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Introduction

 The War of  1812 was fought across North America, from New Orleans, Louisiana, to 
Moravian Town, Ontario. British North America (now Canada) and the United States shared a 
common border that was generally peaceful. They shared a common language, an entwined history, 
and a similar culture. Yet these two nations found themselves at war in the spring of  1812, a war that 
would re-shape their relationship and set the stage for peace that continues to this day.
 While both countries had many things in common at that time, they experienced the War of  
1812 very differently. The United States had never fought a major war outside of  its own borders. 
When the Americans went to war, they invaded the British colony of  Canada with 4 just armies of  
relatively inexperienced militia and hastily recruited regulars. These armies were commanded by 
men who were older than the country they fought for. 
 The British Empire, on the other hand, was one of  the wealthiest and most powerful empires 
in history, with the world’s finest navy and one of  its strongest armies. Britain also had alliances with 
many Native tribes, who fought on the side of  the Crown against the Americans.
 The apparent disparity in strength did not mean the war was a foregone conclusion. For the 
British, however, the War of  1812 was initially seen as something of  a sideshow, a distraction from 
the war against Napoleon in Europe. Britain’s government did not want to waste precious resources 
on a war in North America that could otherwise have been used in Europe. In fact, even Britain’s 
officers had no desire to fight a colonial war half  a world away when there was glory to be had on 
the battlefields of  France, Portugal, and Spain. 
 America, however, saw the War of  1812 as an important strategic undertaking to expand its 
territory and to eliminate the threat of  having the British right on its doorstep. 
 Regardless of  how motivated both sides were for war, they were equally unprepared for it 
when it came. Britain was unable to send large numbers of  troops to its colonies and America, with 
its smaller army, gambled that the French-speaking colonists of  Lower Canada would join its cause 
and augment its forces. The United States also thought the war would be over very quickly, and likely 
underestimated the resolve of  the Crown and the colonists – both English and French – to protect 
their fledgling nation.
 While now seen as a war that could largely have been avoided, there is no doubt that both 
sides fought courageously and tenaciously. Now it’s your turn to determine which side will prevail. 
The fate of  the entire continent lies in your hands. Will you be able to take command of  your army 
and conquer North America?

About the Game

 Sabres and Smoke: The War of  1812 is a turn-based, light strategy game. Players do not fight 
the entire war at once; they play individual scenarios based on actual historical battles that took 
place across North America during the War of  1812. 
 The game places importance on the leadership quality of  both the commanding officers and 
the individual units they commanded. This is demonstrated in the game in two important ways. 
First, each scenario was created based on the actual commanders who fought that particular battle. 
In the game scenarios, commanders who historically demonstrated better leadership qualities than 
their opponents get the advantage of  being able to issue more orders per turn. 
 Second, leadership quality also plays a factor at the individual unit level. All land-based 
units, excluding Native Warriors, are comprised of  soldiers led by an officer. While an officer leads 
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the unit, soldiers then have particular advantages, such as being able to ignore retreats. Officers also 
enhance the unit’s attack and defence capabilities. However, when an officer is lost, the surviving 
unit cannot fight as effectively, mirroring what actually happens in battle.

Set-up and Special Rules.

 First, remove all of  the hex pieces and unit pieces from their sheets. Plastic 
bags have been provided to help you keep things in order. Then, put the stickers on 
each of  the dice. Be careful to ensure you put the stickers on the dice correctly (see 
Determining the Outcome, p.7 for details.) 
 Units are set up by placing individual playing pieces in the plastic stands 
provided. Red stands are for the British, Canadian and Native Warrior pieces, and 

the blue stands are provided to be used by 
the Americans. Native Warrior units are 
made up 3 Native Warrior pieces. Artillery 
units are made of  three cannon pieces and an officer piece. 
Naval units consist of  one piece only, based on unit type. 
All other units are made up of  4 pieces and an officer. Units 
cannot consist of  mixed pieces. For example, an American 
infantry unit can never include militia. 
    Gameplay scenario sheets provide a brief  historical 
summary of  the battle, a map that shows which map boards 
should be used, and where terrain hexes and units should 
be placed. The gameplay scenario sheets also outline which 
player moves first, the number of  points needed to win the 
battle, and any special rules that apply to the battle. These 
special rules are based on particular events that occurred 
during the actual battles. Please read these very carefully, 
because the special rules are critical to reflect the historical 
accuracy of  the actual battles.

