Liberty or Death: ~ Battle Procedure

The American Insurrection (3.6, 3.2.4, 3.3.3, 3.5.5)

FORCE LEVEL (FL) Attacker then Defender calculates their own Force Level

ATTACKING Battling Faction chooses to activate its side’s @ (if present)
ROYALISTS British battle: All ‘ + ‘ (up to # of ‘ )y + 1/2 (rounded
down)
French battle: If Patriots (up to # of v+ 172 [l (rounded
REBELLION rench battle: All paid: upto#o + down)
Patriots battle: All ‘ 1/2 . dr(i)xrxz;i ed :)fal:iainch + ( @ up to # of ‘ )
DEFENDING

— Faction defending ALONE chooses to activate its side’s . or @

ROYALISTS: British make all choices
REBELLION: Patriots make all choices

(rounded
down)

wi - [
LOSS LEVEL (LL)

If FL < 2 : No die roll; if FL > 3 then FL/3 (rounded down): # of D3 to roll (max 3D3)

—> C(OMBINED DEFENSE —I::

Defender Loss Level Modifiers

At least half Attacking Cubes Regulars (if any) +1
At least one Attacking side piece Underground +1
At least one Attacking Leader +1
Attacking including French with Lauzun +1
British Attacking in Blockaded City -1
British Attacking in West Indies and at least 1
one Squdron is present
Per Defending Fort -1
Indians Defending in Indian Reserve -1
Patriots/French Defending with Washington -1

Defender Loss Level = Attacker dice roll + Defender LL Modifiers; Attacker Loss Level = Defender dice roll + Attacker LL Modifiers

Attacker Loss Level Modifiers

At least half Defending Cubes Regulars (if any) +1

At least one Defending side piece Underground +1

At least one Defending Leader +1

British Defending in Blockaded City -1

British Defending in West Indies and at least 1
one Squdron is present

Per Defending Fort +1

alternate one each
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REMOVAL PRIORITIES

Remove pieces with values
totaling AT LEAST Loss Level

value: 2 Losses Each
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value: 1 Loss Each
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Win the Day (3.6.8) if Loser removes a cube or Fort AND 2+ pieces.

Shift Support/Opposition by half the number of pieces lost by the Loser.

AVAILABLE
© 2016 GMT Games, LLC « P.O. Box 1308, Hanford, CA 93232




