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Whigs & Scalps

Kevin Forcet

RULES

[1.0] INTRODUCTION

[1.1] Introduction

Whigs & Scalps is a two-player grand strategic conflict simulation of the French & Indian War. The map represents an area stretching from the Gulf of Mexico to Northern Québec and from the Mississippi Valley to the Atlantic. The period covered goes from 1755 to 1760
, each game turn representing a full year of real time.

Historically, despite some initial French victories, the British and Americans managed to conquer Nouvelle-France and effectively end French presence in Northern America.  

[1.2] Set-Up
[1.20] Players will each need a pencil, a clean set of six (6) EOM sheets and a ten-sided die (henceforth abbreviated as D10).
[1.21] All starting positions for 1755 are shown on each player’s Empire Sheet. All counters should be left close to the board for later use.

[1.22] Both players randomly assign all numbers between one (1) and ten (10) to the Die Roll Key at the top of there Empire Sheet
[2.0] GLOSSARY

[2.1] General Terms and Definitions

Active Pool: box on the Empire Sheet indicating the number of units that have been raised but are not deployed on the map.  

Attrition mark: indicates the extra supply an army needs to move between two nodes. Attrition marks are cumulative.
Colony: a colony is a type of land province. Colonies serve as manpower pools, supply centres … Movements are easier within colonies. British colonies are shown in red, French colonies are shown in blue.

Die Roll Key (DRK): key located at the top of each player’s Empire Sheet. This key allows players to make all die rolls public, while keeping their results secret. It is used during the Income and Acquiring Intelligence sub-phases.
Empire & Orders of March (EOM): an overview sheet used to keep track of each player’s resources and troops, as well as orders given to all forces.
Indian territory: special type of land province allowing Indian units to be raised. These provinces do not have nodes or invasion paths.

Indians: this term covers not only regular Native American warrior units, but also British Ranger Units (which is why the British player receives Indian Units as reinforcements)

Invasion path: invasions paths link nodes to show how armies can move between land provinces. If there is no invasion path between two provinces, no army can move between them. Since sea zones do not have invasion paths, fleets can move between sea zones sharing a border. 
Militia & Provincials (M&P): these terms cover all non-Indian irregular units and forces that fought on both sides during the war. Because of structural and ability differences, militia and provincials do not have the same characteristics.

Node: centre of a land province. A node may represent a fort, a settlement or a town. Whoever controls a province’s node controls the province. The number shown in Roman Numbers is the fortress level of the node. If the node is blank, it has no fortress (level 0). 
Raid: guerrilla warfare action led in a province. Raids do not need Invasion Paths to be launched, but can be launched in any friendly province or enemy province adjacent to a friendly province.
Regulars: this term covers all regular troops present in North America, marine companies, artillery crew and engineers included.
Sea Zone: a maritime province. Unlike land provinces, sea zones do not have nodes.
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	TABLE ONE - UNIT CHARACTERISTICS 

	Troop Type
	Men
Or

Ships
	Battle

Value
	Ambush Value
	Siege Value
	Initiative
	Cost &

Upkeep
(£)

	
	
	
	Attack
	Defence
	4

4

1

1

0

2
	
	

	British Regulars
	500
	4
	2
	3
	
	3
	3,000

	French Regulars
	500
	4
	2
	3
	
	2
	3,000

	British Provincials
	250
	1
	2
	2
	
	2
	1,000

	French Militia
	250
	1
	3
	3
	
	1
	1,000

	Indians
	200
	0,5*
	5
	5
	
	0
	1,000**

	Ships
	1
	1
	-
	-
	
	-
	3,000


* The cumulated battle value of all Indian units has to be rounded down to the closest integer
** Also see Alliance Costs, ►[9.0]
[3.0] PLAYER OBJECTIVES
[3.1] British Objectives
To win the British player must control, by the end of 1760, all of his colonies and all four (4) of the following nodes: Montréal, Québec, Louisbourg and Fort Duquesne. If the British player meets all these requirements at any equilibrium phase, the game stops and he wins.

