Deal cards
QO Reshuffle as needed after

Play as Activation
Q  Each unit/leader may be ———» O
activated Ix/action phase [m]

Barly S —» all cards are gone
arly Season QO Held card (from last turn) —
counts against hand size
Action phases
O  Beginning w/French,
alternate play
Q  Continue until both
players have played all
cards
Has ‘Surrender’ ca
been played or
discarded?
If player has 1 card left,
may pass
Late Season Q  Place ‘Card Held Yes
marker on year track v
Reshuffle deck
Not if that player
passed last season
Indians and Leaders go home
Q  Indians not in friendly fortifications
go home
"] @ Leaders in wilderness or mountain
sans troops or fortifications go to
nearest friendly fortification
Remove ‘Raided’ markers
Q Y% VP for each marker to side that
placed it (round up)
Q  Remove markers
» Winter Attrition
: ére avy I?_rilled? Age-any Drilled Troops NOTo:
Troops besieged? an originally friendly cultivated
space?
an unbesieged fortress? |
an unbesieged fort or stockade
(/<= 4 friendly units?
Yes
Yes
A
For entire stack:
Q  1: eliminate every odd Last step in a space
reduced Drilled Troops unit — (lone, reduced unit) is
Q  2: reduce every full-strength not eliminated
Drilled Troops unit
> Victory Check Besieged fortress is
controlled by neither side
Do British:
Q  control all fortresses AND . .
O solely occupy Niagara & Yesb British win
Ohio Forks?
ocs cither side have Yes— That side wins
>=11 VPs?
Besieged fortress
is controlled by
neither side
drios ending in
Do British: British retain control (for
control all originally-British Victory Check only) unless
fortresses AND French Drilled Troop in
Q 2 of the following? supply is besieging fortress
Q  Quebec Ly

Montreal
Niagara
Ohio Forks

After 1759

Do French:
have >= VPs as box
on VP track marked
v/that year?

Q

Not if previously
participated in:

in current Action Phase

combat or
assault

Subordination defined by Rank:
Subordinate leaders must
have Command ratings <=
overall leader

Individual Auxiliary units and/ o
or leaders moving alone ™
—» O up to card value
O need not be together
Q  Indians = %2 unit for this
1 Drilled Troops unit
Lyl p:
O regardless of card value
|»
1 Force
Leader Initiative must be
<= card value
QO Leader may command
—» N : —
units <= his command
rating + subordinate
4 »

leaders w/units <= their

command ratings

French leaders command
Indians normally

British leaders command
Cherokee normally

Johnson can command any

Mohawk or Iroquois

O They do not count against
his command rating

Increase siege level OR Conduct Assault

Q  Instead of movement

Q  Begin action phase in besieged space
Q  Entire force used & must include:
Q  Drilled Troops (increase siege

level only)
Q  >=1leader

O

S 000
a

oo

Movement

Q  May not combine land, boat, or
naval movement in same

activation

QO May not pick up units or leaders
Q  May drop off units and leaders
(who can move no further that

action phase)

Do not hinder movement:
Q  Leaders alone

Q  Forts under constructio
Q  Settlements

Captured, originally enemy

fortress left unoccupied rever
to enemy C()nﬂ'()l

Q  +3 VPs to original owr

Play as Construction

Q  Build stockades OR

Q

Build forts

Not w/2 card plays

in a row, even over
2 seasons

Supply

Place stockades <= card number
In any space occupied by
friendly Drilled Troops

OR

Q  In any originally friendly

cultivated space

oo 0o

Not in spaces w/enemy units

Not in space w/enemy
fortifications
Not in fortress space

Not in completed fort space

Not if Drill
chain of spac
O original
O capture

5

QO Amphit
that is
Q  friendh

O unbesi

Begin fort construction and/or

complete fort construction <=

card number

Q  In any space occupied by
friendly Drilled Troops

Each space ir

May not begin and complete
construction of same fort in
same action phase

Not in siege space

Not in fortress space

If fort is completed in stockade
space, remove stockade

Demolish own:

Q  Fort under construction
Q  Fort

Q  Stockade

Only during own action phase
Q  no cost

Q  Demolished completed fort

gives 1 VP to enemy

Not if fort is besieged

No

!

