We The People (2nd Edition)
By Roger Cooper
1. INTRODUCTION

We the People is a game of the American Revolution. The Rebels (or Continentals or Patriots) are referred to as Americans, while their opponents are called British.

This rewrite of We The People brings the rules more in line with those of Hannibal. Differences with Hannibal and the original We the People are noted. The most important change is that like in Hannibal and other games of this type, most cards can be used as an event or operation

2. GAME COMPONENTS

2.1 The Playing Pieces
COMBAT UNITS: Each round playing piece that has a picture of a British, American or French soldier printed on it represents a number of Combat Units of that nationality equal to its printed value. 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. 

GENERALS: Each rectangular playing piece represents a single General. Place Generals upright in plastic stands.

POLITICAL CONTROL MARKERS: The small circular playing pieces, having British and American symbol printed back and front, are used to record which side has Political Control of a space. Throughout the rest of these rules, the term Political Control Marker will be abbreviated as PC marker.

3. GLOSSARY OF GAME TERMS

The following are important game terms and abbreviations you should be familiar with before reading 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 13 colonies or Canada. Each space is color-coded to help identify which colony it belongs to.

CU: An abbreviation for combat unit


Operation Number: The number between 1 and 3 on the upper-left-hand corner of each strategy card.

Political Control (PC): A player controls a space if he has a PC marker in it. A player controls a Colony if he controls the majority of the spaces in the Colony. A space containing a PC marker remains under the control of the owning player even if an enemy General and/or CUs are also present.



4. SETTING UP THE GAME

Place the turn marker in the turn 1space (1775) on the Turn Record Track, and set up the playing pieces as indicated below.

4.1 British Setup

Quebec, Canada: General Carleton, 2 CU's

Fort Detroit, Canada: 1 CU

Boston, MA: General Howe, 5 CU's

PC's in the above spaces and Montreal, Canada; Norfolk, VA; Gilbert Town, NC; Wilmington, NC; Ninety-Six, SC;

Reinforcement Box: Generals Burgoyne, Clinton, Cornwallis

4.2 American Setup

Lexington & Concord, MA: General Washington, 5 CU's, 1PC

Newport, RI: General Greene, 2 CU's, 1 PC

Charleston, SC: 2 CU's, 1 PC

Philadelphia, PA: Continental Congress, 1 PC

Reinforcement Box: Generals Arnold, Lincoln, Gates, Lee & Lafayette

French Forces Box:: General Rochambeau, 5 French CU's & the French Navy

Committees of Correspondence: Place 1 PC in each colony except Canada in any space that does not contain a British unit.

4.3 Event & Battle Decks
Separately shuffle the deck of 48 Battle Cards and the deck of 126 Strategy Cards and place the two decks off to the side. You are now ready to play.

5. SEQUENCE OF PLAY

We The People is played in turns, each of which must be played in the following order:

1. Deal Strategy Cards
Each player is dealt Strategy Cards.

2. Strategy Phase
The players resolve this phase by playing their strategy cards one at a time, alternating back and forth between them (i.e., one player plays a card, then his opponent plays one). The Strategy Phase ends when both players have exhausted their hand.

3. Winter Attrition Phase
Both players conduct Winter Attrition against their CUs as described in rule 20.1.

4. Political Isolation Removal Phase
Both players (first the British followed by the American) remove all their non-walled, non-tribal PC markers which are Isolated (rule 18.4).

5. Victory Check
Both players calculate their Political Points as explained in rule 21.1. If one player has less Political Points than the other player, he will lose a number of PC markers as explained in rule 21.2.

6. End of Turn
After completing the Victory Check, begin another game turn. Play continues until one side wins a Sudden Death Victory (rule 22.0) or all turns have been played.

6. THE STRATEGY PHASE

7.1 Receiving Strategy Cards
Each player is dealt 7cards from the Strategy Deck during each turn.

7.2 Two Options for Each Card
Each card played allows the player to either use the Operation Number on the card (8.2), or cause the event on the card to occur. If you wish to do neither, you may discard.

7.3 Who Goes First
Normally the American player decides who will move first, but if the British player has a Major or Minor Campaign card in his hand and will play it (as an Event or an Operations Card) for his first play in the Strategy Phase, he may choose to go first. Follow this procedure:

The American player first asks the British player if he is using a campaign card to move first. If not, then the American player declares who will move first.

