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British, Hessian, Loyalist, & Native American Contingent

Initiative =
Who goes first
A.B,C,D

To hit value
4,3,2 1

Movement

Mathew Guard



BRITISH

Mlx Block Color Move Combat
Leader Flag 1 C3
Foot Red C2
Light Foot Red B2
Guards Red C4
Dragoon Red B2
Hessian Foot Blue C2

1

1

1

2

1
Hessian Jaeger Blue i B2
Loyalist Foot Green 1 Ci

2 B2

2 B2

2 B1

2 A2

Loyalist Ranger Green

Loyalist Dragoon Green
Indian Orange

Warship Gray




American & French Contingent

*440

Strength= #D6 rolled
see

0 Initiative

Who goes first
A,B,C,D
To hit value
3,2,1

Movement




AMERICAN

[ Mix Block Color Move Combat
£ 2 Leader Flag 1 C3
Continental Blue 1 C2
Dragoon Blue 2 B2
Rifle Corps Brown 1 B3
Militia Foot Buff 1 Ci
Militia Dragoon Buff 2 B2
French Leader  Flag 1 C3
French Foot White 1 C2
French Dragoon White 2 B2
French Warship White 2 A2




Liberty
1775

3 Turns in 1775 1 7 7 5
3 cards only

1776 5 Turns per year

1776-1783

—

1777

Turn 1
Card Phase

Player 1 Action
Phase

v

Player 2 Action
Phase

1778

1779

Reveal same time
Tie goes to English to be player 1

1780

Battle Phase

1781

Turn 2
Card Phase

Player 1 Action
Phase

v

Player 2 Action
Phase

R

Battle Phase

1782

N—

1783

Reveal same time

Turn 3 Player 1 Action
Card Phase Phase
g y
4 N

Player 2 Action

; Phase
Reveal same time L J
o N

Battle Phase



Turn 4
Card Phase

Player 1 Action
Phase

N\
J

Player 2 Action
Phase

Reveal same time | i

N\
J

Turn 5
Card Phase

Player 1 Moves

Player 2 Moves

Reveal same time




Card Phase

Card Mix
6 Action 1
8 Action 2
6 Action 3

Cards

Acton sswply || 2 (2) Supply
cards caras 3 (3) Supp|y

At the beginning of each
year take all the cards
and shuffle them

Hand 5 cards face down

to each player

American
May look at cards

Place one of your cards
on the table and flip at
same time

Each player UM

Place one of your cards
on the table and flip at
same time

Higher number wins

Maximum of 1 step
reinforcement per
block

Can only occur In
supply towns or
Atlantic box

: -
or Supply card wins

*ﬁ

Ties
go to the English player

v

Reinforcements

3 (3) Step

Reinforcements

full strength
Distribute THREE (3) Replacement block
steps among blocks (Off map)
in supply towns [or

Atlantic). Marimum
one step per Block.

N N

) . Playing action cards

Supply cards < Winner is always Player : .
Go first 1 for this turn (lScinceeplicdin
separate groups)
y
|
2 (2) Step

Group moves occur first

-
Separate unit can Build 1




. Weather Phase

Player 2
Roll 1D6

3+No storms

1
2. South
No attacks within or

from the South
or West Indies

1. North
No attacks within
or from the North

Movement is still allowed

;‘f;‘ w:.‘"‘_‘ -"\ % ‘
o ] s o




Player 1
Action
Sequence

Player 2
Action
Sequence

May not be
combined with

River travel

Action Points
[l.e. (3) May
move up to 3
stacks], or 2
move & 1
replacement etc.

]

Place card
face up

with Action
point value

May use AP for
movement first and

After all movement then can replace if Action Points remain

then do replacements

Always move first

Types of

Forced March
(Terrain limits apply)

Any moving block

Move

Movement

Normal Move

Move individual or
group of blocks per

number of MP available

Walking

including warship
may move 1 extra hex
(Even to attack)

Roll 1D6 for
each unit

v

Move blocks per
movement rate
lor2

Move only
once per turn

Indians must
stay in
Wilderness

Max of 2 blocks
may cross at a time

Max of 4 blocks
may cross hex side
at a time

o

'

Exception
Indians with enemies!