The side w/>=
1 VP wins

British win

Yes—w

French win

Scenarios ending in

1762:
- Do British: .
> have >= 5 VP? Yes ¥
Do French:
have >= 1 VP? Ve

Play as Event

Q  Red symbol: event may
only be played by British
Blue symbol: event may
only be played by French >

Q

Reinforcements & Replacements
Q  Limited by available
counters

Not on a space occupied
by enemy units or
fortifications

O water
adjacen
suppliec

Q  cultivate

Q  friendly

QO Amphit

and cannot h;

O unbesie

Q  enemy

I

“Surrender’

Q  British may treat unbesieged
‘Amphib’ spaces as friendly |
Besieged fortress is controlle
neither side

Remove cards

0  Remove only if played

as event

A

Restore units to full strength
Q  not if besieged

Response cards (brown
background to text)

British win

‘Colonial Politics’

QO Besieged units may not |«

be eliminated

Indian Alliances
May be used to enter new units
or restore existing units

Q  Iroquois unit may not be entered
if corresponding enemy Iroquois
counter w/same name is in play

When corresponding Indian
units are on map, mark
settlements w/allied markers

French win

marker

Remove ‘Amphib’

Captured, originally enemy fortress left
unoccupied reverts to enemy control
O +3 VPs to original owner

a

“Amphib’ marker
unbesieged French
fortification or
only French troops

including

Drilled

Toops?

British Leader Placement

Q  May not have >2
leaders w/command
rating = 7 in play

When a 3 is chosen, must
remove 1 from the map

A

Besiegers are
gone?

Remove sie;

siege is lifted

Q  Formerly besieged units
cannot intercept in 1%
space of movement in turn

as control
Fork:

> QO Solely oc

fortificati



Supply (increase siege level only)
Not if Drilled Troops cannot trace
chain of spaces to:

Q  originally friendly fortress

Q  captured port (British)
l Q  Amphib space (British)

that is

Q  friendly-controlled

0 unbesieged

Assault Die Roll Modifiers

Spaces w/arrows

Assault immediately possible

May include force that moves to
supplement besieging force
Militia may not participate

Attacking Commanding
® Leader’s Tactics rating
O Attacker only

Must have >= 1 leader
May have only auxiliaries

oocoo O

Defending Commanding

Remove siege marker

Formerly besieged units
cannot intercept in 1%

space of movement in turn

siege is lifted

?

Yes

. . » between them . . +© Leader’s Tactics rating
— 7| Each space n Cha‘"" must bei e are not adjacent All units gnd leaders must participate QO Defender only )
water connection to eguh Unoccupied forts or fotresses must Besiegers are
— adjacent space, including still be assaulted . s gone?
supplied space OR +2 Coehorns’ event played
Q  cultivated OR
Q  friendly fortification OR 1 column left Attacker
Q  Amphib (British) Yes Ts the space a
and cannot have: Is the space a fort fortress & siege
— esieged enemy fortificati & siege level>=1? d Y i
Q unbgslcg@fi enemy fortifications 8 level>=2? Side that caused higher
— O enemy units number of step losses
Consult Combat Results Table wins
O Results are simultaneous O  Defender wins tie
O Attacker assigns losses first O  No retreat
O Eliminated Regulars and Coureurs are
7 removed from the game
0 >= half of step losses must be from Drilled
> Siege Die Roll Modifiers > Siege Table Troops if possible .
O Otherwise, may not eliminate reduced units
N . . before reducing all full-strength units
Attacking Commanding Modified Die Siege Level s st
+2 Leader’s Tactics ratin; Roll Effect .
) S as control of Niagara or Ohi
Q  Attacker only N
- Forks changed ?
I ) <=0t02 O Solely occupied by units/
Do not hinder movement: Defe”d,‘”,% C(_wmma_ndmg fortifications of other side?
Lyl O Leaders alone 2 ]aeadersfl a;ncs l'al“"g 3t05 +1
Q  Forts under construction Defender only
Q  Settlements >=5 +2
“Coehorns’ event played by
v yed by
attacker
Captured, originally enemy “Coehorns’ event played by
fortress left unoccupied reverts -2 : ’
defender
to enemy C()nﬂ'()l
Q  +3 VPs to original owner R
-1 At Louisbourg
Land
Q  Up to movement allowance of .
slowest unit Leaders moving alone may
> O May move further after | — rauve){/}p fu ()‘S}ﬁces .
dropping off slowest unit ay n.(zde A er,enem),
Q  Any combo of land, river, and/ occupted space
or lake connections
Supply .
Not if Drilled Troops cannot trace led Troops
1y units chain of spaces to: out auxiliaries
y O originally friendly fortress passing through
Q  captured port (British) wilderness?
QO Amphib space (British) .
that is Need not stop if space has
d ffle"d!)"iﬂn‘VOIIQd unbesieged friendly fortification
Q  unbesieged Spaces w/arrows Need not stop if infllll’a(ing
> —»| between them (through enemy units or