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

8. STRATEGY CARDS

8.1 Description
Each Strategy Card has two primary elements, a number between 1 and 3 in the upper left corner (called the Operation Number) and an event. The operation number is used to activate generals or place PC markers. The event is only available if the operation number is not used. A ship symbol in the upper right corner (on Ops 3s and campaign cards) indicates the card can be used for Sea Movement.

8.2 Using the Operation Number

The operation number allows you to do one of the following:

MOVE A GENERAL (with or without CUs) whose Strategy Rating is less than or equal to the operation number. EXAMPLE: A "1" can only move a general with a Strategy Rating of 1. A "2" can move a general with a Strategy Rating of 1 or 2. A "3" can move any general.

Place a quantity of PC Markers on the map equal to the operation number. One PC marker can be placed in each space that doesn't contain an enemy CU or PC Marker. EXAMPLE: If you play a "3", you could place three of your PC markers.

RAISE TROOPS: This is only allowed for the American player. He may place a number of CU's equal to the operations number in any friendly, unbesieged space with a PC marker. He may only use 2 cards per turn for this purpose. When placing reinforcements, he may also bring in a general.

8.3 Events
The operation number of each strategy card is letter-coded to reflect who can use the event. Events playable only by the British have a B. American events have an A. Events that can be played by either player have an E. 

8.4 Counter Events
Events with a code of C be played in the middle of a move or battle. Playing a Counter Event does not count as your normal move; you must still play the next Strategy Card (if you have one). In effect, playing a Counter usually requires you to play two Strategy Cards in a row. Counter events can also be played as regular events if appropriate. This code is also used indicate cards that can be played to reinforce or otherwise affect a battle.

8.5 Discarding
You may discard a strategy card rather than play it. In this case no action occurs and it now becomes your opponent's turn to play a strategy card. Discards must be played face up for your opponent to see.
9. STACKING AND SUBORDINATION

9.1 Stacking CU's
There is no limit to the number of CUs that can be stacked in a space.

9.2 Stacking Generals
There can be more than one general in a space, but only one can be in command. If 2 generals of equal rank end in a move in the same space, one is chosen at random is displaced to any other friendly CU or PC marker.

9.3 Rank
All British generals are the same rank. George Washington outranks all American Generals and Rochambeau. Rochambeau outranks all American generals except for George Washington.

(Note that the inability to stack generals is based upon the original rules of WTP and not Hannibal. It reflects the professional jealousies that affected both sides).

10. MOVEMENT

10.1 Who May Move
Generals may move with or without CU's. Combat Units (CUs) cannot be moved unless accompanied by a general. A general can be moved only when a strategy card is played that permits it. A general and the CUs stacked with him are collectively called an army. Only one army moves with each strategy card unless a campaign card is played (10.9). The same army may be activated each strategy card play.

10.2 Movement Procedure
You can move a general up to four spaces (six spaces with a Forced March Strategy Card). A general can move with up to 5 CU’s. A force of 6-10 CU's can be moved 1 space (with a forced march 2 spaces). As you move a general, you can pick up and drop off CUs along the way, so long as there are never more than ten CUs moving with the general at any time. You may move a general into any space that is adjacent (i.e., connected by a line) to the space that the general occupies. The sequence below must be observed when moving an army:

1. Select the general you wish to activate. If there are two or more generals with an army you may designate which is the commanding general (under the restrictions of 9.3). Then select up to 5 CUs and any number of subordinates to accompany the commanding general.

2. Play a Strategy Card that can activate the commanding general (8.2).

3. Move the army. As the army enters each space it triggers a Reaction Phase for the non-active player (10.3), which is conducted before proceeding to step 4.

4. If the non-active player was successful with an Interception, the active army has the option to back up one space and end its move (12.5).

5. If there is only one CU in the space the active army may conduct an Overrun at this time.

6. Repeat steps 3 - 5 until the activated army has completed its move.

7. The army may now conduct one of the following: either a siege /subjugation attempt or a battle. An army may never conduct a battle and then a siege or subjugation on the play of a single strategy card.

(Note that the # of CU moved is reduced from 10 to 5, in accordance with WTP. This reflects the difficulty of supplying & moving large forces in the sparsely populated American colonies. A large force can be moved slowly & carefully).