Playing the Game 

 Game play consists of  four phases: drawing a battle card, movement, battle, and determining 
the outcome. Once a scenario is fully set up and the terrain hexes and units are in place, the players 
may begin the first turn. The player who may go first as indicated on the scenario battle sheet then 
does so. When their orders are all finished, the next player moves. When both players have played 
out their orders for the turn, that comprises one full turn of game play. Some scenarios require players 
to keep track of  the number of  full turns played. These will be indicated in the Orders section of  
the gameplay scenario sheets. Use a pencil and paper to keep track of  the turns as they are played. 
When a player destroys an enemy unit, that unit is removed from the board and the player keeps 
one piece from the unit by their baseline as a victory point. Points can also be awarded for achieving 
certain objects as set out in the scenario gameplay sheet - keep track of  those with pencil and paper.
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Stoney Creek, Upper Canada (June 6, 1813)

Following the retreat from Fort George, the British 
under the command of  Brig. General John Vincent
regrouped near Burlington Heights. There, Vincent 
assembled a force of  about 1,600 men and prepared
to repel a further American attack. Pursuing the 
British was General Henry Dearborn, who ordered
Brigadier General John Chandler and his force of  
3,400 regulars to advance north. Their position 
was exposed and the British, under the command 
of  Colonel John Harvey, took a mixed force of  750 
Native Warriors, regulars and militia to ambush the 
American camp. What followed was a confused 
frenzy, and in the melee Vincent’s forces routed 
the Americans, taking over 100 prisoners and all 
of  their cannon. While the Americans had been 
dealt a  humiliating defeat, they still commanded 
a much larger force, and continued to threaten the 
British positions in the Niagara region. 

Orders

• Britain orders 4 units per turn, and moves first.
• America orders 3 units per turn.
• 6 points to win

Special Rules

• The American player may move only 2 units on the 
first turn, and those units must be behind the river. 
After the first turn, the American player may move 
units as normal.
• The entire river is fordable.
• Native Ambush Rules are in effect.

Gameplay scenario sheet.

Unit piece,
in stand.



1. Drawing a Battle Card

 At the beginning of  the turn the player who may move first draws one battle card, which 
must be shown to the opponent. The effect of  the battle card applies immediately and is in force 
until the end of  the turn of  the player who drew the card, unless the card indicates otherwise. Battle 
cards introduce positive and negative elements into gameplay, based on the same kind of  battle 
factors commanders and soldiers faced during the War of  1812. What happens when a spark 
blows back into an artillery unit’s powder keg? What happens if  
a sniper targets one of  your officers? These cards keep you on 
your toes, and ensure no scenario plays the same way twice.
 Used battle cards are typically placed back to the bottom 
of  the deck. However, some cards are to be kept by the player 
for the rest of  the game, or until the card can be put to use. The 
most important of  these is the Countermand card. Hang on to 
this card, and use it to overturn a battle card you draw later in 
the game that you would like to ignore. Similarly, you may use 
this card to overturn a battle card drawn by your opponent that is 
beneficial to them. You may use a countermand card to nullify an 
opponent’s countermand card. 
 Once the battle card has been drawn and enacted, the player 
may then order their units. The number of  units a player is allowed to order is specified on the 
gameplay scenario sheet. A player can decide to order fewer units than the number set out in the 
orders or none at all, but may not order more units unless the battle card’s instructions include 
ordering additional units. Units may move, move and battle, or battle without moving.

