YORKTOWN   [ Inernational’ Team]

 Sequence Of Play

Franco-American Player

-place redoubts

-artillery fires

-movement [artillery units which have fired cannot move]

-combat

-remove hit markers. 

 Anglo-Prussian Player

-place redoubts

-Frigates move, fire; artillery fires

-board frigates, frigates move [if possible], units disembark [if possible]

-movement [artillery units which have fired cannot move]

-remove hit markers. 

Victory Check

- American

    7 Franco-American units in Yorktown , 3 in Gloucester Point

· British

    British avoid Franco-American victory conditions by end of game,or;

    British exit 10 units from any map edge except top before a Franco-American      

    victory.

  Mark 1 Day On The Turn Calendar

Setup

British

-3 units in Gloucester Point;

-all other units in Yorktown or redoubts

-two frigates anywhere on the river.
American

-all units enter on the first hex row on the mapside “toward Hampton”, except

-2 infantry units plus the French Lauzun Brigade must be placed adjacent to the 

  walls of Point Gloucester

French

-all units enter on the map edge on the first road hex to Williamsburg
.
 Movement

-Frigates move prior to other units.[ See frigate rules.]. 

-Units may not move through occupied hexes, or stack with other friendly units, except:

      1 commander unit may stack and move with any other friendly unit,

  2 units may occupy a hex containing a redoubt

 -At the end of each unit’s move, it may be rotated so that the side with the “unit      

    type” symbol faces the hexside desired by the moving player. Once rotated,

    the “unit type symbol represents the front of the unit for combat purposes,

    [see Combat Rules]but does not restrict the ability of the unit to move in any

    direction on subsequent turns.

 - A unit may move without delay through empty fortifications, which contain roads

 - A unit must stop at the wall of an empty fortified hex which does not contain a   

    road.  The unit may enter the hex on its next move. However, up to 2 

    units may enter an newly constructed redoubt on the turn it is placed.

 -Units in Yorktown or Gloucester Point which move adjacent to a  wall hex which 

   does not contain a road must stop. They may cross the wall on the next turn. .

Combat

-Units entering the zone of control of an enemy unit must stop and attack, except

  if the enemy unit is already engaged by another friendly unit, the second unit      

  which enters the enemy zone of control may continue to move.

-The combat value of a commander unit is added to that of the unit with which it is 

  stacked. No more than 1 commander unit may stack with a combat unit.

· If a unit and stacked commander are hit by artillery fire, the owning player has the following options:

         -remain stacked and reduce the sum of their combined combat values by half

         -move the commander to another unit and reduce the combat value of the

          unit with which it was stacked by half.

· An artillery result of ”eliminated” causes both the commander and the unit with

which it is stacked to be destroyed.

· If a commander is eliminated, all units of its nationality are reduced 10 combat 

points each for the remainder of the game. 

-Facing:

· If a unit is attacked from the front,[the  three hexsides adjacent to the “unit type” side of the counter], it defends with its full combat value;

· For each rear-side hexes from which a unit is attacked, it loses 5 combat factors;

· If a unit is attacked from the exact rear [ the counter side directly opposite that of the “unit type” symbol], it loses 10 combat factors.

· A unit can never have its power reduced more than 10 combat factors

from any combination of enemy attack positions. 

- A unit attacked while in fortifications,[towns and redoubts],has its combat 

  factors doubled.

- A unit attacking out of a fortification against enemy units adjacent to the walls  

 of the same fortification attack at double combat factors.

-No unit may attack enemy units within a fortification on the turn it moves next to

 the fortification walls.

-Fortification walls negate zones of control; units adjacent to fortification walls are

 not obligated to attack units within the fortification, nor are units within forced to 

 attack enemy units outside adjacent walls.

-Units inside a town are doubled on defense since all town hexes are fortification 

 hexes. However units in a town can have their combat factors reduced due to 

 facing effects from attacking enemy units also in the town.

-Friendly units outside of a town which have moved adjacent to a town wall that turn may not add their combat factors to those of friendly units inside the town which are attacking enemy units also within the town. However, friendly units which begin their turn adjacent to an outside town wall may join in the attack.

-Combat is conducted by subtracting the defenders combat factors from the

  attacker’s, and cross referencing the resulting number,[ within the ranges shown

  on the CRT] , with the result of a die roll. Attacks at less than –20 are not 

  allowed.

