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American Revolution is a simulation of the
campaigns waged in North America during the
War for Independence, 1775—1783. The
simulation treats land warfare primarily, but
includes naval elements and a selection of
basically political “‘what-if"" optional scenarios.

GAME
EQUIPMENT

THE GAME MAP: The 177 '""x22" mapsheet
depicts the eastern part of North America
where the campaigns of the American
Revolution were fought. Movement is gov-
erned by geographic divisions (called
""Regions’’) roughly analogous to river drain-
age basins. Much of the western part of the
map is Wilderness, which slows movement.

Solid boundary lines separate Regions.
Regions are subdivided by broken lines into
Movement Areas. Those regions which are not
subdivided are treated as one Movement Area,
in entirety. Movement Areas are hereafter
referred to as Areas; do not confuse Areas
with Regions.

Coastal Areas have a Land Portion (for
Combat Unit movement) and a Sea Portion
(for Fleet Marker placement). Note that the
eastern Virginia Area is a Coastal Area. There
are two types of basic terrain represented on
the map: '‘clear” and "wilderness.” (See:
Terrain Effects Chart.)

Each ARegion has various characteristics
represented by four (or fewer) coded numbers:
Victory Point Continental Strength

Point Allowance
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Tory Strength
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Militia Strength 9
Point Allowance

1. Victory Point Value: the number of
Victory Points awarded to the Player who
controls the Region. (See: How to Win the
Game; Victory Conditions.)

2. Continental Strength Point Allowance:
the number of Continental Strength Points
created in that Region when called for by the
Continental Levy Chart (See: Sequence of
Play, Continental Levy Interphase.)

3.Militia Strength Point Allowance:  the
number of Militia Strength Points created
when the British Player moves units into a

Region. They may be placed in any Area in that .

Region, and may be divided up as long as all
are placed.

4.Tory Strength Point Allowance: the number
of Tory Strength Points created the first time
the British Player moves into a given Region.
They may be placed in any Area of that Region
after the Militia Strength Points have been
placed. They may be placed all in one Area, or
divided up, so long as all are placed.

Some Regions have only a Victory Point Value;
they cannot raise Strength Points of any kind.
Three Regions are worth zero Victory Points;
they are useful only for movement.

THE PLAYING PIECES. Five different sets of
playing pieces (henceforth known as “‘units’)
are supplied and identified on the die-cut
counter sheet. There are two types of pieces:
combat units representing the actual forces,
and markers which indicate various game
functions. The units are ahistorical, merely
representing quantitative groupings of men
and material engaged in the campaign. The
special markers for each Player are Fleet, Fort,
Besieging, and Tory Depletion markers.

Each Combat Unit has two pieces of

“information printed on it. The first is Combat

Strength, the relative strength of a unit with
regard to attack and defense, expressed in
terms of Strength Points. The second is an
identity letter-code which indicates which of
the five different types of military unit is being
represented.

SAMPLE UNIT
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Each Combat Unit has a Movement Allow-
ance, which is the maximum number of Areas
a unit may move in one Game-Turn, subject to
the Movement Rules, the Terrain Effects
Chart, and special rules for Movement by Sea.
The Movement Allowance is the SAME, five,
for a/l Combat Units (it is therefore not printed
on the playing pieces).

—— Type
(Militia)

Strength
Points

—

All Combat Units come in various denomina-
tions of Combat Strength. They are completely
interchangeable within type, and act purely as
quantitative representations. At any time, they
may be broken down (without penalty) into
smaller denominations, like making change
with money. Additional Units may be brought
into play in the proper amounts when called for
by the Continental Levy Chart, Time Record/
Reinforcement Chart, or such time as Militia or
Tories are caused to appear in a particular
Region.
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DEFINITION OF TERMS

Combat Strength refers to the basic offensive
and defensive value of a particular unit; this
strength is composed of Combat (Strength)
Points. Thus a unit with a Combat Strength of
"5"" has five Combat Points available.

Movement Allowance is the basic maximum
number of Movement Areas which a unit may
move during one Friendly Movement Phase.
This allowance is composed of Movement
Points; basically, a unit expends one Move-
ment Point of its total Allowance to enter one
Area. Wilderness Areas require more than one
Movement Point to enter (See the Terrrain
Effects Chart). Since all Combat units have a
Movement Allowance of "’5," this information
has not been printed on the counters (unlike
most other games).

COMBAT UNITS
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(G) Attention must be paid to the Movement
Area markings on the map and how they
inter-connect. For example, units in the
eastern Roanoke Valley Area could move to
either Area in Virginia. Units in the eastern
Virginia Area, however, could only move to the
eastern Roanoke Area, not the waestern
Roanoke Area.

(H) There is no limit to the number of Strength
Points (Enemy or Friendly) that may be in a
given Area at any point in the Game-Turn.