2. Movement
 
 The movement of  a unit is based on its movement factor, indicated on the 
game pieces. For example, a standard British infantry piece has a movement factor 
of  2. When 4 of  these pieces are added to a British officer piece, they comprise a full 
British Infantry unit. The movement factors are not cumulative; the movement factor 
of  2 applies to the entire unit, no matter how many pieces it contains throughout the 
game. That means the entire unit can move together a distance of  2 hexes. When a 
unit moves, all pieces must move together. Sometimes, a battle card will enhance or 
restrict a unit’s movement. Units can move, not move, or move and battle if  they are able, based 
on the capabilities of  the unit (see Unit Types, p.7). Additionally, there may be terrain restrictions 
on movement based on which particular terrain hex a unit might find itself  on or moving through 
(see Terrain, p.13-14).
 Units move individually and then battle if  they can. Once battle has been resolved, the 
player then moves another unit, and so on, until the player uses up the orders for that turn. The 
player’s opponent may not move units unless the outcome from combat requires them to retreat. 
When the player has used all the orders and has determined the outcome from all movement and 
combat, the player’s opponent then draws a battle card and takes their turn for this round. Both 
players’ turns together represent 1 full turn of  gameplay. 

5

Sniper in

the trees

Your opponent gets to 

remove the officer from 

oneof your units. The 

choice of unit is theirs.

Spark in the 

powder keg

The last naval or artillery unit 

you ordered is destroyed. If you 

have not ordered any naval or 

artillery units, then your 

opponent chooses one unit and 

it is destroyed. If you do not 

have any naval or artillery units, 

put this card back in the deck 

and draw another.

Sniper in
the trees

Your opponent gets to remove the officer from oneof your units. The choice of unit is theirs.

Spark in the powder keg

The last naval or artillery unit 
you ordered is destroyed. If you 
have not ordered any naval or artillery units, then your opponent chooses one unit and 

it is destroyed. If you do not 
have any naval or artillery units, 
put this card back in the deck and draw another.

Battle cards add variability to gameplay..

Movement
factor.



6

3. Battling

Battling consists of 4 steps: 1. Determining range; 2. Determining the attacking unit’s attack factor; 
3. Determining the defending unit’s defence factor; 4. Rolling the appropriate number of battle dice. 

1. Determining Range: To attack a unit, the target must be within the attacking unit’s 
range. This is indicated by the range factor found on the unit pieces. Range factors 
are not cumulative – for example, when a British Infantry unit is attacking, the range 
factor of  2 on individual pieces means the entire unit has a range of  2, no matter how 
many pieces are left in the unit. You will note that officer pieces have no range factor; 
they are to assume the range of  whatever unit they are attached to. Once an enemy 
unit is in range, and in line of  sight (see Line of  Sight, p.11) the attack may proceed.

2. Determining the Attack Factor. All pieces have an attack factor. When pieces are placed together in 
a unit, these attack factors are cumulative and must be added up. For example, with a full strength 
British Infantry unit, the attack factors for the 4 infantry pieces and the officer add up to 23.  

3. Determining the Defence 
Factor. All the pieces have 
a defence factor. When the 
pieces are placed in a unit 
together, the defence factors 
are cumulative and must all 
be added up. For example, 
with an American Infantry 
unit at full-strength, the 
combined defence factors 
for the 4 infantry pieces and 
the officer add up to 20.
  

4. Rolling the Appropriate Number of  Battle Dice. Subtract the cumulative defense factor of  defending 
unit from the cumulative attack factor of  the attacking unit. The result is the number of  battle dice 
that can be thrown in that attack. In the example given above, you would subtract the 20 defence 
factors from the 23 attack factors, leaving a difference of  3. That’s the number of  attack dice that 
the attacking player can throw. This should make players think about how they position units of  
differing strengths against each other, and also how they will use and deploy damaged units.