Must stop!

When crossing a
forest or Marsh,
entering an area

If entering an area
with enemies!

o Must stop.

J

British & French only

\J

For 1 AP move any/all
blocks from friendly port
to Atlantic box

v

For 1 AP move any/all
blocks from Atlantic box
to a friendly port with no

Enemies

a B

v

v

Does not suffer

wilderness/swamp
restriction

Don’t stop when
crossing a forest
or Marsh

For every block
brought into attack
and equal number
cannot move they

are Pinned!

Terrain Type

4
f 3 block f )
plaxaisiloc s Ground blocks conduct
may cross a hexside h h
along a river at a movement throug
) Atlantic box
time
—

Hexside Limits

Clear

4

Defending
player

determines who
is pinned

River hex travel

2 and stop
(except Indians)

3




Deploy in any
friendly supply town
free of enemies

Maximum of 1
block per hex to
deploy

’

Use replacement
pool units

For 1 AP pull 1 block
from replacement pool
At full strength

-
- \\

First arrive into
Atlantic box

!

2k

American and French

Deploy in their own
named town
(No enemy can be in
area)

-

French

American

-~
-

-~
First arrive into \
Atlantic box

Maximum of 1
block per hex to
deploy

.ii

Only Militia can
deploy in red or
blue towns if
controlled by
Americans

Deploy in any
friendly Blue supply
town free of
enemies




Possible States of Control

Area ]

Control

\ 4 l l \ 4
utral

Friendly Enemy | Contested \ | Ne \

Occupied by friendly blocks Occupied by opponents
Or Friendly town without P blozkspp Unresolved combats Vacant areas

enemies

Total of British Towns = 8

Total of American Towns = 40 .
North 8 / 4 Supply points

North 18 /26 Supply points

Value / # / Worth Value / # / Worth
0/5/0 0/4/0
1/7/7 1/3/3
2/1/2 2/1/1
3/3/9 _ N
4/2/8 West Indies British 3

South 22 / 13 Supply points
0/13/0
1/6/6 Total of Orange Towns = 3
2/2/4 0 Supply points
3/1/3

West Indies French 3



No combat is
simultaneous

v

Defender A goes first

Attacker A

Attacker B

Defender C goes first

f

f N

Attacker C

—

If defender has moved
additional blocks after
attacker they come in as
reserves

Combat Phase

\

Enemies that are in the
same area must Battle

N
Player 1 decides which
combat to resolve
completely

Attacker arrived at hex
from different directions
declare one group as

Other unit is treated as
Reserves and enter into
combat on Round 2

A

Damage is allocated to
the strongest unit

v

Blocks that are

eliminated are
considered captured and
given+heenemy

f N

L
L

N\
J

Subject to Prisoner
Exchange

e



Americans

—P Line up all blocks

into 3 columns

Battle
Round 1

Round 1 Round 1

Place all A blocks in
column A |

Place all A blocks in
column A

v

Fire
(Defender
first)

Fire
(Defender
first)

Roll 1D6 for
each strength
starting with A
All damage is
immediate

Roll 1D6 for
each strength
starting with A
All damage is
immediate

Place all B blocks in
column B

Place all B blocks in
column B

Fire
(Defender
first)

Damage is allocated Fire
to the strongest (Defender
unit first)

Roll 1D6 for
each strength
starting with B
All damage is
immediate

Roll 1D6 for
each strength
starting with B
All damage is
immediate

é N

Place al: C bloccks in Place all C blocks in
column column C |

v

Fire
(Defender
first)

Fire
(Defender
first)

Roll 1D6 for
each strength
starting with C
All damage is
immediate

Roll 1D6 for
each strength
starting with C
All damage is
immediate



Battle
Round 2

Americans
Line up all blocks
into 3 columns

Reserves are
brought in on

Round 2

=

Place all A blocks in
column A

Fire
(Defender
first)