- All units within the zone of control of an enemy must attack. If multiple units are 

  in mutual zones of control the attacker must allocate attacks so that all units are 

  attacking an enemy and all enemy units are attacked.

-Retreat results are applied by the owning player immediately.

Artillery

-Artillery targets are designated and artillery is fired prior to general unit movement,

  [except frigate movement during the Anglo-Prussian turn; see Frigate Rules].

-Artillery combat against a designated target is accomplished by cross referencing

  the range to the target with the result of a die roll on the Artillery portion of the

  CRT. Maximum range is 12 hexes. Possible results are as follows:

· < 4 hits---no effect

·  4-7 hits---target combat factors reduced by half,[rounded]     

·  8 or more hits--- target eliminated

 -Except for an “eliminated” result, all effects last one full turn.

-A hit marker is placed on the affected unit to indicate it is at half strength.

.The marker is removed and the unit returned to full strength at the end of the 

  reduced unit’s next turn.

-Any number of artillery units may combine their fire against the same target. The 

 combat results of these combined fires is cumulative.

-Artillery units hit by artillery fire do not have their combat factors [which are 

  used only in defense against non artillery units] reduced; rather if they receive 4-7 

  hits, the number of hits they can inflict during the next turn as shown on the 

  Artillery portion of the CRT, is reduced by half. As with other units 8 or more hits

  eliminates an artillery unit.

-Fortifications and frigates require double the number of hits, 8, to reduce the unit

 within, or the frigate, to half and 16 to eliminate the fortified unit or frigate.

-Artillery units defend against non-artillery units at 10 Combat Factors, which are     

 never reduced due to side and/or rear attacks.

Frigates

-Frigates move prior to the Anglo-Prussian artillery fire phase. They may move up to   

 15 hexes per turn. This movement is counted in single hexes, even though each  

 frigate counter is 2 hexes long.

- A frigate can turn 60 degrees, [I hexside] at the cost of 2 Movement Points. It  

  may move and turn any number of times as long as it has Movement Points 

  remaining.

-Frigates fire as artillery, but can each fire twice per turn.

-Like fortifications, frigates require 8 hits to reduce their artillery effects by half

and 16 hits to eliminate.

- Frigates can move and fire in the same turn, alternating moving and firing as 

  desired as long as the frigate does not fire more than twice or exceed 15

  Movement Points in turning and moving.

-Frigates may not enter partial or whole land hexes. If they do they are grounded 

 for the remainder of the game. Grounded frigates may fire normally and may 

 disembark transported units.

-Frigates may transport up to 2 units each. Transported units must board in

 either Yorktown or Gloucester Point and may disembark in any full water coastal

 hex, or in a town. Boarding and disembarking each cost the frigate one Movement 

 Point. Boarding from coastal hexes is not allowed.

-Frigates transporting units may fire normally . However, 

 transported artillery units may not fire while aboard.

Fortifications

-Towns and redoubts are both fortifications.

- Units in town hexes are doubled on defense. However, units

  in towns suffer reduction in Combat Factors when attacked from side and/or rear 

  by enemy units also in town hexes. This reduction is applied to the doubled 

  Combat Factors of the defending units.

 -Town walls negate Zones Of Control. Units are not required to stop or attack

  enemy units separated from them by a town wall

 -Redoubts double the Combat Factors of units within. Redoubts have no sides or                   

 rear and no Zone Of Control. Thus units adjacent to fortification walls are not

 required to stop, nor are they or units within required to attack adjacent enemy
  units. Units in redoubts cannot suffer combat reduction due to the position of

 attacking enemy forces.

 -Redoubts can hold two units, which combine their Combat Factors, which are 

  then doubled.

-Redoubts built by pioneers act as redoubts for all purposes. A pioneer unit which

 remains stationary for two turns may construct a redoubt at the beginning of 

 of the third turn.. If the pioneer unit is hit by artillery fire, any turn spent 

 immobile is negated and the two turn requirement begins once the unit regains

 full combat power.[i.e. at the end of the pioneer unit’s next turn when 

 hit markers are removed].

 At the beginning of the third turn a redoubt marker is placed in the hex. The   

 pioneer unit may move freely that turn.

-A redoubt may be entered by up to two units on the turn it becomes active.

-Units within a fortification receive double Combat Factors when they attack 

enemy units adjacent to the fortification walls.                                                                                                                                                          