Important: The highest number of  battle 
dice any unit can throw during an attack is 
6, regardless of  the difference between attack 
and defence factors. Additionally, a unit can 
always throw at least 1 battle dice in attack or 
in battling back (see Hand to Hand, p.7), even 
if  the difference between attack and defence 
factors is zero or a negative number. 

Range Factor

Separate battle dice are included for each player.

British Infantry attacks at
5+5+5+5+3=23

U.S. Infantry defends at
4+4+4+4+4=20

British Infantry attacks at
5+5+5+5+3=23

U.S. Infantry defends at
4+4+4+4+4=20
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5. Determining the Outcome. The outcome of  an attack is determined by the battle dice thrown in 
the attack. Battle dice have the following symbols: Hit, Retreat, Shell, Leader, and Hand-to-Hand. 
These symbols affect different units in different ways. (Important: Every battle dice should have 2 
hit stickers, and 1 sticker each for retreat, shell, leader and hand-to-hand.)

Hit: When this symbol is rolled against all iinfantry units and artillery units, it removes 
1 piece from the unit, but not the officer. Against Native Warriors it counts as a hit and 
removes 1 piece from the unit. When 2 hit symbols are rolled against a naval unit by either 
artillery or another naval unit, the ship being attacked is sunk (see Naval Units, p. 7).

Retreat: Every time this symbol is rolled, it forces a unit to retreat 1 hex, unless the unit 
being attacked is allowed to ignore the retreat (see Retreats, p. 7). This symbol has no 
effect on ships. 

Shell: Artillery and naval units score a hit with this symbol against all forms of  infantry 
and artillery, which removes 1 piece but not the officer. Against Native Warriors, this 
symbol counts as a hit and removes 1 piece from the unit. This symbol has no effect 
against naval units. When a Grenadier unit attacks any infantry or artillery unit in an 

adjacent hex, this symbol also counts as a hit (see Hand to Hand, p.7).

Leader: Every time this symbol is rolled, it counts as a hit against the leader in an infantry 
or artillery unit, and the officer piece is removed from the unit. When rolled against a 
unit that has already lost its officer, this symbol has no effect. This symbol has no effect 
against Native Warrior units or naval units. It has no effect on officer units placed aboard 

ships (see Amphibious Landings, p.10).

Hand-to-Hand: This symbol is effective only when the attacking unit is adjacent to the unit 
being targetted. When this symbol is rolled it counts as a hit against all forms of infantry, 
Native Warriors, or artillery units, and a piece must be removed. However, a hand-to-hand 
symbol cannot kill an officer and has no effect on naval units. When a unit is attacked in 

hand-to-hand combat, it may battle back if  it is not eliminated or forced to retreat. After it has been at-
tacked and any pieces removed, the unit then battles back at that strength, as it would during a normal 
attack. Units  reduced to just the officer may not battle back. Naval units never battle back.

Unit Types 

Every different unit has special capabilities, so please read this section carefully. All land units are 
consdidered regular units with the exception of  Native Warriors, who are considered irregular units. 

Officers

Officers are attached to all land units except Native Warriors. Officers begin the game 
attached to a unit, and have an important effect because units with officers do not have 
to retreat in combat. When an officer is attached to a unit, it assumes the movement 
and range factors of that unit. When an officer is killed, the unit still functions, but must 

U.S.
Off.

a3  d4
m2   



retreat 1 hex for every retreat symbol rolled against it. When all other pieces in a unit get 
destroyed, but the officer survives, the officer may still be ordered the following turn. An 
officer not attached to a unit may move up to 2 hexes, but may not battle. Lone officers
may join understrength units that are re-constituted when a Re-form Battle Card is 
played. A unit may never have more than one officer. If  an enemy unit moves onto or 
through a hex with a lone officer, that officer is taken off  the board but it does not count 

as a point for the enemy player. Lone officer units ignore all retreats.

