
 

  
This meant the first change was  
eliminating close combat occurring  
within a hex. Combat was conducted  
this way initially since muskets of  
this era didn't have the range to shoot  
the scaled distance of a hex width  
with any accuracy. The change to  
close combat, between adjacent hexes,  
was decided on, historically, by the  
fact that combatants could actually be  
near the edge of two hexes when they  
fought. This was the biggest change  
made during the development  
process. 
 
During the development process, the  
only changes made to the victory  
conditions were how Freeman's Farm  
was handled and the addition of the  
American garrison hexes. Originally,  
the British player had to control just  
the farm hex (1015), but he had to  
have control of it to gain a marginal  
victory. This limited the options that  
the British could try. If they didn't go  
for the Farm, the choices were to gain  
a substantial or decisive victory, or  
else lose. In addition, the British  
player gained three points for  
accomplishing the capture of  
Freeman's Farm. This put the British  
in a very strong position and reduced  
the desire to drive on the Heights.  
The published victory conditions for  
Freeman's Farm do two things. They  
make it more of a strategy choice to  
go for the Farm or not and make it  
much easier for the Americans to  
nullify control of the Farm late in the  
game if they've been driven off the  
Farm early on. 

The garrison hexes, for the 
Americans, were added to eliminate  
some of the game players awesome  
intelligence capability. We found the  
American player being able to move  
all of Gates men to the Bemis Heights  
Line directly in front of the British.  
This meant it was suicide for the  
British player to try and take the  
Heights, which caused the release of  
Gates men. In addition, it meant if  
Gates was released early enough, the  
American was going to win the game. 
So why play the game, just roll for  
Gates release. The garrison hex rule  
means the American has to guard 

against the possibility of unknown 
British units moving against another  
part of his line versus what he can  
see. It also helps to create the true  
nature of Gates' reaction to the  
situation, defense first, which was in  
sharp contrast to Arnold's going out  
to meet the enemy. 
 
The combat system only changed a  
little during the development  
process. The Close Combat Table  
was modified to add the automatic  
capture results. This allowed  
captures to occur more often, which  
is what actually happened in the  
battle. The concept of momentum  
was added. This allowed the players  
to overcome some of those disaster  
rolls. It had the side benefit of  
allowing us to give the players a way, 
albeit an expensive way, to prevent  
those horrible double turns for your  
opponent after you've mistakenly left  
yourself too exposed. 
 
The other part of combat which was  
changed was the Tactical Matrix.  
First, the chart was balanced. This  
meant making it so there was no  
definite picks in situations which  
couldn't be beat. I then added the  
restrictions on use of some of the  
chits. This helped to bring the  
importance of the leaders leading the  
battle, instead of just rallying the  
troops behind the scenes to the fore  
front. Now you have to think a little  
more about where your leaders are  
needed most. 
 
The publication process took longer  
than expected. There was a positive  
benefit from this. The designer, Mark  
Miklos, has been working on the next  
game in the series, Brandywine  
Creek, which is a two front battle and  
more open. The extra time allowed  
us to refine and clarify the rules in a  
few areas, which are more specific to  
the open nature of Brandywine  
Creek. Therefore, we don't expect



 

the game system to change at all for  
the second game. The only new rules  
to learn will be the battle specific  
rules. 
 
An Addendum 
Since the Developer's Notes aren't in  
the rulebook, I get the luxury of  
responding to some of the early  
comments. One comment is the  
outcome of the game is very depen 
dent on when Gates is released. To a  
certain extent, this is true. However,  
I don't believe it is a serious short 
coming or a fatal flaw as some do.  
Playtesting showed that Gates release  
is something that has to be factored  
into your changing strategy as the  
game progresses. The British need to  
keep from being too exposed if Gates  
is released early, but the Americans  
can't base their entire strategy on  
Gates saving the day, because it  
doesn't always happen - actually it's  
pretty rare. The thought of early or  
late, in terms of Gates release, needs  
to be considered just as importantly  
as what happens if your opponent 

gets that back-to-back turn, which 
you didn't plan for. Remember  
Zones of Control don't extend into  
forest hexes. Once you're past the  
Freeman's Farm area, the battlefield  
becomes very fluid. 
 
The other comment that I've heard is 
about replay value. A game of this 

size, with such a closed battlefield, 
would appear to have limited  
options. I know from the develop 
ment process that there are plenty of  
strategies to try and react to. The  
playtesters found the game to be a  
close and balanced game. With the  
high variability and uncertainty of  
who wins a close combat, even if one  
uses the same strategy and opening  
moves every game, once the battle is  
joined it may go in a myriad of  
directions. Just see what happens if  
the British Grenadiers lose a step, or  
worse yet, get captured in their first  
close combat. I'll admit that this  
game probably won't stand up well  
to a hundred playings by one person;  
although I still enjoy playing it and  
seeing how each game unfolds. The  
game wasn't developed to be on  
everyone's most played list. It was  
designed to introduce new players to  
the hobby and to be a short fun game, 
which could be played a couple of  
times in an evening or used in a one  
day game tournament. 



 



 