Roll 1D6 for
each strength
starting with A
All damage is
immediate

Place all B blocks in
column B

Fire
(Defender
first)

Roll 1D6 for
each strength
starting with B
All damage is
immediate

Place all C blocks in
column C

o

Fire
(Defender
first)

Roll 1D6 for
each strength
starting with C
All damage is
immediate

Damage is allocated
to the strongest

unit

v

Reserves are
brought in on

Round 2

Round 2

Place all A blocks in
column A

Fire
(Defender
first)

Roll 1D6 for
each strength
starting with A
All damage is
immediate

Place all B blocks in
column B

Fire
(Defender
first)

Roll 1D6 for
each strength
starting with B
All damage is
immediate

Place all C blocks in
column C

Fire
(Defender
first)

Roll 1D6 for
each strength
starting with C
All damage is
immediate



Battle Americans
Round 3 — Line up all blocks
(Last round) into 3 columns

Round 3 Round 3

=

\4

Place all A blocks in
column A

Place all A blocks in
column A

(Defender (Defender

Roll 1D6 for
each strength
starting with A
All damage is
immediate

Roll 1D6 for
each strength
starting with A
All damage is
immediate

Place all B blocks in
column B

Place all B blocks in
column B

-—

Fire
(Defender
first)

Fire
(Defender
first)

Damage is allocated
to the strongest
unit

Roll 1D6 for
each strength
starting with B
All damage is
immediate

Roll 1D6 for
each strength
starting with B
All damage is
immediate

Place all C blocks in
column C

Place all C blocks in
column C

(Defender
first)

(Defender
first)

Roll 1D6 for
each strength
starting with C
All damage is
immediate

Roll 1D6 for
each strength
starting with C
All damage is
immediate

| attacker does not
P win on 3rd round
must retreat




L

o At the instant of Victory
Instead of fighting can Regroup before any other
try to retreat battles

{

.

f N
Must have a retreat path

(Cannot retreat through N.ormal move to any
hexside of attackers Friendly hexes free of
entry) enemy blocks

{
{

\
J
N
S

Retreat path is free of Follow Terrain hexside
enemies limits for Regrouping

4

\
J

Retreat into friendly or
neutral hexes Cannot regroup back to Can regroup between the

West Indies ports

-

Retreat at their full MP
potential

Attacker retreats
through the hex side
that it entered into

If can’t retreat then fight
or be captured

Follow Terrain hexside
limits for Retreats to
each combat round

Must of come into battle
using River travel




Naval

Naval Battles

Warship MovemenS8.1

4 )y (" )
May move from any Both sides with
port to Atlantic Box Warships in common Fire as a normal unit
Spend 1AP hex
( M f Y a ) a )
dy move from Naval Battle only until Cannot destroy land
Atlantic box to any . )
1 side destroyed or units but can damage
port retreat them down to 1 SP
Spend 1AP
May move 2 hexes f "
from 1 port to Excess hits apply to
another land units

Spend 1AP

v

Warship by itself ]

Can reinforce an
attack

F
ed

: ~‘. \
e




Warship Control
8.6

Sea retreats
8.5

Sea Attacks

8.4
—

Naval Invasion

i ~

( ) Retreat ground units Can control hex as
Attack starts from wnhX\t/flrsr_lpbback to Ionglj_a r;lo er_ltemy
Atlantic Box to a port antic box ana uni
( ) f ) " If enemy land unit |
Cannot retreat more Y

enters hex must

Minimum 1 Warship than 3 land units at a retreat after battle
Max 3 Land units time ends
— —

*J

( . Y
Other units may not
combine attack with
Sea attack
Cannot reinforce an
attack

v

If enemy hex has
warships must
proceed with Naval

[ Attacker retreats ]

Battle
p
; Defender wins ]
a Y
Cannot land Land Reduce all attacking
units until Naval —| units 1 SP and then
battle won return to Atlantic Box

S

Attacker wins

\
]
/

Proceed with Land : 7 . < A—
attack ' ‘
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2T LTS
" 9 i\\ " e i\\
BRITISH [l FRENCH 1
\  west / A west Iy
S oo
After 1775
l British cannot
LA XS raad attack West Indies
[ N\
American
rolls 2D6 Before French entry || After French entry