[3.2] French Objectives
To win, the French player must still be, at the end of 1760, in possession of at least one of the three (3) following nodes: Montréal, Québec City and Louisbourg. If the French player has lost control of all three abovementioned nodes but still controls one or more British colonies, it is a draw.
[4.0] SEQUENCE OF PLAY
All starting positions for 1755 are shown on each player’s EOM sheet
[4.1] Administration Phase

Both players separately and simultaneously perform the following steps:

1. Determine income

2. Upkeep & Recruit troops, fleets or native allies

3. Build and upgrade forts

►[5.0] for further details

[4.2] Planning Phase

Both players simultaneously perform the following steps:

1. Gather their armies and fleets

2. Acquire intelligence on enemy armies

3. Organise & carry out raids
4. Give orders to all armies and fleets
►[6.0] for further details

[4.3] Operational Phase

Both players jointly carry out all their orders

►[7.0] for further details

[4.4] Equilibrium Phase

Both players jointly perform the following steps: 
1. Disband all armies 
2. Verify if victory conditions are met by one of the two players

► [8.0] for further details

[5.0] ADMINISTRATION PHASE

[5.1] Income 

[5.10] Income is given in pounds (£). Unspent income can be kept from one turn to the next. Both players should do all actions in this sub-phase simultaneously.
[5.11] A single die is rolled for both players. Both players check the modified result on their DRK, then on their column of Table Two – Income and note their income on their EOM sheet in the treasury box. Players should be careful to use the column corresponding to the turn they are playing.

[5.12] If French colonies are occupied by British troops, French income decreases as follows: Louisbourg 40%, Québec 20%, Montréal 20%, and Nouvelle-Orléans 20%. All fractions are rounded up to the upper integer.

[5.13] If British colonies are occupied by French troops, British income decreases as follows: 10% per occupied colony. All fractions are rounded up to the upper integer.
[5.14] Each British province, whether frontier province or colony, raided by the French decreases British income by five thousand pounds (5,000£) during the next income phase. Each French colony raided by the British decreases French income by five thousand pounds (5,000£). British raids on French frontier provinces (i.e. provinces that aren’t colonies) don’t diminish French income. 

 [5.15] Once they have both calculated their income and updated their treasury, players should proceed to the Upkeep & Recruitment sub-phase

	TABLE TWO – INCOME (£)

	Roll
	French Income
	British Income

	
	1755-56
	1757-60
	1755-56
	1757-60

	1
	104,000
	62,000
	88,000
	156,000

	2
	110,000
	66,000
	92,000
	165,000

	3
	116,000
	70,000
	96,000
	175,000

	4
	122,000
	74,000
	100,000
	184,000

	5
	128,000
	78,000
	104,000
	194,000

	6
	134,000
	82,000
	108,000
	203,000

	7
	140,000
	86,000
	112,000
	213,000

	8
	146,000
	90,000
	116,000
	222,000

	9
	152,000
	94,000
	120,000
	232,000

	10
	158,000
	98,000
	124,000
	244,000

	


[5.2] Upkeep & Recruitment

[5.20] Both players should do all actions in this sub-phase secretly and simultaneously, except ►[5.21]. Recruitment costs are detailed in Table One - Unit Characteristics and are expressed in pounds (£).
[5.21] Both players active the Indian Alliances they want to, as indicated ►[9.0]. Indian alliances are contracted publicly and players should put an “Allied” counter on each Nation with which they form an alliance. The British player  has to announce his alliance attempts first. 
[5.22] The term recruitment will be used for activating troops that are not on the board, the term upkeep will be used for keeping active troops that are already on the board.
[5.23] Both players calculate the upkeep costs for all garrisons on the board. For the British player, a level zero (0) garrison does not cost anything, a level one (1) costs three thousand pounds (3.000£), a level two six thousand pounds (6,000£) and a level three nine thousand pounds (9,000). For the French player, a level zero (0) garrison does not cost anything, a level one (1) costs one thousand pounds (1,000£), a level two three thousand pounds (3,000£) and a level three five thousand pounds (5,000). 
[5.24] The original total garrison upkeep is given for each player and can be quickly modified to follow the evolution of the game: if a player loses, conquers, abandons or upgrades a node, his garrison upkeep has to be modified accordingly.
[5.25] Both players calculate the upkeep costs for all regular troops in the Active Pool. Each player’s reinforcements (as shown on the board) should be included and added to the Active Pool at this moment.
[5.26] If a player doesn’t have enough money to pay his regulars’ upkeep, he cannot recruit irregulars and all remaining regulars are out of supply. Out of supply regulars can still form armies and move in friendly colonies. 
[5.27] If a player has funds left after upkeeping all his units, he can choose to raise other M&P, fleets or Indians within the limits fixed by his manpower pool and his available funds. All recruited units are placed in the Active Pool. Each Native Nation’s initial manpower pool is shown, between brackets, on the board next to the Nation’s name (c.f. Map Key page 2).
[5.28] Once they have both written down in the Active Pool the units they have recruited or upkept, and updated their treasury, players should proceed to the Construction sub-phase. All units in a player’s Active Pool will later be assigned either to armies or raiding.
[5.3] Construction
[5.30] Both players should do all actions in this sub-phase secretly and simultaneously.
[5.31] Each node has a fortification level rated from zero (0) to three (3), zero (0) being the worst and three (3) the best. The influence of fortifications is shown in Table Six – Siege, ►[7.6]
[5.32] During the game, fortification can be augmented from level zero (0) to level one (1) and from level one (1) to level two (2). Fortresses cannot be upgraded beyond the level two. Only Québec and Louisbourg start with level three fortresses.