(J) At the beginning of each Friendly
Movement Phase, in every Movement Area,
the British Player may divide all of his units into
no more than two groups of Strength Points in
each Movement Area. This limitation restricts
the British Player to moving no more than two
Groups of units out of a single Area (leaving it
vacant), or moving one Group out of an Area,
and leaving one Group there. These Groups
may be of any size; even a one-Strength-Point
unit would be termed a "‘Group.” The
restriction on moving out of an initial Area
applies jointly to both land and sea movement.

Each Group, as it attempts to leave its initial
Area, must designate which Area it is moving
toward (its target destination for that
Movement Phase), and the path of Areas to be
moved through. The Group must then move
towards that Area through the designated path
of Areas; it may cease its movement at any
Area along that path at the discretion of the
British Player.

Each Group, after leaving its initial Area, may
not be further split into sub-groups as it moves
along, nor may it “'pick up’’ other Friendly units
along its path of movement. The Group is
treated as a unitary, exclusive whole after
leaving its initial Area. Note that the
requirements of Case E do not constitute the
forming of another group; the moving Group
merely “‘sheds’” the required number of
Strength Points, and continues its movement.

Two Groups may leave the same initial Area
with the same Target Area goal in order to
increase the likelihood of getting some

Strength Points to the Target Area (see Case
K). Each Group must complete its movement
before moving any other Group. These
restrictions apply solely to British controlled
units.

(K) Each time that a British Group attempts to
enter an Area by land, or move by sea, the die
must be rolled by the British Player. A die
result of 1" or 2" indicates that the Group
may not enter that Area, and may move no
furtherin that Movement Phase. The British
Group must remain in its present Area. This
applies solely to British Regular and Tory units.

(L) The British Player, after forming the
Groups at the beginning of his Movement
Phase, may move these Groups in any order he
wishes.

(M) As soon as any British units enter a
particular Region, the American Player must
place the Regional Militia on the map, in any
Movement Area within the Region. Then the
British Player must place the Tory units on the
map in any Movement Area he wishes in that
Region. After placement, British movement is
resumed.

(N) American Militia may never leave their
original Region. As soon as British forces leave
the Region, the Militia is removed from the
map. Whenever the British return to the
Region, or at the end of a Game-Turn, when
the former British Control of a Region is
disputed (see: Control), the militia comes back
at full strength regardless of earlier losses
during a prior activation. Militia may move
freely within the Movement Areas of their own
Region.

(P) Tories are allowed to leave their original
Regions; if Tories do so, they are converted
permanently into Regular Units as soon as they
leave their original Region. A thwarted British
land or sea move (die roll of 1 or 2) does not
count as leaving. Tory losses are never
replaced. The British activate the Tories as
soon as Regulars enter a Region; however, the
activation is only once per Region per game,
and is never repeated, unlike the American
Militia.

(Q) As soon as Tories are raised in a Region,
place a Tory Depletion Marker anywhere
convenient in the Region. This is merely a
convenience to remind both Players that the
Tories have already been activated, and are
depleted so that no further Tory units may be
activated.

(R) During the Winter Game-Turn, there is no

British (Regular or Tory) land or sea
movement, or combat, allowed.
(S) During the Winter Game-Turn, the

American Movement Allowance, for all units,
is reduced from five to two Movement Points.

(T) In all cases, French Units move and fight
like American Continentals. The French
Movement Allowance is reduced in Winter.
The only difference between French and
Continentals is that French units are not
subject to Winter Attrition.

(U) Units in forts that are besieged by Enemy
units may not move out of their Area by land
without first destroying all besieging Enemy
units. If they are in a Coastal Area, they may be
moved by sea, within the restrictions of the
Sea Movement rules.

(V) There are certain portions of the map that
may never be entered by any units. These are
the portions to the south and west of the
normal playing area, and a band of prohibited
territory between Canada and Upper Massa-
chusetts on one side, and Nova Scotia on the
other. Thus units may not enter Nova Scotia
directly overland, only by sea movement.

SEA
MOVEMENT

General Rule: Units may be moved from one
Coastal Area to one other Coastal area by
Friendly fleets within the Transport Capacity of
the fleet. This transfer takes place in a Friendly
Movement Phase, and occurs at the end of all
Friendly land movement. Fleet markers (British
and French) are not units in any combative
sense; rather they are indicators of a game
function (transport), and as such are never
in combat with each other.

Procedure; Sea movement occurs after all land
movement has ended, in the Friendly
Movement Phase. The Player simply desig-
nates which units in which Coastal Area are
going to be moved to another Coastal Area,
specifying the destination. The British Player
must roll a die in the same fashion as for land
movement (see Movement, Case K) to
complete the sea transfer; if a die roll of "1 OR
2" occurs, the units may not be moved nor
may any other British sea movements be
attempted.