»mplete
fort in

Each space in chain must be:

QO water connection to each
adjacent space, including
supplied space OR

Q  cultivated OR

Q  friendly fortification OR

O Amphib (British)

and cannot have:

O unbesieged enemy fortifications

Q  enemy units

are not adjacent

Units/leaders
entering
mountain?

Boat
Q  Any force or unit

Not on a space occupied
by enemy units or
fortifications

Units outside fort or
fortress may be restored
to full strength

unbesieged enemy fortifications)

is either:

71 @ <=9 spaces using only river/
lake connections
Naval

Q  Between 2 friendly controlled ports
O Unbesieged ‘Amphib’ marker
treated as port

» [w]

Supply

O British may treat unbesieged

‘Amphib’ spaces as friendly ports
Besieged fortress is controlled by

neither side

that is

Vhen corresponding Indian
Inits are on map, mark
ettlements w/allied markers

Vhen a 3¢ is chosen, must
emove 1 from the map

narker

besieged units
ercept in I
10vement in turn

ted

as control of Niagara or Ohi
Forks changed ?

Q  Solely occupied by units/

fortifications of other side?

Each space
Q  water

Q  cultiva
Q  friend!
Q  Amph
and cannot

Q  enemy

Not if Drilled Troops cannot trace
chain of spaces to:
Q  originally friendly fortress

Q  Amphib space (British)

Q  friendly-controlled
Q  unbesieged

adjacent space, including
supplied space OR

Q  captured port (British)

in chain must be:
connection to each

ted OR

ly fortifications OR
ib (British)

have:

Q  unbesieged enemy fortifications

/ units

Are both 7
leaders besieged?

Yes

v

Spaces w/arrows
between them
are not adjacent

Return the 3 to the pool

Besieged fortress/ports are

controlled by neither side

Q  Force requires ‘3 card

Q  Units or leaders activated individually
may move w/any card

Q  friendly fortification

May pass over 1 land connection if each end

Q  originally friendly cultivated space OR

O

British Amphibious Landings

Vs. unfriendly port

O  Only along arrows on map

O Must play activation card &
‘Amphibious Landing’

O Place ‘Amphib’ marker in destination

French

Louisbourg

QO  Only between Quebec and

Besiegers are
gone?

Remove siege marker

Formerly besieged units
cannot intercept in 1%
space of movement in turn
siege is lifted

as control of Niagara or Ohi
Forks changed ?

O Solely occupied by units/

fortifications of other side?

Q 1VPtw
capturing side

Q 1VPtw

capturing side

Combat Results
Q  # = Step losses for enemy
Combat Strength Firing - Each Side Rolls a Die
Igidifsl‘: 0 1 2 3 45 | 68 | 912 | 1316 | 1721 | 2227 | »=28
<=0 1 1 2 3 3
1 — - - - - 1 2 2 3 4 4
2 - - - 1 1 2 2 3 3 4 5
3 - - 1 1 1 2 2 3 4 4 5
4 - 1 1 1 2 2 3 4 4 5 5
5 1 1 1 1 2 3 3 4 5 5 6
6 1 1 1 2 2 3 4 4 5 6 7
>=7 1 1 2 2 3 3 4 5 6 7 8

[m]

1VPto
capturing side

Did Attacker win?

Siege continues

!

Yes Spaces w/ar
between the

are not adja

Moving adjacent
to enemy units?

No

Moving into space
w/enemy units?

Activating besieged
units/force?

Friendly besieged units may
come out & join battle,
although not activated

Infiltrator may
continue moving
normally

T

No.

