player has played a card for this purpose, put the card in the British Reinforcements Card Box (in the End Phase, it will be put on top of the Discard Pile).

When the British player uses an Operations Strategy Card to bring in Reinforcements, he can take any number of Combat Units from the British Reinforcements Box, and place them in any Port space that does not contain an American Combat Unit, PC Marker or the French Navy. All Combat Units that are brought into the game by a particular Operations Strategy Card must be placed in the same Port space.

If the Port space does not contain a British General, one of the Generals in the British Reinforcements Box can also be placed there. If the Port space already contains a British General, he can switch places with one of the Generals in the British Reinforcements Box.
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American Reinforcements

During the game turn, the American player can play two Operations Strategy Cards, of any value, to bring reinforcements into the game. To record that the cards have been played for this purpose, place them in the American Reinforcements Card Boxes (in the End Phase, they will be put on top of the Discard Pile).

When the American player plays an Operations Strategy Card to bring Reinforcements into the game, he simply places a number of Combat Units equal to the number printed on the card in any space in the Thirteen Colonies (not Canada) that does not contain a British Combat Unit or PC Marker. All Combat Units that are brought into the game by a particular Operations Strategy Card must be placed in the same space.

If the space in which the reinforcing Combat Units are placed does not contain an American General, one of the Generals who is in the American Reinforcements Box can also be placed there. If the space already contains an American General, he can switch places with one of the Generals in the American Reinforcements Box.

Exception: George Washington can never be removed from the Map.

9.0 BATTLES

A Battle occurs when an Army tries to move into a space that contains enemy Combat Units. To avoid clutter, the moving army is not actually placed in the Battle space, but remains just outside the space on the connecting line.

When a Battle occurs it is resolved immediately, before any further play takes place in the Strategy Phase. Certain Event Strategy Cards can be played at the beginning of a Battle to give a player extra Battle Cards.

Retreat Before Battle

Whenever a British Army attempts to enter a space containing an American Army, the American player can try to Retreat Before Battle. There is no limit on the number of times that a particular American Army can Retreat Before Battle in a single Strategy Phase. British Armies cannot Retreat Before Battle.

Exception: An American Army that tried to intercept a moving British Army (successfully or unsuccessfully) cannot Retreat Before Battle if attacked by a British Army at any point later on in the play of the same Strategy Card.

To Retreat Before Battle the American player rolls the die. If the die roll result is equal to or less than the American General's Battle Rating, the General and up to 5 Combat Units may be moved into any adjacent space which is not the one from which the British army is moving, and does not contain a British Combat Unit or PC Marker. If no such space exists, or the die roll was greater than the American General's Battle Rating, the Battle is resolved normally. If the American Army successfully Retreats Before Combat, the British Army is placed in the Battle space and its movement is ended.

SPECIAL RULE:

The American Generals Washington and Greene subtract 2 from all Retreat Before Battle die rolls. Essentially, they Retreat Before Battle on die rolls of 1 through 4.

9.1 Resolving Battles Battle Cards

When a Battle is being resolved, each player draws a number of Battle Cards that is determined by the following guidelines. After the Battle is over, all Battle Cards are shuffled back into the Battle Card Deck.

Both Players:

• A number of Battle Cards equal to his General's Battle Rating (if one is present).

• 1 Battle Card for each Combat Unit he has present in the Battle.

• 2 Battle Cards for controlling the Militia in the Colony where the Battle is being fought.

• A variable number of Battle Cards for playing certain Event Strategy Cards (Henry Knox, Thaddeus Kosciuszko,

etc.) just before the Battle is resolved.

American Player (only):

• 1 Battle Card for a successful Interception.

• 2 Battle Cards if George Washington is conducting a Winter Offensive:

British Player (only)

• 1 Battle Card if the British Regulars rule (see below) is still in effect.

• 2 Battle Cards if the Battle is taking place in a Port space.

Exceptions: The British player does not receive two Battle cards if the French Navy is located in the Port space, or if a battle occurs in Charlestown, SC and there is not a British PC marker in the space.