10.3 Reaction Phase
 Each space an army enters may trigger a possible reaction by the non-Active Player. This is called the Reaction Phase and follows this sequence:

1. If the space contains a PC of the non-active player, he may declare his CUs inside or outside the city and moves them above or below the PC Marker as appropriate.

2. The non-active player declares all his Interceptions and Avoid Battle Attempts. All must be declared before any are carried out and the non-active player is required to attempt all those he designated.

3. If an Avoid Battle were declared; the non-active player must roll for its success and, if successful, move the army from the space.

4. If any Interceptions were declared, the non-active player must conduct them now (in any order he wishes). An army intercepting into a space may not duck into a Walled City since non-phasing CUs can only enter Walled Cities during step 1 above. This completes the Reaction Phase.

10.4 Enemy Occupied Spaces
When you move an army into a space containing one or more enemy CUs, and those enemy CUs do not, cannot, or fail to Avoid Battle (rule 13), your army must stop, end its movement and battle the enemy force (exception: 10.5). A general without an army may not move into a space containing an enemy army nor stop in a space containing an enemy general without an army (he may pass through such a space).

10.5 Overruns
(There are no overruns. Given the poor communications, a small force could noticeably delay an army).

10.10 Captured Generals
A general is captured if an enemy army enters the general's space and the general is not accompanied by friendly CUs. A general is also displaced if all CUs accompanying the general are eliminated due to Retreat losses due to the attrition Table. A captured general becomes eligible for reuse as reinforcement next turn.

(This reflects both prisoner exchanges and finding new generals. It was also easy to find new generals, it was private soldiers that were hard to recruit).

If George Washington is displaced he is eliminated and the American player must remove 5 PC markers from any spaces on the map. This is in addition to any PCs losses resulting from the battle that led to George Washington's death.

10.11 Campaign Card Limitations
When a campaign card is played each commanding general must complete all movement and battles before another general can be activated. A CU or subordinate moved by one general during a campaign can be moved by another general during the same Campaign as long as no CU or general moves more than four spaces. Once an army participates in a battle, siege, or backs up one space to avoid being intercepted (rule 12), or fails its Pursuit die roll (rule 13.2); all CUs and generals in the army are considered to have spent all their movement capability and may not be moved by another general during that campaign. A campaign card cannot be used to conduct more than one siege in the same location.

11. NAVAL MOVEMENT

11.1 Procedure
A British general (with or without CUs) may move from a port space to any other port space using Naval Movement. CU's by themselves may not use Naval Movement. Naval movement can not be combined with land movement. The Americans or French may only conduct naval movement as a result of specific events. Only 5 CU's can be moved by sea unless a forced march card is used (which allows 10).

(Note 2 changes from Hannibal, in that any card can be used that would normally activate the general, but that there is no inland portion of the movement. The ability to use any card reflects the greater ability to operate in adverse weather held by the larger vessels of the Age of Sail. The lack of inland portion reflects the specialization of shipping, making the unloading of an army a more difficult matter than it was for an Age of Oars fleet that beached every night routinely)

11.2 Enemy Controlled Ports
Control of a port is not necessary for embarkation or debarkation. Naval Movement is allowed into and out of any port space including a port that contains an enemy PC or CUs. Naval movement into a space with an enemy PC or CU requires a '3' operations card. These could be reinforcements sent straight from England. Only 1 amphibious invasion can be conducted each year. No amphibious invasions can be conducted in 1775.

(The requirement of '3' card represents the greater difficulty conducting Amphibious invasions as opposed to naval transports).

11.3 Naval Movement and Sieges
Naval Movement is allowed into or out or besieged cities, unless otherwise prevented.

(Sieges in the American Revolution did not involve thorough blockades. The British were able to retreat by sea from Boston. They were unable to do so at Yorktown because of the French fleet, not the besiegers).

11.4 Sea Movement Limit
Only one of the two or three armies that may move with a campaign card can use naval movement.

11.5 Restricted Ports
The cities of Quebec, Boston and Charleston are 'restricted' ports. Because of the geography of these places it is difficult for fleets to operate directly against them. The following rules apply:

1. No amphibious invasions may be made into a restricted port.

2. If a retreat by sea is attempted from a restricted port, the opposing general rolls against his BR, if he succeeds, the entire retreating force is captured. If he fails, the retreating force loses 1 CU (in addition to other combat losses)

3. If the port is American-controlled, the British do not receive the 2 extra BC for being in a port. If British-controlled, he receives that benefit.

