Special Abilities

American Generals

George Washington conducts a Winter Offensive whenever he attacks using the last Strategy Card played in any turn.  He also gets a –2 drm when rolling for a retreat before battle.

Nathanial Greene gets a –2 drm when rolling for a retreat before battle.

Benedict Arnold is the only general who may move along the dotted line between Falmouth and Quebec.

Battle Card Bonuses and Penalties

AMERICAN:

+1 for Interception

+2 for a Winter Offensive

BRITISH:

+2 for a battle in a Port space (except Charleston) if French Navy not present

+1 for British Regulars Bonus

MILITIA:

+2 for the player who has the most PC Markers in the state where the battle space is located

Retreat Table 

	Die Roll
	CUs Lost 

	1
	1

	2
	1

	3
	1

	4
	2

	5
	2

	6
	3


Adjust Losses:

+1
Double Envelopment

-1
Bombardment

-2
Probe

Strategy Card Distribution

	Operation Value
	Total

	1
	20

	2
	20

	3
	20

	Events
	36

	Total
	96


Battle Card Distribution

	Operation
	Total

	Frontal Assault
	15

	Flank Right
	14

	Flank Left
	14

	Probe
	7

	Double Envelopment
	7

	Bombardment
	7

	Total
	64


Political Points Table
	Region
	Colony
	Number of Areas

	Northern Colonies
	Canada
	3 (Orange)

	
	Conneticut
	2(Red)

	
	Massachusetts
	5(Navy)

	
	New Hampshire
	3(Yellow)

	
	Rhode Island
	1(Blue)

	Middle Colonies
	Delaware
	1(Yellow)

	
	Maryland
	3(Orange)

	
	New Jersey
	3(Red)

	
	New York
	10(Blue)

	
	Pennsylvania
	7(Navy)

	Southern Colonies
	Georgia
	3(Navy)

	
	North Carolina
	7(Red)

	
	South Carolina
	7(Yellow)

	
	Virginia
	11(Blue)

	Total
	
	66


SEQUENCE OF PLAY
REINFORCEMENT PHASE

• Skip this phase in turn 1.

• Removed Generals are returned to their player’s Reinforcement Box

• The British Player puts the number of CUs specified by the turn track into his Reinforcement Box.

DEAL STRATEGY CARDS

• Deal 7 Strategy Cards to each player.

THE STRATEGY PHASE

• The British Player announces whether he will seize the first move by playing a campaign card, otherwise the American Player decides who will move first in the turn.

• Players alternate playing a strategy card.  OCs are used for army operations (see below), raising troops or placing a number of PC markers equal to the OC value.  

• Twice per turn, the American Player can use an OC to raise troops equal to the OC value, in any space that does not contain a British PC Marker or CU.  

• Once per turn, the British Player may use any OC to bring any number of the CUs and any general in his Reinforcement Box onto any Port space that does not contain an American PC Marker or CU or the French Navy.

• Players may place PC markers in any space that does not contain an enemy PC marker or CU

• The American player can flip a British PC if the space contains an American general.

• The American player cannot place PC markers while the Continental Congress is dispersed.

• The British player must place new PC markers adjacent to existing ones and cannot chain the markers in one placement.

• The British player can flip an American PC if the space contains a British army.

ARMY OPERATION

•  Move general and up to 5 CUs up to 4 spaces (6 with American John Glover EC). 

•  The British Player may use Naval movement instead, from a port to any other port that does not contain an American PC Marker or CU or the French Navy.

•  Once per operation, any American army adjacent to any space moved into by a British army that contains an American PC Marker may attempt to intercept by rolling equal to or less than the general’s Battle Rating.  The intercepting army is now the attacking army and moves into that space. 

•  An American army, provided it did not attempt an interception, may avoid battle and move to an adjacent space (not occupied by British CU or PC Marker or the one from which the attacking army advanced) with up to 5 CUs by rolling equal to or less than the general’s Battle Rating.

• Deal Battle Cards to each player:


•  A number equal to the commanding general’s Battle Rating


•  One for each CU present

•  Two more if the player has more PC Markers in the colony where the battle space is located than his opponent.


•  One more for the British player if the British Regulars bonus is still in effect.

•  Two more for the British player if the battle space is a port other than Charleston, and the French Navy is not present.

•  One more for the American player for a successful interception


•  Two more for the American player if a Winter Offensive.

• Resolve battle:

• Begin battle with attacker playing first card, which defender must match.

• Defender gains initiative by rolling less than or equal to his general’s Battle Rating.

• Player with initiative always plays card first, which defender must match to avoid losing the battle.

• The losing player rolls for battle casualties on the Retreat Table.  Any player winning using a Frontal Attack BC also loses 1 CU.

• The losing army must then retreat to any adjacent space does not contain enemy PC Markers or CUs.  If no such space exists the losing army is eliminated.  The British may retreat by sea from any port space to any other friendly port space that does not contain American CUs, provided the French Navy is not present.

• Repeat Army Operation for second or third general, if campaign card was played.

• When both players have played all of their strategy cards, this phase is finished.

WINTER ATTRITION PHASE

• Any armies located north of the Winter Attrition Line that is not in Winter Quarters loses half (rounded down) of its CUs.

FRENCH NAVY PHASE

• If the French Navy is in play, the American player may place it in any port space.

POLITICAL CONTROL PHASE

• The Continental Congress may be reconvened in any space that contains an American PC marker and does not contain any British units.

• Both players place or flip PC markers in all spaces occupied by friendly armies.

• Both players then remove isolated PCs.

• Supply must be traced through a path of friendly PCs to an empty space or one containing a friendly CU.  

• The British may trace supply to any friendly port space.  

• The Americans may trace supply to any space containing an American general or the Continental Congress.

VICTORY CHECK

• The British player wins instantly if he eliminates George Washington.  The American player wins instantly if he eliminates all British CUs

• The game ends after the 1783 game turn or whichever game turn that is specified by the last Lord North’s Government Falls EC and the winner is determined by political control.

• A colony is controlled by the player with the most PC Markers located there.  If equal numbers, the American player controls the colony.

• The American player wins if he controls 9 colonies, including Canada (but he must control both Quebec and Montreal).

• The British player wins if he controls 6 colonies, not including Canada.

END OF TURN

• If the game has not ended, play another turn.