Militia

If a player has more PC Markers in a Colony (including Canada) than his opponent, he receives 2 extra Battle Cards in all battles fought in that Colony. If neither player has any PC Markers in a Colony, or both players have the same number, neither side gets extra Battle Cards for Militia.
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British Regulars

From the beginning of the game, the British player always receives 1 extra Battle Card to represent the advantage of having professional, regular troops. This advantage is lost immediately if:

• The American player wins a Battle in which 3 or more British Combat Units are eliminated.

• The "Baron Von Steuben‑Continental Line Training" Event Strategy Card is played.

Note: To record the loss of the British Regulars

advantage, flip the Game Turn Marker from its "British

Regulars" side to its "No British Regulars" side.

Attacker and Defender

The player whose moving (not Intercepting) Army started the Battle is called the Attacker and the other player is called the Defender. Each battle is conducted separately, so the identity of the Attacker and Defender can change from Battle to Battle (and, indeed, from Battle Round to Battle Round during a Battle ).

Battle Rounds

A Battle is fought in a variable number of Battle Rounds. In each Battle Round, first the Attacker, and then the Defender, each play a Battle Card.

• If the Defender's Battle Card does not cancel the Attacker's Battle Card, (or he has no Battle Cards left to play), he loses the Battle.

• If the Defender's Battle Card does cancel the Attacker's Battle Card, another Battle Round must be played. Basically, the players continue playing out Battle Rounds until one of them wins.

Cancelling the Attacker's Battle Card

The Defender cancels the Attacker's Battle Card by playing a Battle Card of exactly the same type. Thus, a "Frontal Attack ‑Ranked Fire" card is cancelled by a "Frontal Attack ‑Ranked Fire" card, a "Probe‑Screen" card is cancelled by a "Probe‑Screen" card, and so on.

Exception: If the American player plays the "Thaddeus

Kosciuszko" Event Strategy Card just before a Battle is

resolved, he can cancel a British "Bombardment

Entrenchment" card with any Battle Card.

Counterattack

After each Battle Round, the Defender can attempt to Counterattack. If the attempt succeeds, he becomes the Attacker in the next Battle Round, and the former Attacker becomes the Defender (essentially, the two sides switch roles). To attempt a Counterattack the Defender rolls the die. If the die roll is less than or equal to his General's Battle Rating he has Counterattacked successfully. If the die roll is greater than his General's Battle Rating, the Counterattack is unsuccessful and he is still the Defender in the next Battle Round.

Note: It is possible for the roles of Attacker and Defender to change at the end of every Battle Round in a Battle.

Winning a Battle

• The Attacker wins if the Defender cannot cancel his Battle Card.

• The Defender can win a Battle only if the Attacker has no Battle Cards left at the beginning of a Battle Round. This happens even if the Defender has no Battle Cards left either.

Obviously a player who has just cancelled his opponent's Battle Card with his own last Battle Card would be ill

advised to use his opportunity to Counterattack.

9.2 Battle results

Retreat

The player who loses a Battle must retreat his General and all of his combat units into an adjacent space that does not contain an enemy Combat Unit or PC Marker. If the player who was the original Attacker (i.e., the player whose moving army started the Battle) loses the Battle, his Army must retreat into the same space from which it moved into the Battle space. The original defender may not retreat into the space from which the original Attacker entered the battle.

Example: If the Americans enter Ninety Six, SC from Camden, SC to attack the British and win the battle, the British may not retreat into Camden, SC under any circumstances.

Note: If a General retreats into a space that already contains another friendly General, one of the Generals must be immediately removed from the map and placed in the player's Reinforcements Box. Furthermore, if an Army retreats into a space containing an enemy General who has no Combat Units with him, the enemy General is captured.

Another Note: The Army that wins a Battle remains in the Battle space. If the Original Attacking Army wins the Battle, it is moved into the Battle space after the Defending Army retreats.

British Retreat By Sea

British units that lose a Battle in a Port space can Retreat By Sea to any other Port that does not contain an American Combat Unit or PC Marker, or the French Navy. However, if the French Navy is located in the Port space where the British units lost the Battle, they cannot Retreat By Sea. American and French units can never Retreat By Sea.

Surrender

If an Army cannot Retreat it must Surrender. Combat Units that surrender are eliminated, while surrendered Generals are Captured (see 7.1).