[5.33] Upgrading fortifications by one level costs ten thousand pounds (10,000£)
[5.34] A fortification upgrade is instantaneous. Fortresses can only be upgraded one level per turn.
[5.35] All ordered upgrades should be indicated using the appropriate fortress counter
[5.36] Once they have noted the fortifications they want to upgrade, both players should proceed to the Planning Phase. 

[6.0] PLANNING PHASE

[6.1] Gathering armies and fleets

[6.10] Both players should do all actions in this sub-phase secretly and simultaneously.
Each player can organise up to six (6) armies as he wants, by drawing from the units available in his Active Pool. Units that are not used to form armies or fleets can be left in the Active Pool or later used to mount raids against enemy provinces.
[6.11] To create an army, a player has to note down all of its constituting units in an empty army slot on his EOM and decide of its place of creation ►[6.13]
[6.12] Fleets are created the same way armies are, by using a navy slot on the EOM sheet. Fleets are created in friendly nods adjacent to sea zones. Up to four (4) fleets can be on the board at the same time  

[6.13] When an army is created, a player has to set a friendly colony’s node or a friendly level two (2) fortress as a gathering point. 

[6.14] Once both players have finished setting up their armies on their respective EOMs, they simultaneously put their relevant army and navy counters on the map, without revealing the composition of their forces.

[6.15] Once all army and navy counters are on the board, both players proceed to the Acquiring Intelligence sub-phase.

[6.2] Acquiring Intelligence
[6.20] The player who won the last raid phase ►[6.3] receives reports on the size and composition of an enemy armies, using Table Three – Intelligence. 
[6.21] A roll on the Table Three – Intelligence for each enemy army or navy located in a province bearing a “RAID” counter. Each roll is free.
[6.22] When a player makes an investigation, the roll on Table Three – Intelligence is made using the DRK by the player whose troops are being spied on, and secretly modified as indicated. The player then gives his opponent the size of his army as modified by the previous die roll, as well as the composition of his army (if the army’s numbers has been ill estimated by enemy troops, the figures given by the play should be changed accordingly)
[6.23] The French player gets a +1 bonus on his intelligence roll. An investigation roll cannot exceed 10, regardless of these bonuses. 

[6.24] Once the player have finished their intelligence operations, they both proceed to the Organising Raids sub-phase.
	TABLE THREE – INTELLIGENCE 

	Roll
	Result

	1
	300% Army Size

	2
	200% Army Size

	3-4
	150% Army Size

	5-6
	50% Army Size

	7-10
	Actual Army Size

	  French: +1 on roll
	


[6.3] Raids

[6.30] Both players should do all actions in this sub-phase simultaneously and jointly. 
[6.31] Each player can secretly assign idle troops from his Active Pool to the Raiding Box. Once a player has assigned the desired number of troops to the Raiding Box, he calculates his raiding value using Table One - Unit Characteristics and secretly writes it down in the according box. A player’s raiding value is the sum of his raiding units’ ambush attack value.
[6.32] All types of troops can be used for raids. Units used for raiding cannot perform any other action during this turn.
[6.33] Once both players have noted their raiding values, these values are compared. The player with the highest raiding value wins. He then subtracts his enemy’s raiding value form his own: the number obtained is called Final Raiding Value.
[6.34] The player who obtained this raiding value can conduct raids by spending his Final Raiding Value points. Raiding a province without a fortress costs five (5), a province with a level one (1) fortress costs ten (10), a province with a level two (2) fortress costs twenty (20), a province with a level three (3) fortress costs forty (40).
[6.35] A player can raid any enemy province adjacent to a friendly province. For the purpose of raiding, allied Indian territories are considered as friendly provinces. Indian territories cannot be raided. A player can raid his own provinces, in which case he doesn’t lose money, but these raids modify an invading enemy army’s attrition. ►[7.16]     
[6.36] The raiding player then indicates which provinces he raids, and puts a RAID counter on all raided provinces. The counters remain on the board until the beginning of the next “Raid” phase.
[6.37] Once all their raids have been indicated on the board, both players should proceed to the Assigning Military Orders sub-phase.
[6.4] Assigning Military Orders