[ )

v

=>8 French enter
War

Limit of 2 units in
the West Indies

No limit

Place French
troops into
draw pool

When picked place DE GRASSE
in Atlantic box 1] 2 [ A2)

," S~._ | Replacements must
: | be placed in the
ATLANTIC : Atlantic box

/—> US ports

-~
i ei\\ 'I © i\\k — r’,f ey
\ s )y N ) l
bl i v ] ATLANTIC
k Replacements must
[ French be placed in the
Atlantic box




In own town +
Supply card can < > Indians don’t suffer

_>
B2 Combat in home | ‘

May use forced
) Does not suffer
B1 Combat outside of Capture the Indian

Don’t stop when

Can be disbanded in

territory at end of




Add up all British held

After 1775

All units in Atlantic |
box must be I

| disbanded 1
7

To disband units
—»| must be adjacent or
at a friendly port

Enemy occupation of Yorktown
prevents such disbanding in any

effect for Philadelphia.

N\

American, Loyalist, and
Indians can disband in
any town hex

Eliminate all blocks
that exceed the Supply
limit of the hex they
occupy

Eliminated block are
considered captured

Wintering Phase

American rolls

>

—>

rican wins if Bri
controls

2D6

French second

Chesapeake Bay port. Dover has the same

American in Indian
home territory at end of
ear

=>8
French enter War

Example: NY can hold 4

May attempt to
negotiate to return
blocks to other player

Place French
troops into draw
pool

\

\

When picked place
in Atlantic box

_—

Can disband units
and bring them
back to replacement
pool

Capture the Indian unit
(Even if in British

(Only 1 leader per hex)

Leaders in any town
hex
(Same nationality only)

1 point leader
Sustains itself

2 point leader
Sustains itself
+ 1 other unit

3 point leader
Sustains itself
+ 2 other units

4 point leader
Sustains itself
+ 3 other units




British Setup

3

@§>g

3




BRITISH: 1775

Name Type Strength  Location
Howe Leader 3 Boston
Grey Foot 3 Boston
Grant Foot 3 Boston
Howe Warship 3 Boston
Carleton Leader 2 Québec
Fraser Light Foot 2 Québec
Peters Loyalist 2 Montreal
Cunningham Loyalist 2 Norfolk
Butler Loyalist Ranger 2 Fort Oswego
Tarleton Loyalist Dragoon 2 Wilmington
Ferguson Loyalist 2 Augusta
Hood Warship 3 West Indies
Rawdon Foot 4 West Indies
Cherokee Indian 2 Cherokee
Mohawk Indian 2 Mohawk
Shawnee Indian 1 Shawnee

American blocks not used in the initial setup are placed face-down and shuffled.
These blocks constitute the American Replacement Pool. British blocks not used in the
initial setup are placed face-down in a separate group and shuffled. This is the British
Replacement Pool.



AMERICAN

Name Strength Location
Washington Leader 2 Springfield
Pickens Militia 3 Springfield
Ward Militia 3 Springfield
Putnam Militia 3 Hartford

Gates Leader 3 Fort Ticonderoga
Wooster Militia 2 Newport

Stark Militia 3 Portsmouth
Clinton Militia 3 New York
Dickinson Militia 3 New Brunswick
Sumter Militia 2 Charleston
French

de Barras Warship 3 West Indies

St. Simon Foot 3 West Indies
Special Rules

Each player receives only 3 cards in 1775.

British player cannot draw replacements in 1775.

American blocks not used in the initial setup are placed face-down and shuffled.
These blocks constitute the American Replacement Pool. British blocks not used in the
initial setup are placed face-down in a separate group and shuffled. This is the British
Replacement Pool.

French entry has not occurred. French blocks, except those listed in the set-up, are
kept face-up in a separate French Replacement Pool. With French entry into the war, these
blocks are added to the American Replacement Pool face-down and drawn normally.



American Setup
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