Regular Infantry

A regular infantry unit consists of  4 infantry pieces and 1 officer. Regular infantry 
units may move 1 hex and battle or move up to 2 hexes and not battle. Regular infantry 
pieces have a range of  up to 2, meaning they can attack an enemy unit 
that is 1 or 2 hexes away. Individual pieces in a regular infantry unit 
have an attack factor of  5 and a defence factor of  4, and these factors are 
cumulative with other pieces in the same unit. Regular infantry units with 

an officer ignore the first retreat symbol rolled against them. Without an officer, the 
unit must obey all retreat symbols rolled against it.

Native Warriors

Native Warriors are under the command of  the British and consist of  3 pieces, but 
no officer. Native Warrior units may move 1 hex and battle, or up to 2 hexes and not 
battle. Native Warrior units have a range of  2, meaning they may attack an enemy 
unit that is 1 or 2 hexes away. Native Warrior pieces have an attack factor of  7 and 
a defence factor of  5, and these factors are cumulative with other pieces in the same 
unit. Native Warriors battle with 1 additional die when attacking an adjacent unit. 

They may ignore 1 retreat roll under all circumstances. If  a Native Warrior unit kills an enemy unit 
or forces an enemy unit to retreat, the Native Warrior unit may advance onto the hex that the enemy 
unit previously occupied and attack another enemy unit adjacent to that hex, but may do so only 
once that turn. Native Warrior units ignore many terrain restrictions when battling and moving. 
They do not have to stop in forests, swamps or fordable rivers, and can battle normally in those areas 
(see Terrain, pp.12-14).

Native Ambush Rules: One important feature of Native Warrior units is that some gameplay scenario 
sheets give them special combat capabilities, known as the Native Ambush Rules. The Special Rules 
section of the gameplay scenario sheet indicates when the Native Ambush Rules apply. When Native 
Ambush Rules are in effect, the enemy cannot attack any Native Warrior units until the first Native 
Warrior unit makes an attack. When it does, all Native Warrior units in the scenario become open to 
attack for the rest of that battle.

Militia

Militia units are formed by 4 militia pieces and 1 officer piece. A militia 
unit functions as an infantry unit but with a reduced defence factor of  3 
per piece. Units with an officer ignore the first retreat rolled against them.

Brit.
Off.

a3   d4
     m2

Brit.
Inf.

a5  d4
r2   m2

Nat.
War.

a7  d5
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Cdn.
Mil.

a5  d3
r2   m2

U.S.
Mil.

a5  d3
r2   m2
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Artillery

Artillery units are comprised of  3 artillery pieces and 1 officer. An artillery unit may move 1 hex 
per turn, but cannot move and battle during the same turn. An artillery unit has 
a range of  5 hexes, meaning it can attack an enemy up to 5 hexes away. Artillery 
units also get to roll an additional 2 battle dice on targets within 2 hexes of  their 
position. Individual artillery pieces have an attack factor of  7 and a defence factor 
of  5, and these factors are cumulative with other pieces in the same unit. If  a unit 
loses all of  its cannon, and the officer survives, the officer cannot attack. Artillery 
units on a hill roll 1 additional dice and artillery units on a hill may fire over an 
adjacent unit that is not on a hill. Artillery units’ attack forts at a reduction of -1 die. 
Artillery units with an officer may ignore the first retreat symbol rolled against them.

Grenadiers

Grenadiers were elite British infantry who used grenades when attacking enemy units. 
Grenadier units are formed by placing a red Grenadier badge on a British infantry 
unit. Grenadiers function in the same way as regular infantry units, but may attack an 
enemy unit in an adjacent hex with 1 additional die. When attacking an enemy unit 

in an adjacent hex, Grenadiers also hit on each shell symbol rolled. Grenadiers 
may ignore 1 retreat at all times, regardless of  whether or not they have an officer 
attached to the unit. With an officer, they may ignore two retreat symbols.