4. Naval movement can be made normally to and from a restricted port (even if under siege).

(Quebec City is located on a bluff overlooking the actual port. Boston is surrounded by hills from which artillery can fire into the harbor. Charleston is behind a group of marshy islands, which if fortified, can prevent enemy naval movement. By contrast, New York and Philadelphia harbors are basically flat areas, where the British navy could operate easily.

12. INTERCEPTION

12.1 In General
Interception is a special kind of movement that allows a non-active army to advance one space during an opposing general's move and interrupt the movement of the enemy army. Interception forces the moving army to fight a battle (rule 14) or back up one space (12.5).

12.2 When Can an Interception Occur?
Any army controlled by the non-active player may attempt interception. An interception can occur whenever an enemy army or general enters (via land or naval movement) a space adjacent to the army and the space does not contain any non-moving enemy CUs. An army may attempt interception each time the above condition occurs, for example if an enemy army tried to move around your army you could attempt to intercept in each adjacent space which did not contain an enemy CU.

12.3 Interception Restrictions
You may not intercept into a space that contains one or more non-moving enemy CUs. Interceptions may only occur against movement. You cannot intercept an attempt to Avoid Battle (13.1), a Withdrawal (14.12), or a Retreat (15), nor may you intercept an interception.

12.4 Interception Attempt Die Roll
To intercept, roll the die. Subtract 1 from your effective Battle Rating if the space your army is intercepting into contains an enemy PC marker and no friendly CUs. If the modified die roll is less than or equal to your commanding general's Battle Rating, the interception attempt is successful. If your interception attempt succeeds, you must move the general and all CUs you declared were participating in the interception, into the space. In a battle caused by a successful interception, the intercepting player receives one extra Battle Card to simulate the effects of surprise. One is the maximum benefit, even if two or more armies intercepted. The British subtract 1 from his effective Battle Rating.

(The penalty for the British reflects their unfamiliarity with the countryside. In the original WTP, the British could not intercept at all)

12.5 Backing Up One Space
An army intercepted is never required to give battle; it may instead back up to its last-occupied space and end its movement. If an army has to back up across a pass, it must roll for attrition again. If an army has to back off from a sea move, then it returns to its port of embarkation. 

12.6 Multiple Interceptions
You may conduct more than one interception attempt into the same space if you have more than one army adjacent to the space your opponent is about to enter. In this case, you must declare all interception attempts before any are resolved, and your opponent may wait until all are resolved before he decides to give battle or back up. If both/all interceptions succeed, then the armies are combined in the space under the command of one general and the combined force faces the moving army.

12.7 Failed Interceptions and Avoid Battle
If an army fails an interception attempt it is prohibited from attempting an avoid battle against that same army during the current card play. The army that failed the interception may still attempt other interceptions without restrictions, and may even attempt to avoid battle against other armies if the current card play is a campaign.

13. AVOIDING BATTLES AND PURSUIT

13.1 Avoid Battle
This option is available to the non-active player only. If an enemy army enters a space containing one of your armies or one or more of your generals without CUs, you may attempt to avoid battle. To determine if the attempt succeeds, roll the die. If the die roll is less than or equal to your commanding general's Battle Rating, the Avoid Battle succeeds. A successful Avoid Battle allows you to move your army or generals out of the space and into any adjacent space (see restrictions below). If the die roll was greater than the commanding general's Battle Rating, then the army/generals remains in the space and a battle is resolved (or the generals are displaced). For botching the retreat and for the temporary reduction in moral this would cause, you receive one less Battle Card in the ensuing battle.

