We the People Cards

#

Title
Description

20

3 Operations Strategy Card
Move a General whose Strategy Rating is 1, 2, or 3 (Up to 4 spaces, with 5 Combat Units), OR Place 3 Political Control Markers, OR bring reinforcements into the game.

20

2 Operations Strategy Card
Move a General whose Strategy Rating is 1 or 2 (Up to 4 spaces, with 5 Combat Units), OR Place 2 Political Control Markers, OR bring reinforcements into the game.

20

1 Operations Strategy Card
Move a General whose Strategy Rating is 1 (Up to 4 spaces, with 5 Combat Units), OR Place 1 Political Control Markers, OR bring reinforcements into the game.


A
Henry Know Continental Artillery Commander
May be played by the American player before a Battle.  He receives one extra Battle Card for well-deployed artillery.


A
Jane McCrea Indian Atrocity
May be played by the American player in any Strategy Phase.  He places one American Political Control Marker in any space that does not contain a British playing piece.  May be played only once per game.

Remove after playing.

2
B
Joseph Brandt Indian Raid
May be played by the British player in any Strategy Phase.  He removes one American Political Control Marker from any non-Port space in New Hampshire, New York or Pennsylvania that does not contain an American General, Combat Unit, or the Continental Congress

2
B
John Simcoe Tory Rangers
May be played by the British player in any Strategy Phase.  He removes one American Political Control Marker from any space that is within two spaces of a British General, and does not contain an American General or the Continental Congress


B
Banastre Tarleton Waxhaws Massacre
May be played by the British player in any Strategy Phase.  He either removes 1 American Combat Unit from any space, OR he can play it before a Battle, in which case he receives one extra Battle card for superior cavalry.


B
Lord George Germain Royal Amnesty
May be played by the British player in any Strategy Phase.  He removes two American Political Control Markers from any spaces that does not contain an American General or Combat Unit, or the Continental Congress


A
George Rogers Clark Launches a Western Offensive
May be played by the American player in any Strategy Phase.  He randomly removes one Strategy Card from the British player’s hand.


A
Don Bernardo Galvez Leads a Spanish Offensive
May be played by the American player in any Strategy Phase after the European War card is played.  He removes any 2 British Combat Units from the map (to reinforce the British garrisons in Florida and the Bahamas).



North’s Government Falls – The War Ends in 1783
Must be played by either player in any Strategy Phase; this card may not be discarded.  Place the card in the War Ends Box.  If there is already a card in the War Ends Box, put it on top of the Discard Pile.



North’s Government Falls – The War Ends in 1782
Must be played by either player in any Strategy Phase; this card may not be discarded.  Place the card in the War Ends Box.  If there is already a card in the War Ends Box, put it on top of the Discard Pile.



North’s Government Falls – The War Ends in 1781
Must be played by either player in any Strategy Phase; this card may not be discarded.  Place the card in the War Ends Box.  If there is already a card in the War Ends Box, put it on top of the Discard Pile.



North’s Government Falls – The War Ends in 1780
Must be played by either player in any Strategy Phase; this card may not be discarded.  Place the card in the War Ends Box.  If there is already a card in the War Ends Box, put it on top of the Discard Pile.



North’s Government Falls – The War Ends in 1779
Must be played by either player in any Strategy Phase; this card may not be discarded.  Place the card in the War Ends Box.  If there is already a card in the War Ends Box, put it on top of the Discard Pile.


A
Baron von Steuben Continental Line Training
May be played by the American player in any Strategy Phase.  He immediately places 2 Combat Units with George Washington, AND the British Regulars advantage is immediately (and permanently) lost.


B
Lord North Royal Amnesty
May be played by the British player in any Strategy Phase. He removes four American Political Control Markers from any spaces that do not contain an American General or Combat Unit, or the Continental Congress.  May only be played once per game.  Remove after playing.

2

Minor Campaign – Move any 2 Generals
Each General can move up to 4 spaces with 5 Combat Units.  If this is the first Strategy Card played by the British Player in a Strategy Phase, he automatically gets to go first (if he wants to).



Major Campaign – Move any 3 Generals
Each General can move up to 4 spaces with 5 Combat Units.  If this is the first Strategy Card played by the British Player in a Strategy Phase, he automatically gets to go first (if he wants to).

2
A
Francis Marion Guerilla Activity
May be played by the American player in any Strategy Phase.  He removes one British Political Control Marker from any space in North Carolina, South Carolina, or Georgia that does not contain a British Combat Unit.


A
Thaddeus Kosciuszko Engineer
May be played by the American player before a Battle.  He receives one extra Battle Card for entrenchments, AND he can cancel a “Bombardment-Entrenchment” card played by the British player with any Battle Card.


B
Josiah Martin Rallies North Carolina Tories
May be played by the British player in any Strategy Phase.  He removes one American Political Control Marker from any space in North Carolina that does not contain an American General or Combat Unit, or the Continental Congress.


A
Thomas Pain Publishes “Common Sense”
May be played by the American player in any Strategy Phase.  He places three Political Control Markers in any spaces in the Thirteen Colonies that do not contain a British playing piece.  May be played only once per game.

Remove after playing.


A
Nathan Hale Martyr
May be played by the American player in any Strategy Phase.  He places one Political Control Marker in any spaces that does not contain a British playing piece.  May be played only once per game.