Total >=

oving into spac
\N'/U\l[ enemy
units?

u




Captured, originally enemy fortress left
unoccupied reverts to enemy C()ﬂ[l’Ul
Q  +3 VPs to original owner

Key
Units and leaders defending Does space have wl LD E R N Ess WAR
inside are killed “Amphib’ marker
Q  Fort replaced w/Fort under unbesieged French GMT Games
Did Attacker win? Yes—p construction marker of winner fortification or Visio rules Version 1.0 by R Monk
O =2Vps only French troops EmpemrMonk@vah(;o‘com
Q  Fortress is captured Q  including ’
N =3 VPs Drilled Froops?
{¢]
v
Siege continues A Y+es Q  Not beyond force activation limits of Enemy options
. commanding leader and any subordinates P
Bliminated Regulars and Remove ‘Amphib’ Q Notol from 1 space per action phase during your wrn
Coureurs are out of the game marker O  Not vs. space already occupied by enemy
unbesieged units
» O Not if besieged
O Not vs. enemy fortifications
0  Not vs. leaders alone
Q  Not if also Avoiding Battle from same space
Q  Not by formerly besieged units on first
Move interceptors into space w/ space of movement on turn siege is lifted
intercepted
VP to O Moving force is still
apturing side attacker
— Interception: Q  All defenders in space that
T Q  Designate units and leaders to are not inside a fortress
Yes Spaces w/atrows N Eake lel?empt ) participate in battle
>J between them No o 9 orce or unit _—
. Die roll + Tactics of intercepting
are not adjacent N
commander Yes
3

Moving units
— continue moving
No normally

ofe auxiliary unit

or w/out leaders)
entering wilderness or
mountain space?

Moving adjacent
to enemy units?

Yes

Not beyond force activation limits of

commanding leader and any subordinates 4

Not >1x from 1 space per action phase
Yes Not vs. space already occupied by enemy Yo~ Batle D —
‘ unbesieged units

1f forced back to
enemy-occupied

Not vs. enemy fortifications

Only lone auxiliary
iy g Not vs. leaders alone

Oo0C OO0 O

No unit (w/ or w/out S N Py -
lea de(l's)/ —— ! space, is eliminated Not if also Avoiding Battle from same space -
L ’ Not by formerly besieged units on first space -
intercept 3 b Y e -
of movement on turn siege is lifted
Ve T
Infiltration:
Lone auxiliary (w/ or w/out Interception of Infiltrator:
leaders) may move Q  Designate units and leaders to
Moving into space Space has enemy through, up to movement make attempt (outside of fort or
N K Yes ; Yes > N Yes—» a  Not b &l Forcn et
w/enemy units? fort or fortress? allowance fortress) ot beyond force activation
O may not stop here Q  Die roll + Tactics of intercepting limits of commanding leader
O not into space w/other commander and any subordinates
friendly units = No QO Not if besieged
c e v Q  Not if intercepted
d ; - Infiltrating units Q  Not if interceptin:
Fort or fortress is P trating unt 1 inerceptng
. No - Place O si continue moving Q  Not if failed interception
besieged? > Place 0" siege marker .
P normally during same enemy move
g )
Only unit/force w/Drilled No