13.2 Restrictions on Avoiding Battle
No more than 5 CUs may avoid battle. An army that contains more than 10 CUs must leave behind all CUs in excess of 5. CUs and generals that failed an interception attempt may not attempt to avoid battle against the same army in the current round (12.10). An army or general avoiding battle may leave CUs and/or generals behind (as long as 18.1 is not violated). May not enter a space containing an enemy CU or PC marker. May not enter the space from which the enemy army is advancing.
13.3 Pursuit
If your opponent successfully Avoided Battle, you may attempt to continue moving (either to pursue or to move off in a different direction). To determine if the attempt is successful, roll the die. If the die roll is less than or equal to your general's Battle Rating, your army can continue to move. If your general has already moved the four-space limit (or six spaces if moving with a Force March card), or the die roll is greater than his Battle Rating, then your army must stop in its current space. If your army pursues the army that avoided battle, then your opponent can try to avoid battle again, and you may attempt to pursue again. This can continue until your opponent fails his avoid battle die roll or your general has moved his limit.

13.5 Fortifications and Avoid Battle
An army located with a friendly PC . The controlling player may declare the army inside fortifications when the enemy army appears or he may declare the army in the open and attempt an avoid battle. The first case would not slow the movement of the enemy army, but the second case might (if the avoid battle succeeds and the pursuit does not).

14. BATTLES

14.1 Battle Cards (BC)
Battles are resolved using Battle Cards. After the battle is over, all BC's are shuffled back into the Battle Card Deck. Each player draws a number of BCs as described below:

A number of BC's equal to the commanding general's Battle Rating (if a general is present).
One BC for each CU he has present in the battle.
One BC for a successful interception (12.4).
One less BC for the defending army if it unsuccessfully attempted to avoid battle (13.1).
2 BC's if you control the colony

The British player receives two BC's for any battle in a port, unless the French fleet is present, it is 1775 or the port is an American-controlled 'closed' port.

1 BC for the British if the British regulars rule is in effect

The defender always receives 1 extra BC.

Each player displays battle-related event cards simultaneously.

14.2 Battle Round
A battle is fought in Battle Rounds. In each battle round, first the attacker plays a BC and then the defender must play a BC that Matches (see 11.5) the attacker's BC. If the defender is unable or unwilling to match the attacker's BC, he loses the battle. If the defender's BC matches the attacker's BC, another battle round must be played. The players continue playing out battle rounds until one wins.

14.3 Matching the Attacker's Battle Card
The defender matches the attacker's BC by playing one of exactly the same type. Thus a Frontal Attack card is matched by another Frontal Attack card, a Probe card is matched by a Probe card, and so on.

BATTLE TIP: If you are the attacker, usually the best card to play is the type that is predominant in your hand. With only 48 cards in the Battle Card Deck, if you have many of one type, your opponent is likely to have only a few. Examine the chart at the end of this rule booklet for the number and type of cards in the Battle Card Deck.

14.4 Counterattacks
After each battle round, the defender may attempt to counterattack. If successful, he becomes the attacker in the next battle round, and the former attacker becomes the defender. To attempt a counterattack, the defender rolls the die. If the die roll is less than or equal to his commanding general's Battle Rating, he has seized the initiative and become the attacker. If the die roll is greater than his general's Battle Rating, he fails and remains the defender in the next battle round.

DOUBLE ENVELOPMENT EXCEPTION: If the attacker plays a Double Envelopment and the defender matches it, then the defender can automatically (though its not mandatory) gain the initiative and become the attacker (the Double Envelopment tactic was a difficult and dangerous tactic to attempt). Note that this would be the only way for a force with no general to become the attacker.

14.5 Reserve Cards
There are four Reserve cards in the battle deck. These cards are wild cards that may be used as any of the other five types of cards (Frontal Assault, Flank Left, Flank Right, Probe or Double Envelopment). Reserve cards can be used by the attacker or by the defender (to match a card). When the attacker plays a reserve card, he must state which type of card it is representing and it takes on all characteristics of that card (i.e., a Reserve card used as a Double Envelopment will result in an automatic loss of initiative if matched).

14.6 How to Win a Battle
The attacker wins if the defender cannot or will not match his battle card.
The defender wins if the attacker has no BC's remaining at the beginning of a battle round (even if the defender also has no BC's remaining).

14.7 Battle Casualties
The loser rolls below

Roll
Losses in CU

1-3
1

4-5
2

6
3

Decrease enemy losses by 1 CU if the battle was won with a probe.

The winner loses 1 CU if the battle was won with a frontal assault.