Voltigeurs

Voltigeurs were elite French-Canadian skirmishers who specialized in long-range fire. A Voltigeur 
unit is formed by placing a green Voltigeur badge on a British militia unit. Voltigeurs 
function in the same way as a militia unit, but may attack an enemy unit that is 3 
hexes away and always roll at least 2 dice in an attack. Voltigeurs ignore many terrain 
restrictions when battling and moving. They do not have to stop in forests, swamps, 

or fordable river hexes and battle normally in those areas (see Terrain, pp. 12-14). 
Voltigeur units with an officer ignore the first retreat symbol rolled against them. 
Voltigeurs are considered militia.

Royal Marines

Royal Marines were elite British infantry who specialized in amphibious landings (see 
Amphibious Landings, p. 10). A Royal Marines unit is formed by placing a blue Royal 
Marines badge on a British infantry unit. Royal Marines function the same as regular 

infantry units, but may be ordered directly after landing on a beach hex (all other 
units involved in beach landings must wait a turn after landing before attacking). 

In General. Pay close attention to differences in the attack and defense power of various units. Do 
not write off  weakened units - these can play an important role in wearing down full strength enemy 
units. And of course, drawing a Re-form battle card may allow you to merge weakened units together.
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Naval Units

There are 3 types of naval units: the brig, the frigate, and the man o’ war. All 
naval units have a range of 5 hexes, meaning they may fire on targets up to 
5 hexes away. All naval units may move up to two hexes per turn and battle. 
Brigs have an attack factor of 21 and a defence factor of 20. Frigates have an 
attack factor of 23 and a defence factor of 21. The Man ‘o War has an attack 
factor of 25 and a defence factor of 21. Naval units always roll at least 2 battle 
dice in attack, regardless of the attack/defence factor differential. Only one 
ship may occupy a water or coastal hex at a time. Terrain battle restrictions 
and line of sight rules do not apply for naval units, with the exception of forts 
and other ships. Ships attack forts at a reduction of  -1 die. Naval units are 
destroyed when the opponent rolls 2 hit symbols during an attack on that naval 
unit. Naval units cannot be attacked by infantry, only by land-based artillery 
or other naval units. Destroying any naval unit is worth 1 point. Naval units 
block line of sight, with one exception. If  a naval unit engages shore-based 
artillery on a hill, a ship in any hex between it and the artillery unit blocks line 
of sight for the attacking naval unit, but not for the hill-based artillery unit. 
This is a major advantage for hill-based artillery units engaging naval targets.

Amphibious Landings

All naval units can carry infantry or Royal Marine units and land them on coastal hexes. Naval units 
can carry 2 such units, and orders to do so will be in the Orders section of a gameplay scenario sheet. 
To indicate that a naval unit is carrying infantry units, place 2 officer pieces on the naval unit piece. 
To execute an amphibious landing, the naval unit must be adjacent to a coastal hex. The units on 
board may then be placed on any coastal hex adjacent to the naval unit. 1 or 2 infantry units can be 
ordered to land in a turn. Infantry units cannot be ordered the same turn they come ashore, with the 
exception of Royal Marines who may battle upon landing. Once units have been landed, they cannot 
re-embark back onto a ship. When a ship carrying infantry is destroyed, the infantry units on board 
are destroyed but do not count as victory points. Ordering an amphibious landing counts as one 
order, regardless of the number of units being brought ashore. However, ships may move and battle 
normally on that same order, before or after landing its infantry units. Note, officer hit symbols rolled 
against naval units carrying officer pieces do affect those officer pieces.

The U.S. brig with 2 leader pieces representing 2 U.S. 
infantry units. The brig is too far from shore to land units.

On its turn, the brig then moves to a water hex adjacent to a 
coastal hex and offloads infantry units onto separate hexes.