[6.40] Both players should do all actions in this sub-phase secretly and simultaneously.
[6.41] Each player has to assign an order to each and every army he has on the map. If a player forgets to assign orders to an army, it will not move, but will defend itself if attacked.

[6.42] There are two (2) types of orders for armies (“march” and “defend”). Orders are assigned by putting Order Counters, face down, next to the army receiving orders.
[6.43] “March” orders allow an army to move through friendly territories and invade hostile provinces. If an army with a march order encounters an enemy, or is attacked, it will fight normally.

[6.44] “Defend” orders allow an army to move through friendly territories or unoccupied provinces, but not to invade a hostile province (i.e., a province whose node is occupied by enemy troops). Armies with a Defend order will receive combat and ambush bonuses when attacked by hostile troops or when attacking hostile troops in a friendly province: a defending army’s will see its odds ameliorated by one column, and its initiative value is diminished by 25% (rounded up to the closest integer) 
[6.45] If an army is on the same node as a fleet, it can embark to launch an amphibious assault on an enemy coastal province. It takes two (2) ship units to ferry one thousand (1,000) troops. When an amphibious assault is launched, the invading player should toss a die: on a 1,2 or 3 the expedition is struck by ill luck and cannot proceed. The army and ferrying fleet then lose all movements and remain in port and can only defend themselves. 
[6.46] All amphibious assaults have a range of three sea zones (starting sea zone included). All amphibious assaults are immediate.
[6.47] Once they have assigned orders to all their armies, both players proceed to the Operational Phase.

[7.0]
OPERATIONAL PHASE

[7.1] Carrying Out Orders

[7.10] Both players should do all actions in this sub-phase jointly and simultaneously.

[7.11] All Order Counters are revealed. 

[7.12] Each turn is divided in three order periods. Each order period covers approximately two and a half months of the campaigning season, which stretches from April to November. Each army or fleet will have the possibility to carry out its orders during each period.
[7.13] Orders are carried out in the following order: first “march”, then “defend”. The French player, for all three periods, always has the choice to move each of his separate armies before of after the English: that way he can more easily take the initiative or counter-attack. Fleet are moved out in turn, the British player deciding, for each separate fleet and for all three periods, who goes first. 
[7.14] Once all orders have been carried out for the first period, the same process is repeated for the second period, keeping the same orders for every army. Once orders have been carried out for all three order periods, the operational phase is finished.
[7.15] Armies move by one province per period, unless all provinces between the origin and destination provinces are friendly colonies, in which case it can move freely. An army moving through one or more friendly colonies cannot end its movement in another type of province
[7.16] When an army moves, it has to spend extra money to cover higher supply costs, as explained in Table Seven – Supply. Raided provinces are shown by “RAID” counters.
	TABLE SEVEN – SUPPLY & ATTRITION

	Extra cost (£) per Attrition Mark  compared to the army cost

	Terrain type
	Normal
	Raided By Enemy

	Friendly Frontier
	0
	0.5*

	Hostile Frontier
	0.5*
	1


  

*Rounded down
 Costs should be paid when an army moves. If a player cannot pay the supply cost, the army will obey its orders, but will be out of supply and its battle, ambush and siege values are halved, and its initiative value is doubled. Supply costs are only paid when an army moves away from its colonies (e.g. a British army would have to pay to move from Albany to Fort William Henry, but not to move from Fort William Henry to Albany). 
[7.17] If two hostile armies are in the same province, the rules of engagement detailed ► [7.5] apply immediately. If an army enters a province with a hostile garrison but without an enemy standing army, the siege rules detailed ►[7.6] apply immediately. A combat will immediately stop an army’s or a fleet’s movement for this sequence, but movement can de resumed later if the outcome of the battle allows it.
[7.18] Once all orders have been carried out, both players proceed to the Equilibrium Phase. 