Troops may enter

U Movement ends . any enemy units go outsidle? O _S8pace is mountat
7 <= 4 units & any leaders may wilderness AND Avoid Battle:
- P s .
ns; f moving force has no Ce
No Yes _- defend inside a ort Yes ving No_p! [m] Ar_ly 1 f(mior_umt
Any number of units & any auxiliaries AND O  Die roll + Tactics o
Any unit/force may enter leaders may defend inside a enemy force has only avoiding command
T . O Movement ends wiliaries?
Activating besiegex
units/force? _
-
-
-
-
— No
-
-
- <
-
Pid Battle Die Roll Modifiers
h e — Consult Combat Results Table
e is originally er plays events . . Results are simultaneous
Y > Batle fS Pacgl lys Uilglﬂalcl‘% No—p g ?)“?Ck:{l plal) Sv v Attacking Commanding Q  If ‘Ambush’ was played, other side
riendly cultivated? efender plays events 9 Leaders® Tactics rating o ; yed,
QO Attacker only takes losses st -
N ~ 7 0 Attacker assigns losses first
— - - ) Q  Every odd step loss must be from Drilled
i Militia in box corresponding Defending Cgmmayldxllg Troops if possible
- - - Yes——» to De})aﬂment may ® Leaders’ Tactics rating QO Otherwise, may not eliminate reduced units
Friendly besxgg_ed units may participate QO Defender only before reducing all full-strength units
come out & join battle, Infiltration: Q  Eliminated Regulars and Coureurs are
although not activated QO  Lone auxiliary (w/ or w/out /~ In Wilderness or Mountain: removed from the game
leaders) may move through, / >« Not if enemy has placed -1 O  Only 1 side has
Yes up to movement allowance N ‘Raided’ markers in that Auxiliaries/Lights
O may not stop here N Department that year
Q ot into space w/other N 2x combat In Wilderness or Mountain:
Infiltrator may friendly units AN strength (before | O Unmatched ‘Ambush’ pid you ro
inue i ~ shifts you !
continue moving l shifts) card natural U or a
normally O Not beyond force activation limits of natural 62 AND
Interception of Infiltrator: commanding leader and any subordinates 1 In Cultivated: ause a step loss?
pue 5 g O  Not >Ix from 1 space per action phase QO Only I side has Regulars Only 1 side h
Q  Designate units and leaders to N . nly 1 side has
S (T (b G Brm G Q  Not vs. space already occupied by enemy surviving units?
No R fortress) ¥ unbesieged units 1 Attacking via Amphibious Yes
. i . . O Not vs. enemy fortifications ) Landing v
Q  Die roll + Tactics of intercepting : <
commander b O  Not vs. leaders alone K K
O Not if also Avoiding Battle from same 1 Attacking vs. units in Stockade OPPOS{”g_ player rqlls die for
space S V. each of his leaders in the battle:
N Q  Roll of I leader dies
N| 1 column left Attacking vs. Fieldworks
N
N
N
) D
Infiltration:

Lone auxiliary (w/ or w/out leaders)
may move through, up to
movement allowance
O may not stop here Ye
O  not into space w/other friendly units

Vloving into space
\N'/U\l[ enemy
units?

Force w/out drilled
troops may not enter

Place ‘0’ siege marker
Q  Movement ends

Space has enemy
fort or fortress?

ovine unit/force Change to friendly stockade
Space is enemy Ye i gD ’ll/' d Yes Q  After resolution of intercept Not if space has: . 3
stockade? s ‘fr& 1 ; s q  _1vp Q  Fort Raid Die Roll Modifiers | — as natural
Toops? N G
P Q  Must stop QO  Fortress ~ rolled vs. stoc
Q  Friendly stockade » Commanding Leader’s or enemy-al
No Infiltrating unit may : Tactics rating settlement
is origi contin in
Space is originally Yes Must Raid continue moving
enemy cultivated? ; X X QO  Defending player may i Rangers among
Moving unit/force 4 L raiding units
has Auiliaries? Yes ) play ‘Blockhouses g
h y Q  All leaders and
Ce is settleny e it auxiliaries raid together 1 >1 enemy Militia in
- oving unit/forc e is enemy B enartmes
w/enemy Indian Yes hasgDrillé d Space is enemy Department
units currently on ” P 5 Rk slockade in enemy Yes -
map? Troops? Yes No effect ultivated space? N
: N
Enemy player may place 1 N
id raiding uiits Militia unit from >
ace has enemy . fight a previous Department box into space
P ’ Fort under construction sht 2 p) No—p{ o parment box. P —® Battle
fort under Yes—p . non-overrun battle Q  Even if Raided
. is destroyed S o
construction? : thig action phase markers are in
Department




Q

as control of Niagara or Ohi
Forks changed ?

Solely occupied by units/

fortifications of other side?

>

Captured, originally enemy fortress left

unoccupied reverts to enemy control

Q

+3 VPs to original owner

“Amphib’ marker
unbesieged French
fortification or

only French troops
O  including
Drilled Froops?

Yes—

1 VP to capturing side

Yes—

siege is lifted

Remove siege marker
Formerly besieged units
cannot intercept in 1%
space of movement in turn