The loser is eliminated if the battle was won with a double envelopment

(Note that the simpler loss rules of the original WTP are used with some modifications)

15. RETREATS

15.1 Retreat Procedure
After battle casualties and retreat table losses have been removed, the loser of a battle must retreat his force and suffer the political consequences of the defeat. The loser of the battle must retreat to a space that is both friendly controlled (contains a friendly PC) and clear of enemy CUs or to a space that contains more friendly CUs than the retreating force. If you have more than one space that you may retreat your force to, you must pick the closest one (if two or more are equidistant, the retreating player may choose). You may not leave behind any CUs or generals as you retreat, and any friendly CUs encountered along the retreat path (if they do not outnumber the retreating CUs) are swept up in the retreat and become part of the retreating force.

15.2 Restrictions on Retreats

The length of the retreat may not be more than four spaces. If the original attacker retreats, he must always retreat first into the space in which he entered the battle. If the original defender retreats, he is prohibited from entering the space from which the attacker entered the battle from during the full length of his retreat. The retreating force may never reenter the battle space during its retreat. You may never a space when an enemy CU or PC marker . A force that cannot retreat, has no place to retreat to or must retreat more than four spaces is eliminated.

(Note that retreats are through enemy areas are prohibited, in accordance with the original WTP rules. This reflects the greater willingness to surrender to opponents with a common language and culture, rather than engaging in desperate retreats. Retreats by sea are possible due to reliability of sea movement. Note that 2 great disasters of the British can occur. Saratoga shows what happens if you launch an attack from a space with an enemy PC marker. Yorktown shows what happens if an expected retreat by sea is blocked.)

15.5 Political Consequences

Each time the American player wins a battle, he places 1 PC. Each time the American players captures an enemy General, he places 1 PC. Each time the British wins a battle the American player loses 1 PC of his choice. Each time an American general is captured, the American player loses 1 PC of his choice.

(Note that the British PC's are unaffected by battle results)

15.6 Sue for Peace
If, as a result of battle, the loser is unable to remove enough PC markers to satisfy the Political Consequences of defeat, the player must instantly sue for peace, thereby losing the game, (see rule 22).

16 WITHDRAWALS

16.1 In General
Withdrawals are a way for the current attacker (not necessarily the original attacker) to break off from a battle. To withdraw, the attacker must forfeit his chance to play a BC and roll less than or equal to his commanding general's Battle Rating. The defender can cancel the withdrawal by rolling less than or equal to his commanding general's Battle Rating (the defender is not required to roll). If the attacker's withdraw die roll was not successful, or if the defender canceled the withdrawal, the defender may immediately take the initiative and become the attacker. There is no limit to the number of times you may attempt to withdraw in a single battle.

16.2 A Successful Withdrawal
A successful withdrawal ends the battle and forces the withdrawing player to move his army to an adjacent space (exception: units that sallied forth from a besieged walled city may withdraw back into it). Battle casualties are resolved normally, but the Retreat Table is not used.

16.3 Restrictions on Withdrawals
A withdrawing army may not split up. You may not withdraw into a space containing an enemy PC marker or enemy CU. You may not withdraw into the space from which the enemy army entered the battle space. If the original attacker withdrawals, then he must withdraw to the space from which he advanced.


17. POLITICAL CONTROL

17.1 Political Control
Players gain control of a space and control of a Colony through placement of PC markers. A player controls a space if he has a PC marker in it. A player controls a Colony if he controls the majority of the spaces in the Colony (having the majority of the PC markers in a Colony is not by itself sufficient for Political Control). A space containing a PC marker remains under the control of the owning player even if an enemy general and/or CUs are also present.

17.2 Placing PC Markers
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 operation number. You can place PC markers in any space that does not contain a PC marker or an enemy CU that is adjacent to your own PC or with a military unit. Exception: You can place a PC marker in a space containing an enemy PC marker (by flipping it over) if you have a CU in that space. British CU's and American Generals may remove PC's by expending 1 movement point.

(The easy removal of PC's reflects the relative shallowness of loyalty in what was essentially a civil war).

17.3 Characteristics of PC Markers
PC markers do not stop or slow movement of units.
Interception attempts into a space containing an enemy PC marker and no friendly CUs are more difficult (12.4).
You may not avoid battle into a space containing an enemy PC marker (13.2)
A retreat must end in a space containing a friendly PC marker (15.1).
An army may not withdraw from battle into a space that contains an enemy PC marker (16.3).
CUs on enemy PCs at the end of the turn suffer attrition (21.1).