• The Original Attacking Army (i.e., the Army that started the Battle by moving into a space containing enemy Combat Units) surrenders if the space from which it entered the Battle space contains an enemy PC Marker.

• The Original Defending Army surrenders if all of the spaces adjacent to the space where the Battle took place
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contain enemy Combat Units and/or PC Markers.

A defending British army that is located in a Port space surrenders only if it cannot Retreat By Sea either because the French Navy is located at that Port, or there is no other Port space on the map that does not contain an American Combat Unit or PC Marker.

Design Note: Moving an army into battle from an enemy‑controlled space is very risky because, if you lose the battle, the army will have to surrender. This is effectively what happened to General Burgoyne at the Battle of Saratoga.

Loser Casualties

After the losing player retreats his army, he rolls a die. If the die roll is 1, 2 or 3, he loses one combat unit; on rolls of 4 or 5 he loses two combat units; and on a roll of 6 he loses three combat units. However, these losses can be increased or decreased depending upon which Battle Card the winning player used to win the Battle.

• Double Envelopment: Increase the losing player's losses by 1 Combat Unit.

• Bombardment: Reduce the losing player's losses by 1 Combat Unit.

• Probe: Reduce the losing player's losses by 2 Combat Units.

Obviously, the losing player's losses cannot be reduced below zero, nor can he lose more Combat Units than he had present in the Battle. A General suffers no ill effects if all of the Combat Units in his Army are eliminated.

Winner Casualties

If the winner won by playing a "Frontal Attack" Battle Card, he must eliminate 1 Combat Unit.

Note: In all other circumstances, the player who wins a battle does not lose any combat units.

10.0 POLITICAL CONTROL

10.1 Placing PC Markers during the Strategy Phase

Operations Strategy Cards can be played to place PC Markers on the map. The number of PC Markers that can be placed is equal to the value of the number printed on the Operations Strategy Card.

• The American player can place PC Markers in any space that does not contain a British PC Marker or Combat Unit. However, if the Continental Congress is not in play (i.e., is in the Continental Congress Dispersed Box), the American player

cannot use Operations Strategy Cards to place PC Markers.

Exception: The American player can place a PC Marker in a space containing a British PC Marker (Basically flipping the PC Marker) if an American General is present in the space.

Note: The American player can still place PC Markers on map by playing Event Strategy Cards (such as the Declaration of Independence) even if the Continental Congress is not in play.

Another Note: The American player cannot use Operations Strategy Cards to place PC markers for the rest of any Strategy Phase in which the "Continental Line Mutiny" Event Strategy Card is played.

The British player can place PC Markers in any space that does not contain an American PC Marker or Combat Unit, or the Continental Congress, and which is adjacent to a space containing an existing British PC Marker.

Exception: The British player can place a PC Marker in a space containing an American PC Marker (Basically flipping the PC Marker) if a British Army is present in the space.

Note: When the British player plays a "2" or "3" Operations Strategy Card he cannot place the PC Markers in a chain, but must place all of them adjacent to British PC Markers that were on the map before the card was played.

Design Note: By replacing an enemy PC Marker with one of your own in a space that contains a friendly force, you can secure its line of communication as it advances to attack an enemy force. The American player has a subtle advantage in that he can do this with a General by himself, while the British player must have an army present.

10.2 The Political Control Phase

During the Political Control Phase, players complete the following sub‑phases in the exact order listed below.

1. Reconvene the Continental Congress

If the Continental Congress piece is not in play (i.e., is in the Continental Congress Dispersed Box) the American player now places it in any space in the Thirteen Colonies that contains an American PC Marker, and contains no British playing pieces of any kind. If no such space exists, the Continental Congress cannot be brought back into play at that time.

Note: The Continental Congress can "move" only after first being dispersed by enemy forces. It cannot move in any other way.

2. Adjust Political Control for Occupation

Both players simultaneously place PC Markers in all spaces that are occupied by a leader and one or more of his Combat Units (and do not already contain a friendly PC Marker). If such a space already contains an enemy PC Marker, it is flipped over to show the change in control.

