LIBERTY

Columbia Games 2003

Cyberboard Gameset Version 1.00 (Aug 03)

For an optimal use of this gameboard, you must be perfectly accustomed to the “ownership” function of Cyberboard.

This game is not one of the most convenient to play with CB, as it needs many file exchanges during a single turn, because of the combat sequence, and the revelation of hidden units. But it works, and you do not need any other program for card management. 

For a solo game, see the Post-Scriptum.

Units Management

Unit’s names are available as “pop-up” text when the mouse’s pointer is over the block. For this, make sure that the “Show Objects Tips (F7)” function is selected.

Initially, units belong to the American or the British player, and only their owner has access to them.

Before a battle, you have to release the “ownership” function of the participating units, to allow your opponent to see them (select all the units, then perform a right click and select “Remove Ownership”). 

When the battle is over, you then have to take “ownership” again, to hide your units.

Rotate the units via the right click menu to indicate step losses.

When France enters the war, select all the units from the French Tray and place them in the American Tray.

Card Management
The cards are located in a tray with a random function. (Initially, there is no ownership  function).

When you draw a card, only the top side is visible to both players.

1) You then have to select the card(s) (draw a box with a left click for a multi selection)

2) Then, a right-click on it will open a menu : select “Take Ownership”.

3) Now you may flip all your cards to their visible side. Your opponent will only see the hidden one.

Strictly follow this sequence. If you flip before taking ownership, your opponent will see your cards during the replay

IMPORTANT:

When playing a card:

Place it ON TOP of the discarded card’s deck, and with a right click on it, “Remove Ownership” so that your opponent may see it.

When you have to reshuffle the deck, just flip all the cards back to their hidden side and drag them into the Card’s tray.

MARKERS:

There is a set of markers to indicate hexsides used to enter Battle hexes, British/American control (for retreats), and alphanumerical characters for Force March…and a Victory Points track.

WARNING:

CB random function has a limitation. It seems that each time you start a game, the random generator produces the same sequence. There is an easy way to bypass this limitation :

Just pick up one (or more) card(s) from the tray, right click on the tray and select “Shuffle all pieces”. Then, send removed cards back into the tray, and you may shuffle again…

You may vary at convenience, to produce a really new deck for each game…

Typical Sequence of Play :

	British Player
	American Player

	Draws cards
	

	
	Draws Card, then plays one (unrevealed)

	Plays and reveals one Card
	

	
	Reveals his card and rolls for Weather 

(+ Action phase if First Player)

	Action Phase
	

	
	(Action Phase if second Player and reveal units in Battle hexes)

	Reveals Units in Battle hexes
	

	Combat

	Disbands units (and performs Attrition)
	

	
	Disbands units, performs Attrition, rolls for French Entry, shuffles cards (…and draws his cards)


In case of multiple Battle hexes, if the result of one battle could not interfere with the others, battles can be fought simultaneously to increase game speed. 

Enjoy…

Thierry ARADAN

thierry.aradan@wanadoo.fr 

PS: When creating a game from a scenario, if you want a full access for a solo game, just click on “Create a Referee game file” in the menu, and use that *.gam file only. 
There is a useful function in CB if you have a slight doubt about the “visibility” of your own cards/units. The “View / Spectator View” (or F8) function instantly shows you what units have their “ownership” status removed.