	TABLE FOUR - ENGAGEMENT OUTCOME
Attacking Player Throws D10

	Odds
	1-4
	1-3
	1-2.5
	1-2
	1-1.5
	1-1
	1.5-1
	2-1
	2.5-1
	3-1
	4-1

	Die Roll
	
	
	
	
	
	
	
	
	
	
	

	1
	AD
	AD
	UD
	UD
	D
	D
	D
	D
	D
	D
	ND

	2
	AD
	UD
	UD
	D
	D
	D
	D
	ND
	ND
	ND
	ND

	3
	UD
	UD
	D
	D
	ND
	ND
	ND
	ND
	ND
	ND
	NV

	4
	UD
	D
	D
	ND
	ND
	ND
	ND
	ND
	NV
	NV
	NV

	5
	D
	D
	ND
	ND
	ND
	ND
	NV
	NV
	NV
	NV
	V

	6
	D
	ND
	ND
	ND
	ND
	NV
	NV
	NV
	NV
	V
	V

	7
	ND
	ND
	ND
	NV
	NV
	NV
	NV
	NV
	V
	V
	GV

	8
	ND
	NV
	NV
	NV
	NV
	NV
	NV
	V
	V
	GV
	GV

	9
	NV
	NV
	NV
	NV
	NV
	V
	V
	V
	GV
	GV
	IV

	10
	V
	V
	V
	V
	V
	V
	V
	GV
	GV
	IV
	IV


	TABLE FIVE - KEY TO THE ENGAGEMENT OUTCOME TABLE

	Result
	Meaning
	Effect

	
	
	Attacker’s Losses
	Defender’s Losses
	Other

	AD
	Absolute Disaster
	100%
	Insignificant
	Attacking Army Destroyed

	UD
	Utter Defeat
	30%
	Insignificant
	Attacking Army Retreats

	D
	Defeat
	20%
	10%
	Attacking Army Retreats

	ND
	Narrow Defeat
	10%
	10%
	Attacking Army Retreats

	NV
	Narrow Victory
	10%
	10%
	Defending Army Retreats

	V
	Victory
	10%
	20%
	Defending Army Retreats

	GV
	Glorious Victory
	Insignificant
	30%
	Defending Army Retreats

	IV
	Ideal Victory
	Insignificant
	100%
	Defending Army Destroyed


[7.4] Naval Rules of Engagement

[7.40] The following Rules of Engagement are used when a fleet intercepts an enemy amphibious assault. Interceptions are the only occasion on which fleets can engage in battle: all other operations, such as blockades, are not simulated in this game. The British player gets a +1 bonus to all his naval engagements die rolls.
[7.41] Fleets can intercept amphibious assaults aiming at the sea zone they are currently occupying. 
[7.42] When two fleets meet, each player has to chose one of the following options:

· Engage the enemy fleet

· Retreat/remain in the port
Both players’ choices are revealed simultaneously.

[7.43] Intercepting fleets have to roll a die before engaging the enemy. On a one (1) or a two (2), they cannot find the enemy and the amphibious assault may proceed without further naval obstruction.
[7.44] If both enemies chose to engage in battle, a roll is made on Table Four – Engagement Outcome and all described effects are applied immediately. Casualties are rounded up to the closest integer. Casualties are noted in the Casualty Box on the EOM Sheet.
[7.45] If a fleet carrying troops decides to retreat, it has to sail back to the port it just left. All embarked troops are unloaded. The army and ferrying fleet then cannot move for the rest of the turn and can only defend themselves.
[7.46] If a fleet carrying troops is defeated in battle, it has to sail back to the port it just left. All embarked troops are unloaded. The army and ferrying fleet then cannot move for the rest of the turn and can only defend themselves.
[7.47] English fleets cannot ferry troops to or from Québec if the French player still controls Louisbourg.
[7.48] If a port with ships at quay is captured by the enemy, all ships are lost and should be noted in the Casualty Box on the EOM Sheet.

[7.5] Land Rules of Engagement

[7.50] The following Rules of Engagement are used whenever two hostile armies are in the same province, or a garrison chooses to engage in battle with an enemy army.

[7.51] When two armies meet, both players have to choose one of the following options:

· Engage the enemy army

· Retreat to a linked friendly province
· Join forces with another army

· The player whose army arrived first can try to ambush the enemy army.
Both players secretly chose one of the above options, and then reveal simultaneously the option they have chosen.