Cases.

(A) Fleets may only transfer (transport) units
in a given Movement Phase whose total
Strength Points do not exceed the Transport
Capacity of the fleet. The British fleet has a
Transport Capacity of forty Strength Points;
the French fleet has a Transport Capacity of
twenty Strength Points.

(B) Fleets must always be positioned in the
sea portion of a particular Coastal Area. The
initial position of a fleet at the beginning of a

Friendly Movement Phase has no bearing on
its game function. It may leave its initial Area,
move to any other Coastal Area, pick up the
units to be transported, and deliver them to
their destination Area, in the land portion.
Units may never remain on the fleet at the end
of a Movement Phase.

The fleet marker must end its movement in the
Coastal Area that was the destination of the
transported units. In the case of the British
fleet, if an attempted sea movement has been
negated by the die roll, the fleet must remain in
the Area where the units of the abortive
transfer remain. It may make no further sea
movement attempts.

(C) Each Player may make (or attempt) only
one sea movement in each Friendly Movement
Phase. Note that Fleets have no Movement
Allowance, as such: they may move from any
Coastal Area to any other Coastal Area in a
single Movement Phase.

(D) If, in a Friendly Movement Phase, a fleet
does not transport land units, it may be placed
in the sea portion of .any Coastal Area on the
map at the end of the Movement Phase. This
does not constitute movement, and the British
Player need not roll 'the die to reposition his
fleet.

(E) Land Units may not be moved by sea
transfer from or into Areas containing an
Enemy fleet marker. A\ fleet may move through
an Area containing an Enemy fleet marker.

(F) Overseas reinforcements may not be
brought onto the map in an Area containing an
Enemy fleet marker.

(G) Units moved by siea may not be moved by
land after landing (simce all sea movement is
done last in the Mowement Phase), nor may
they build forts or bewsiege Enemy forts in the
same Player-Turn. However, they may join
existing forts and siesges.

(H) Units besieged in Coastal Area Forts may
be withdrawn by Sea despite their besiegers,
unless an Enemy Fletet is in that Area.

(J) No Sea Movement of land units is
permitted in Winter Giame-Turns, although the
Fleets may move from one Coastal Area to
another.

(K) It is important to keep in mind the
distinction between Sea Movement and
Overseas Reinforcemeent. Sea Movement is a
local transfer of forcess. For the British, it is as
unpredictable as ttheir Land Movement.
Overseas Reinforcemeents, on the other hand,
always arrive on theiir appointed Game-Turn
(See: Turn Record/Reinforcement Chart).
Overseas Reinforcemeents must all land in the
same Area in a given Game-Turn; they may not
build Fortifications, buit they may have Combat
(except, of course, iin Winter Game-Turns,
when the British m@y not have Combat).
Overseas Reinforcemeent arrival has no effect
on the Fleet Transpoirt Capacity.

COMBAT

General Rule: Combat: occurs between oppos-
ing units in the same #/Area at the discretion of
the Player whose Combat Phase it is. The
Player whose Combat Phase it is, is considered
to be the Attacker; the other Player is
considered to be the Defender.

Procedure: Combat isi resolved by comparing
the total Combat Streingth of the Attacker to
that of the Defender. The comparison is stated
as a probability ratio: the Attacker’s Combat
Strength to Defender’'ss Combat Strength. The
ratio is simplified to conform to the odds given
on the Combat Reswlts Table (the ratio is
always rounded off in favor of the Defender if
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Virginia Area, however, could only move to the
eastern Roanoke Area, not the waestern
Roanoke Area.

(H) There is no limit to the number of Strength
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moved by sea, within the restrictions of the
Sea Movement rules.
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General Rule: Units may be moved from one
Coastal Area to one other Coastal area by
Friendly fleets within the Transport Capacity of
the fleet. This transfer takes place in a Friendly
Movement Phase, and occurs at the end of all
Friendly land movement. Fleet markers (British
and French) are not units in any combative
sense; rather they are indicators of a game
function (transport), and as such are never
in combat with each other.

Procedure; Sea movement occurs after all land
movement has ended, in the Friendly
Movement Phase. The Player simply desig-
nates which units in which Coastal Area are
going to be moved to another Coastal Area,
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must roll a die in the same fashion as for land
movement (see Movement, Case K) to
complete the sea transfer; if a die roll of "1 OR
2" occurs, the units may not be moved nor
may any other British sea movements be
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(A) Fleets may only transfer (transport) units
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brought onto the map in an Area containing an
Enemy fleet marker.

(G) Units moved by siea may not be moved by
land after landing (simce all sea movement is
done last in the Mowement Phase), nor may
they build forts or bewsiege Enemy forts in the
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