Remove ‘Amphib’
marker

Active force may N
continue moving

Spaces w/arrows
between them
are not adjacent

N‘o Q  Not to space from which
attacker entered
— Not to space w/unbesieged
enemy fortifications
O Not to space w/enemy units
| o»
Eliminated Regulars and
Coureurs are out of the game
ooh British units in 3
Irefiing fto) Amphib space may
. Yes— unit goes to —> A Pd B pl N
eyond force activation adjacent space W JETIIE () Eeyy
of commanding leader British-controlled port O Rewumn all surviving Milit heir be >
2 eturn all surviving Militia to their box
y S“‘b""dma‘es T O Retreat losing leaders & units to 1 or
.besleged Total >=4? A more spaces adjacent to the Battle space
f‘“e‘cep‘?d At B_zmle Attackers must retreat to space
MSEERlng automatically from which they entered
failed interception A successful N O Defenders may split up 1
] TS (i (oS [ O Besieged units defending out of a
fort or fortress may retreat inside
Q  British retreating from ‘Amphib’
space may go to any British-
controlled ports
Avoid Battle: 3 [
No_p! [m] Ar_ly 1 forc}e‘or_unit‘
O  Die roll + Tactics of
avoiding commander
Yes
Must retreat or be
eliminated Infiltrator retreats as if
losing side
. . Al
Is leader: T Losing side does not
. : No
in enemy-occupied space and Yes retreat
wjout friendly units? or
able wjout friendly fortifications?
ous
s played, other side N .
pace has enemy Fort under construction
¢ first fort under Yes is destroyed Yes
construction?

nust be from Drilled

liminate reduced units
[l-strength units
ind Coureurs are

me

Only 1 side has
surviving units?

Not if space has
enemy fortification

Is leader:

wjout friendly units? or

control of Niagara or
Forks changed ?

in enemy-occupied space and

wjout friendly fortificatio

Solely occupied by units/
ortifications of other side?

YesT

Must retreat or be eliminated

O 1VPto

capturing side

movement
Not to space w/unbesie;
or fortifications

if Defender

0O 0 0O O

French may not retreat via naval

space or friendly fortification

ed enemy units
Not to space from which enemy entere

Drilled Troops must retreat to cultivated

Spaces w/arrows between

A

them are not adjacent

O <=4 units & any leaders
may retreat inside a fort
Any number of units &
any leaders may retreat
inside a fortress

That side wins
O Check for Raid
conditions

Side that caused higher
number of step losses on CRT
wins

O Defender wins tie

Q  Check for Raid

conditions

o—1

<

rolled vs. stockade
or enemy-allied
settlement?

Roll die for each raiding
leader:

Q  Roll = 1kills leader

Yes

Was natural I’
rolled?

Battle

No

Was Raid
successful?

step losses AND
there are no

defending

wtifications?

Overrun: may
continue moving

Piid losing sicte.
include >=1
Regular unit OR
>= 4 units?

Di

winning side
Drilled Troops
AND

did losing side have:
a stockade in space?

Yes—

1 VP to winner

as intercepte
infiltrator only
attacker AND did
intercepted infiltrator
win battle?

Besiegers are
gone?

a

Not if entered battle from
adjacent space

Remove siege marker
Q  Formerly besieged units

cannot intercept in 1%
space ()f movement in turn
siege is lifted

unbesieged French
fortification or
only French troops
including

Yes—
marker

Remove ‘Amphib’

Drilled Froops?
Space is
unbesieged enemy Yes— Place 0" siege marker
fort or fortress?

Captured, originally enemy fortress left
unoccupied reverts to enemy control
O +3 VPs to original owner

Stockade is
destroyed

or terrain

or terrain

Surviving Raiders go home:
Indians go to home settlement space
Q  May be accompanied by leaders or
Coureurs des Bois stacked with it
O Indians w/leaders may go to closest
friendly, unbesieged fortification
Q  Disregard intervening enemy presence

O Non-Indians & leaders go to closest
friendly, unbesieged fortification
Q  Disregard intervening enemy presence

If Raid is successful:

Q

[w]
[m]
[m]

Place ‘Raided” marker
O May have >1 per space
Eliminate stockade

Eliminate all unbesieged Indian units
anywhere belonging to raided tribe

Step loss to 1 militia unit in
Department

1 VP to winner X Raid Table
Q  # = Raider step losses
Q  § = Success
Cherokee are eliminated, Modified Ys. Stockade Vs. Cultivated
unless stacked with (and Die Roll Indian Settlement Not Stockade
going home with) a leader Blockhouse Not Settlement
<=0 2 2
Is séttlement occupi 1 1 .
by enemy units or
fortifications & Indians
are not stacked w/ 2 L
leader?
3
Yes 4 2 1
A 4
Indians corresponding to 5 LS Ls
settlement are eliminated
6 $ $
>=7 $ $

space

No ‘Raided” marker if
‘Raided” marker already
placed in empty cultivated