Remove after playing.


A
John Glover Marblehead Regiment
May be played by the American player in any Strategy Phase.  One American General that moves when this card is played can move up to 6 spaces (instead of the usual 4), because of the rapid river-crossing capability provided by the ex-sailors of the Marblehead (Massachusetts) Regiment.


B
Continental Line Mutiny
May be played by the British player in any Strategy Phase. He removes 2 American Combat Units from the map; one each from two different spaces.  Also, the American player may not use Operations Strategy Cards to place Political Control Markers for the rest of the Strategy Phase.


B
William Pitt Peace Talks
May be played by the British player in any Strategy Phase before the French Alliance card is played.  He removes two American Political Control Markers from any spaces that does not contain an American General or the Continental Congress.  If the French Alliance card has been played, reshuffle the Strategy Cards at the end of the Strategy Phase.


A
Hortelez et Cie Clandestine French Aid
May be played by the American player in any Strategy Phase before the French Alliance card is played.  He immediately receives two extra Strategy Cards.  If the French Alliance card has been played, reshuffle the Strategy Cards at the end of the Strategy Phase.


A
Admiral Suffren Wins a Naval Victory
May be played by the American player in any Strategy Phase after the French Alliance card is played.  He randomly removes one Strategy Card from the British player’s hand.



European War
Must be played by either player in any Strategy Phase; this card may not be discarded.  If the French Alliance card has been played, remove 2 British Combat Units from the map (to garrison India and the West Indies).  If the French Alliance card has not been played, reshuffle the Strategy Cards at the end of the Strategy Phase.  
Remove after playing if war occurs.



Declaration of Independence
Must be played by either player during any Strategy Phase; this card may not be discarded.  The American player places one Political Control Marker in each of the Thirteen Colonies (if possible).  May be played only once per game.

Remove after playing.


B
Benedict Arnold Treason!
May be played by the British player before a Battle.  The British player receives two extra Battle Cards for possessing secret American plans.  Also, Benedict Arnold is permanently removed from the game. May be played only once per game.

Remove after playing.



Benjamin Franklin Signs a French Alliance
Must be played by either player in any Strategy Phase; this card may not be discarded.  The American player immediately receives all the units in the French Reinforcements Box as reinforcements.  This card can be played only once per game.

Remove after playing.


B
Admiral Rodney Captures St. Eustatius
May be played by the British player in any Strategy Phase after the European War card is played.  He randomly removes two Strategy Cards from the American player’s hand.   May be played only once per game.

Remove after playing.

Optional Cards



Minor Campaign – Move any 2 Generals
Each General can move up to 4 spaces with 5 Combat Units.  If this is the first Strategy Card played by the British Player in a Strategy Phase, he automatically gets to go first (if he wants to).


B
Admiral Keppel Channel Fleet Redeployment to West Atlantic
May be played by the British player in any Strategy Round after the French Alliance.  Immediately remove the French Navy piece and replace it during the next French Navy Phase.


B
William Bancroft British Spy
May be played by the British player in any Strategy Phase.  He randomly removes two Strategy Cards from the American player’s hand.   


B
Admiral Howe Coastal Raids
May be played by the British player in any Strategy Phase.  He removes one American Political Control Marker from any Port space that does not contain an American leader, Combat Unit, or the Continental Congress.


B
Lord Sandwich Coastal Raids
May be played by the British player in any Strategy Phase.  He removes two American Political Control Markers from any Port spaces that does not contain an American leader, Combat Unit, or the Continental Congress.

3
B
Loyalist Guides
May be played by the British player in conjunction with any Operations or Campaign card.  Allows one British army to move through spaces that contain one American SP (no General present) without having to stop and conduct combat, at the British player’s option.


B
Hessian Infantry Bayonet Charge
May be played by the British player before a Battle.  He receives one extra Battle Card for highly trained mercenaries.


A
Light Horse Harry Lee Continental Cavalry
May be played by the American player before a Battle.  He receives one extra Battle Card for superior cavalry.


A
Daniel Morgan Rifleman
May be played by the American player before a Battle.  He receives one extra Battle Card for long-range riflemen.


A
David Bushnell “The Turtle”
May be played by the American player in any Strategy Phase.  The British player cannot use Naval movement or Reinforcements into a Port of the American player’s choice for the remainder of the turn.  Movement or retreat out of the port is still permitted.


A  
John Paul Jones Shipping Raids
May be played by the American player in any Strategy Phase.  He randomly removes one Strategy Card from the British player’s hand.


A
Fort Mifflin Philadelphia
May be played by the American player in any Strategy Phase.  The Philadelphia space has a fort that endows the Philadelphia space with the same capabilities as the Charleston, SC, space.  This card remains in effect until the British player places a Political Control Marker in Philadelphia.


A
Comte d’Estaing Naval Convoy
May be played by the American player in any Strategy Phase.  He may move one General and up to 5 SP’s from one Port to another Port.  Both Ports must contain American Political Control Markers and have no British pieces present.



Valley Forge Severe Winter
Must be played by either player in any Strategy Phase; may not be discarded.  During the Winter Attrition Phase, all spaces that suffer winter attrition round their losses up, not down.