[7.52] If both enemies chose to engage battle, the attacker (i.e. the player whose army entered the province last) makes a roll on Table Four – Engagement Outcome. Odds are calculated using each army’s battle value (added battle values of all its units), rounding to the closest odd shown on Table Four – Engagement Outcome. All described effects are applied immediately. Armies that are out of supply see their battle/ambush/siege value halved (rounded down to the closest integer). Troop casualties are noted in the Casualty Box on the EOM.

[7.53] If both armies chose to retreat, they can retreat unhindered to a linked enemy province. If there is not linked friendly province, an army cannot retreat.
[7.54] If only one of two armies wishes to fight, the other army can retreat unhindered to a linked enemy province.
[7.55] If the player whose army arrived first wants to ambush the enemy (and the other army wants to engage battle), both armies calculate their Initiative Value (added initiative values of all its units) and both players toss a die. Each player’s die’s result is added to his Initiative Value, and the lowest total wins. The winner decides if the ambush takes place. Troop casualties are noted in the Casualty Box on the EOM.
[7.56] An army victorious in battle can proceed normally with its remaining movements, unless the player wants to abandon them and keep the army where it is. An army defeated in battle has its order changed from March to Defend, without the defence bonus, for all remaining periods. If it cannot retreat to a linked friendly province, it is destroyed and all Troop casualties are noted in the Casualty Box on the EOM.
[7.57] If an army chooses to wait for reinforcements while the other army wants to engage in battle or lay an ambush, both players toss a die. If the player who wants to wait for another army wins, then the procedure described in ►[7.51] is postponed until the arrival of the second army. If no other army arrives by the end of the period, then the procedure is carried out normally and both players can issue fresh orders for the new procedure.
[7.58] If an army enters an enemy province and isn’t defeated in battle, it can choose to lay siege to the province nod. Players should then refer to section [7.6]
[7.6] Siege Rules

If at the end of a period an army remains, whether victorious or unchallenged, in an enemy province, it can lay siege to the node.
[7.60] To calculate how many periods the nod will resist before falling, both players should check Table Six - Siege
[7.61] Unless relieved by a friendly army, a node will automatically fall at the end of the time determined using Table Six - Siege
[7.62] If a besieged node doesn’t fall by the end of the turn, the besieging army must retreat to a linked friendly or empty province ►[8.21]. Retreats can be done overseas if there is an adjacent friendly fleet.
[7.63] When a node falls, the defender loses one thousand M&P (1,000) by fortress level. Casualties are noted in the Casualty Box on the EOM.
[7.64] When an army captures an enemy node, it can either keep it or burn it. If a fortress is burned, it is downgraded to level zero (0) and the player gains 5,000 pounds per fortress level destroyed. This sum is not taken from the other player’s Treasury Box, but represents materiel and weapons already purchased by the defending player. A province with a fortress that has been burned to the ground is counted as hostile to the player who lost it, unless he re-establishes a fortress.
	TABLE SIX - SIEGE

	Siege Value of Besieging Army
	Fortification 

	
	Level One
	Level Two
	Level Three

	<11
	-
	-
	-

	12-23
	Two Periods
	Three Periods
	-

	24-35
	One Period
	Two Periods
	Three Periods

	36-47
	One Period
	Two Periods
	Two Periods

	>48
	One Period
	One Period
	Two Periods


 

NB: The period in which the province was invaded counts as the first siege period.
[8.0]
EQUILIBRIUM PHASE

[8.1] Reorganisation Phase

[8.20] Both players should do all actions in this sub-phase secretly and simultaneously
[8.21] All standing armies that are in a friendly province, i.e. whose node is occupied by friendly troops, are disbanded. M&P and navy are returned to the manpower pool, regulars to the Active Pool, and Indians return to their nation’s manpower pool.
[8.22] All standing armies that are in a hostile province, i.e. whose node is occupied by enemy troops, must retreat to a linked friendly province. If an army cannot retreat to a linked friendly province, it loses half its troops (troop casualties are noted in the Casualty Box on the EOM) and the remaining half is disbanded as described above.
[8.23] There can be no remaining standing army or navy at the end of a turn.