British Brig a21  d20
r5   m2

U.S. Frigate a23  d21
r5   m2

British Man ‘o War
a25  d21
r5   m2



Line of  Sight 

Units may only battle against those enemy units within their line of sight (L.O.S.). Unless indicated 
otherwise by a battle card or the abilities of  a specialized unit, L.O.S. can be blocked by forests, 
towns, swamps, ships, forts and hills (see Terrain, pp. 12-14). To determine if  L.O.S. is blocked, a 
line drawn from the center of  an attacker’s hex 
must be able to meet the center of  the opponent’s 
hex without obstruction. Obstruction is defined 
as line of  sight being completely blocked by the 
opposing hex, not passing along the edge or 
intersecting a corner of  that hex. Units on hills 
can see over any military unit, but cannot see 
over physical features like forests, hills, towns, 
and forts. Field, road and coastal hexes do not 
block L.O.S. Water hexes do not block line of  
sight unless a naval unit is on that hex. Bridges 
do not block L.OS. For port and dock markers, 
L.O.S. is determined by the underlying hex. 

Retreats

A unit may have a retreat rolled against it, and consequences depend on the unit being attacked. All 
units with officers attached to them ignore the first retreat rolled against them. Native Warrior units 
ignore the first retreat. Grenadiers ignore the first retreat at all times, regardless of  whether or not 
the unit has an officer attached to it. Units in forts ignore the first retreat. Naval units may ignore 
all retreats. Any unit other than Native Warriors and Voltigeurs lose 1 figure when forced to retreat 
from a swamp. Defence of  retreats is cumulative. For example, if  an infantry unit with its officer is in 
a fort, it may ignore 2 retreat symbols rolled against it. Any unit on the edge of  the board that cannot 
retreat further loses 1 piece for every retreat rolled against it. Likewise, units on a coastal hex that are 
forced to retreat cannot retreat onto a water or river hex, and therefore lose a piece.

A unit on Hex A would have line of  sight on Hex B and 
Hex C but not Hex D, which is obstructed by a forest hex.

A U.S. infantry unit with all 5 pieces attacks a British 
infantry unit that has lost its officer. The difference be-
tween attack and defence factors means 6 dice are rolled. 
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The U.S. player rolls 6 dice, including 2 hit symbols and a 
retreat symbol. The British player loses 2 infantry pieces, 
and the remaining pieces retreat 1 hex.
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Field Hexes

• No battle or movement restrictions.
• Field Hexes do not block line of sight.

Hill Hexes
• When attacking a unit on a hill, the attacking unit battles at a reduction of -1 die.
• Artillery units battle with 1 additional die when battling from a hill. 
• Artillery on a hill may fire over an adjacent unit that is not on a hill.
• Hills block line of sight. 
• All battle advantages and restrictions are ignored when battle takes place between 
two units that are both on hill hexes.

River Hexes

Forest Hexes

Roads

• Infantry units may move 2 hexes and battle or 3 hexes and not battle. To get this 
movement bonus, the unit must begin its turn on a road hex.
• Artillery may move up to 2 hexes, but may not battle.
• Roads do not block line of sight.
• Bridges act as a road when connected to a road hex.

• Rivers are impassable unless there is a bridge or the river is indicated as fordable.
• Units moving into a fordable river hex must stop, except for Native Warrior and 
Voltigeur units.
• Native Warrior and Voltigeur units moving into a fordable river hex may battle. 
All other units moving in may not battle.
• Units on river hexes battle at a reduction of -1 die.
• Rivers do not block line of sight.
• Units forced to retreat onto a non-fordable river hex lose one piece.

• Units moving into a forest hex must stop, except for Native Warrior and 
Voltigeur units.
• Native Warrior and Voltigeur units moving into a forest may battle. All other units 
moving in may not battle.
• All units battle into a forest at  at a reduction of -1 die.
• Forests block line of sight.
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Swamp Hexes
• Infantry battle in and out of swamps at a reduction of -1 die.
• Units moving into a swamp must stop, except for Native Warriors and Voltigeurs.
• Native Warrior and Voltigeur units moving into a swamp hex may battle. All 
other units moving in may not battle.
• Any unit other than Native Warriors and Voltigeurs lose 1 figure when forced to 
retreat from a swamp.
• Any unit may roll 1 additional die when attacking a militia unit on a swamp hex.
• Swamps block line of sight.