3. Remove Isolated PC Markers

First the American player, and then the British player, remove all of their PC Markers that are Isolated. This is done in order, not at the same time. Thus, it is possible that if an American and British PC Marker are both Isolated, the removal of the American PC Marker may mean that the British PC Marker is no longer Isolated.

American Political Isolation

An American PC Marker is Isolated if all the spaces adjacent to it contain British PC Markers without the presence of an American General, Combat Unit or the Continental Congress in the space
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OR

If the American PC Marker cannot trace a path of spaces containing American PC Markers to an empty space, a space containing an American General or Combat unit or a space containing the Continental Congress.

British Political Isolation

A British PC Marker is Isolated in a non‑Port space if all the spaces adjacent to it contain American PC Markers, and no British Combat Units are present in the space.

Exception: A British PC Marker is Isolated in a Port space if the French Navy is located in that space.

OR

If a British PC Marker cannot trace a path of spaces containing British PC Markers to an empty space, a space containing a British Combat unit, or a Port space

containing a British PC Marker (that does not also contain the French Navy).

Note: American Generals who are not stacked with Combat Units prevent PC Markers from being Isolated, but British Generals do not.

The Effects of Political Isolation

An Isolated PC Marker is removed from the map, and groups of Isolated PC Markers are removed as a group (i.e., the removal of one of the Isolated PC Markers does not allow the others to stay on the map because they can now trace a path to an empty space).

Example: All spaces in South Carolina contain British PC Markers, all spaces in North Carolina and Georgia contain American PC Markers, the French Navy is located at Charleston (SC), and there is one American Combat Unit in Salem (NC). There are no other playing pieces on the map.

Since the American PC Markers in Georgia cannot trace a path of spaces to an empty space, or a space containing an American General, Combat Unit, or the Continental Congress, all three of them are Isolated and must be removed from the map. The American PC Markers in North Carolina can all trace to the Combat Unit in Salem, so they are not Isolated.

Because the American player removes his Isolated PC Markers before the British player removes his, none of the the British PC

Markers in South Carolina are Isolated because they can trace a path to one of the now‑empty spaces in Georgia. However, if the American PC Markers in Georgia had not been removed (let's say because there was an American Combat Unit in Savannah), then all of the British PC Markers would be Isolated because they could not trace a path to an empty space, or a space containing a British Combat Unit, and the French Navy Isolates the PC Marker in Charleston.

11.0 WINTER ATTRITION

During the Winter Attrition Phase all Combat Units in spaces which are north of the Winter Attrition Line (Virginia/ North Carolina border) and not in a Winter Quarters space suffer Winter Attrition.

The corollary of this is that units in North Carolina, South Carolina, Georgia or in a Winter Quarters space do not suffer Winter Attrition.

Generals, the Continental Congress, and the French Navy are never effected by Winter Attrition.

Combat units suffering Winter Attrition have half of the combat units in the space removed from play, rounding all fractions down. Therefore, a space suffering Winter Attrition with only one combat unit in it would not remove the unit because of the round down.

Example: George Washington and 5 American Combat Units occupy the Reading, PA space during the Winter Attrition Phase. Two combat units would be removed from play.

Note: The Winter Offensive special rule has nothing to do with Winter Attrition. That rule is meant to simulate Washington's critical Winter Offensive of December 1776 which had a profound effect on American morale at a critical moment during the revoloution.

12.0 WINNING THE GAME

There are several different ways in which a player can win.

Automatic Victory

• The British player immediately wins if George Washington is captured, or if there are no American Combat Units on the map.

• The American player immediately wins if there are no

British Combat Units in any of the Thirteen Colonies.

Winning at the End of the Game

In the End Phase of the last game turn, the American player wins if he controls 9 or more colonies, while the British player wins if he controls 6 or more colonies. A player controls a colony if he has more PC Markers in it than his opponent. If both sides have an equal number of PC Markers in a colony it is considered to be controlled by the American player.

Canada

If the American player controls both the Montreal and Quebec spaces, he controls Canada, and can count it as one of the 9 colonies he needs to win. However, if the British player controls Canada, it does not count as one of the 6 colonies he needs to win.

Ties

If neither player controls enough colonies to win at the end of the game, the war is settled by a political compromise and neither player wins.