[8.24] The French player can decide to abandon a node, in which case the fortress is burned and goes back to level zero (0). The British cannot abandon a node.
[8.25] If the French player cannot link New Orleans to Montreal through an uninterrupted line of linked friendly nodes, the income from New Orleans is lost to him, as shown in ►[5.12]
[8.26] Each player calculates the total amount of casualties he suffered during the turn and updates his Active Pool and Manpower Pool. If a type of unit isn’t available in the Manpower Pool and the Active Pool, it cannot be recruited. Numbers that do not add up to a whole unit are reported to the following turn’s Casualty Box.
[8.27] Once all orders have been carried out, both players proceed to the Victory Check sub-phase

[8.3] Victory Check 

[8.30] Both players check together if the victory conditions detailed ►[3.0] are met by one of the players.

[8.31] If one of the players meets the aforementioned conditions, the game stops immediately and he is declared the winner

[8.32] If neither player meets his victory conditions, another turn starts as explained ►[5.0]
[9.0]
INDIAN NATIONS

[9.01] To enlist Indian allies, a player needs to activate, during the Upkeep & Recruitment sub-phase, an alliance by paying the Alliance Cost given for each Nation. Once the Alliance Cost has been paid, Indian Units can be raised at a unitary cost of one thousand pounds (1,000£). If no Alliance Cost is indicated for the British player, then he cannot ally with this Native Nation under any circumstances (c.f. Map Key page 2).
[9.02] An active Indian Alliance has to be renewed each turn for half the Alliance Cost. If a player fails to renew an alliance, the alliance stops and the other player can contract an alliance by paying his Alliance Cost. There is no way a player can disrupt the other player’s alliances. 

[9.03] If both players want at to contract an alliance at the same time with the same people, the Indians will ally with the player whose Alliance Cost is the cheapest.
[9.04] Non allied Indian territories count as raided hostile territory. 
[10.0] EXAMPLE OF PLAY

In this example of play, we assume that the players have already finished the first and second turns and are therefore in 1757.

British situation at the start of 1757:

The British have lost Fort Oswego to the French, who burned it to the ground. 

They have 30,000£ left from last turn.

Their Casualty Box contains 400 regulars and 200 provincials.

The British DRK is as follows:

	DIE ROLL KEY (DRK)

	DIE ROLL
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	RESULT
	7
	4
	8
	3
	5
	10
	9
	6
	1
	2


French situation at the start of 1757:

The French have raided 6 British provinces during the last turn

They have 35,000£ left from last turn

Their Casualty Box contains 200 regulars, 100 M&P and 80 Indians.

The French DRK is as follows:

	DIE ROLL KEY (DRK)

	DIE ROLL
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	RESULT
	9
	10
	7
	5
	8
	4
	3
	1
	2
	6


INCOME PHASE

Income

 A single die roll has to be made for both players to determine what they earn. The roll is a 3, which means (using the above DRKs) a 6 for the British player and a 7 for the French player.

 The British earn 203,000£, which he ads to his remaining 30,000, for a grand total of 233,000£ in his treasury box. Because of his six raided provinces, they lose 30,000£, down to 203,000£

 The French earn 86,000£, which he ads to his remaining 35,000, for a grand total of 121,000£ in his treasury box.

Indian alliances:

The British don’t have any Native Alliances and choose not to create new ones. The French renew his alliance with the Abenaki, the Mission Indians and the Ohio Tribes for 6,000£ (since he’s renewing these alliances, the cost is only half the sum indicated on the board. The French now have 115,000£

Upkeep

The British have the following upkeep:

29 units of Regulars: upkeep of 29*3,000=87,000£

2 units of Indians: upkeep of 2*1,000=2,000£

33,000£ for all garrisons (down from 36,000 since they lost Fort Oswego)

They hence have 81,000£ left

The French have the following upkeep:

8 units of Regulars: upkeep of 8*3,000=24,000£

28,000£ for all garrisons (as shown on the EOM sheet)

They hence have 63,000£ left

Recruitment

The British recruit 16 ships for a cost of 48,000£

The French recruit 10 units of Indian warriors for a cost of 10,000£

Construction.

The British upgrade Fort William Henry from level zero to level one for a cost of 10,000£.

The French choose not to upgrade their forts. 

At the end of the Income phase the British have 23,000£ left in their coffers, and the French have 53,000£.

PLANNING PHASE

Gathering Armies & Fleets

The British player now has the following units in his Active Pool:

29 units of Regulars

2 units of Indians

16 ships

He decides to use 16 units of regulars to create an army in Halifax

He decides to use 8 units of Regulars and 2 units of Indians to create an army in Albany

He places all his ships in Halifax.