17.4 Removing Isolated PC Markers
During the Political Isolation Phase, each player (starting with the British Player) must remove all his PC markers that are isolated. A PC marker is isolated if the player cannot trace a path of spaces from the PC marker to a friendly CU. The British can trace a path to a port with a friendly PC. The Americans can trace a path to the Continental Congress. A path cannot enter a space containing an enemy PC marker unless a friendly CU is present in that space. The path may enter and exit a space that contains enemy CUs only if the space also contains a friendly PC.

(Read the rules on isolation carefully. The easiest way for the British to win is to build a line of PC's across the colonies, destroy all American south of the line and then remove a large number of PC's.)

17.5 Political Effects of Battles Each time the American player wins a battle or captures a British general, he may place 1 PC (if he does both, he places 2). Each time the British player wins a battle or captures an American general the Americans must remove 1 PC (if he does both, he the Americans remove 2). If the Continental Congress is dispersed, the American player must remove 1 PC.

18. SIEGES

18.1 Any defending force with at least 2 CU's may refuse battle and force a siege.

18.2 Siege Procedure

A siege requires at least 3 CU's to prosecute. Each turn the force is activated (including the turn the attackers entered the space), 1 siege point is accumulated. When the # of siege points equals the number of defending CU's, the defenders are eliminated. This counts the same as a battlefield victory for political purposes.

(Sieges are much faster & more predictable due to artillery. Normally you are better off taking your chances in the field)
18.3 Restrictions on Besieged Forces
A besieged city may not receive reinforcements and a besieged general may not raise troops (8.2). A besieged army or general may leave the city via naval movement and an army may debark directly into a besieged city. A besieged army may sally forth and initiate battle against the besieging army. If it does, the battle and battle card bonuses are resolved normally.

18.4 Lifting a Siege
A siege is lifted or subjugation ended the instant there are no longer any enemy CUs in the space. If this happens, remove any accumulated siege points. Reducing the besieging army to below 3 CUs does not raise the siege.

18.5 Relief Armies and Besieged Forces
If you send an army to attack an enemy army besieging one of your forces, you may count the besieged CUs during the battle. When besieged CUs are added to an attack or a besieged army attacks on its own, it is called a sortie. Battle loses can come from either the relief army or the CUs that sortie at the controlling player's option. If there is a general inside the city when a sortie occurs, and that general outranks the commanding general of the relief army, the general inside the city is considered in command for the battle. If no sortie occurs, the general inside the city is not used in the battle. Only the CUs and generals that sortie may be retreated back into the fortifications.

19. Attrition

21.1 When Attrition Occurs
Attrition can occur for the following reasons:

WINTER ATTRITION: During the Winter Attrition Phase, all CUs (with or without generals) in spaces containing an enemy PC marker or not in Winter quarters suffer attrition. Players conducting sieges against a city should be aware that their CUs are in a space with an enemy PC marker and will suffer Winter Attrition if still there at the end of the turn. The affected force loses half its CU's (rounded down).


20. VICTORY CHECK PHASE

Players count Political Points to see if one side loses PCs for Political Repercussions.

20.1 Procedure
During the Victory Check Phase, players counts the number of Colonies and Cities they control. The cities are Quebec, Boston, New York, Philadelphia & Charleston. There are 19 political points available.

20.2 Year-End Political Repercussions
After calculating Political Points, the totals are compared. If the British player has more than the American player, the American player must remove the difference in PC's. If the American player has more than the British player, the American player places the difference in PC's. If there are insufficient open spaces to place PC's, the British player must remove PC's instead.

20.3 Sue for Peace
If a player does not have enough PC markers to remove due to Political Repercussions, his country sues for peace and the game ends immediately.

20.4 End of Game
If no one has won by the end, the game is a draw.

21.0 Mandatory Event

When a mandatory event card is played, activate the next mandatory event.

#1
Declaration of Independence
The American player places 1 PC in an empty space in every colony except Canada.

#2
French Alliance

The American player immediately receives all the units in the French Reinforcements Box as reinforcements. This card can only be played once per game.

#3
European War

Remove 2 British CU's from the map (to garrison India and the West Indies). British choice.