Water Hexes

• Water hexes do not block line of sight, unless a naval unit is on that hex.
• Water hexes are impassable by land units.
• All naval units may move up to 2 hexes and battle while on a water hex.
• Units forced to retreat onto a water hex lose one piece.

Coastal Hexes

• Coastal hexes do not block line of sight.
• Both naval units and land units may occupy a coastal hex, but not at the same 
time.
• Units on a coastal hex that are forced to retreat away from land and onto a water 
hex cannot retreat, and therefore lose a piece.

Forts
• Units moving into forts must stop.
• Units may move and battle between adjacent fort hexes with no restrictions
• Infantry attack into forts at at a reduction of -1 die.
• Braves attack into forts at a reduction of -1 die.
• Artillery and ships attack into forts at a reduction of -1 die.
• Units in forts may ignore 1 retreat.
• If  a fort has a gate marker, the fort may be entered only through that hex.
• Forts block line of sight.

Towns

• Units moving into towns must stop.
• Infantry attack into towns at a reduction of -1 die.
• Artillery attack into towns at a reduction of -1 die.
• Towns block line of sight.
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Port Markers

• Ports are indicated by placing a port marker on a hex.
• Line of sight is determined by the underlying hex.
• When a naval unit carrying infantry is in a dock hex adjacent to a port hex, it may 
offload an infantry unit onto the port hex, and that infantry unit may battle immediately.
• Naval units are not permitted on port hexes.

Dock Markers

• Docks are indicated by placing a dock marker on a hex.
• Line of sight is determined by the underlying hex.
• A dock allows naval units onto this hex.

Ford Markers

• Ford markers indicate river hexes that may be crossed by land units. 
• Other than Native Warriors and Voltigeurs, units moving in must stop and may not 
battle that turn.

Ford

Port

Dock

Bridge Markers
• No battle or movement restrictions.
• Bridges do not block line of sight.
• Bridges allow units to cross a river
• Bridges act as a road hex when connected to a road hex.
• Bridges are impassable to naval units.
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Gate Markers

• Gate markers allow units to enter a fort on the hex where the gate marker appears.Gate

Dismasted Markers

• Dismasted markers are placed on naval unit pieces that have lost their masts as a 
result of the player having drawn a Dismasted battle card.
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Infantry
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Infantry
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Infantry
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Infantry
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Infantry

US
Infantry

US
Infantry
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Infantry

Native
Warriors
Native

Warriors

Native
Warriors
Native

Warriors
Native

Warriors
Native

Warriors

Native
Warriors
Native

Warriors

Brownstown, Michigan Territory (August 5, 1812)

On August 5, 1812 a force of  about 200 American
militia led by Maj.Thomas Van Horn were heading
towards Brownstown, Michigan Territory on a re-
supply mission. They were tasked with picking up a
herd of  cattle, and to then escort them back across 
the Detroit River and deliver the herd to Brigadier 
General William Hull’s army occupying Windsor, 
Upper Canada. As Van Horne’s militia attempted
to ford Brownstown Creek, a force of  25 Native 
Warriors led by the Shawnee Chief  Tecumseh 
sprang an ambush. Although Tecumseh’s forces 
were badly outnumbered 8 to 1, the Native Warriors
launched a successful attack. 18 Americans were 
killed and another 70 went missing. Tecumseh 
lost just one warrior, while managing to disrupt 
the American supply lines and demoralizing the 
American forces in Windsor and Fort Detroit.

Orders

• America orders 2 units per turn
• Britain orders 3 units per turn, and moves first.
• 4 points to win.

Special Rules

• For this scenario only, the Americans cannot 
move backwards, unless forced to retreat.
• Each town hex is worth a point to the
Americans.
• The entire river is fordable.
• Native Ambush Rules are in effect.
• For this scenario only, reinforcement cards
cannot be used. If  drawn, return to the bottom of  
the deck and draw another card.
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