The French player now has the following units in his Active Pool:

8 units of Regular

10 units of Indians

He creates of army of 8 regulars and 4 Indians in Montréal 

Counters are placed on the board

Acquiring Intelligence

Since Albany was raided during the last turn and is wearing a French “RAID” counter, the French player can make an intelligence roll to gather some information son the British army there. He rolls a 4 with the die, which the British player’s DRK secretly transforms into a 3: The British player, after checking table three, has to announce his army as 150% the size it really is. The French player is told 12 units of Regulars and 3 units of Indians are in Albany.

Halifax wasn’t raided during the last turn so no roll can be made for the army and fleet there.

Raiding.

The British player uses all remaining regular troops, 5 units, for his Raiding Box. The British raiding value thus is 10

The French player uses his remaining 6 Indian units for his Raiding Box. The French raiding value thus is 30

Both values are compared, and the player with the highest Raiding value is the one who’ll raid enemy lands. Since the British cancel 10 points of French raiding, the Final Raiding Value of the French is 20. The French player decides to raid German Flats, Chiswell’s Fort and Fort William Henry (5+5+10=20 raiding points). Counters are set on the board to show this.

Assigning Orders

The British player assigns a “March!!!” order to both armies.

The French player assigns a “Defend” order to his army.

Counters are placed on the board next to the relevant armies

OPERATIONAL PHASE

Carrying out orders: first period

● The British army in Halifax attempts an amphibious assault on Louisbourg. He rolls a die to now if the assault succeeds (NB: not modified by the DRK since the roll is public). It isn’t a 1,2 or 3 so the assault can proceed as planned. The French have no navy to intercept the British fleet so the Anglo-American troops land in Louisbourg. 

Louisbourg is a level three fortress and the British Army’s siege value is 64, so the siege will last two periods.

● The British army in Albany moves to Fort William Henry. There is one attrition mark on the path and the province is raided, so it will cost 13,000£ worth of supplies to march there. The British now have only 10,000£ in the treasury.

● The French player moves his army from Montréal to Fort Carillon, at no cost (one attrition mark, friendly unraided province). The French player now only has 53,000£ left.

Carrying out orders: second period

● The British siege of Louisbourg continues and, unless rescued, the fortress will fall at the end of this period.

● The British army in Fort William Henry moves to Fort Carillon. The British decides to engage battle, and the French tries to organise an ambush: French Initiative Value is 16, British initiative value is 24. Both players toss a public die. The French rolls a 7, the British rolls a 2. The final initiative values hence respectively are 23 and 26: The French successfully organise an ambush.

The French attack ambush value is 8*2+4*5=36, the British defence ambush value is 8*3+2*5=34. The basic odds are 1-1, but because the French is “Defending”, the final odds are 1.5-1 for the French. The French roll a die on the engagement table and obtains a 9: VICTORY!

The French lose 10% of their troops (400 regulars and 80 Indians), while the British lose 800 regulars and 80 Indians (20% of their troops) and have to retreat to Fort William Henry. All Casualties are noted in the Casualty Box.

Carrying out orders: third period

No movements occur during the last period. Louisbourg has fallen to the British at the end of the previous period and French income will now be diminished by 40%. The British decide to keep Louisbourg as it is.

EQUILIBRIUM PHASE

Disbanding Armies & Fleets

All armies and navies are disbanded. Regular troops are returned to the Active Pool. Ships, M&P and Indians are returned to the Manpower Pool.

Casualties

The British casualty box now contains 1,200 regulars, 200 M&P and 80 Indians. The British has to knock 2 units of Regulars off his Active Pool. Casualty Box numbers are back to 200 regulars, 200 M&P and 80 Indians

The French casualty box now contains 600 regulars, 100 M&P and 160 Indians. The British has to knock 1 units of Regulars off his Active Pool. Casualty Box numbers are back to 100 regulars, 200 M&P and 160 Indians

Victory Check

Neither side has won, both players proceed to the next turn (1758)

� Although the conflict lasted from May the 28th 1754, when a Virginian force under Washington ambushed a small French detachment, until September the 9th 1760, when Governor Vaudreuil surrendered Montréal to Commander-in-Chief Amherst, no real fighting took place before the spring of 1755, so 1754 will not be simulated.
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