A game of Indigenous resistance.
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“The more Indians we can Kill...
the less will have to be killed the
next war, for the more | see of
these Indians, the more
convinced | am that they all have
to be killed or be maintained as a
species of paupers.”

- U.S. General William Sherman
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INTRODUCTION

C olonizers have built a military fortress and are waging a brutal invasion of
your lands. Can you prevent their wagons from bringing supplies to the fort
and burn it to the ground before the train reaches the Golden Spike?

In Burn the Fort, each player takes the role of a historic warrior
fighting to stop colonial invasion of their lands. Players take turns gathering
& playing cards, trading, battling wagons, and gathering Fire Tokens and
the necessary Arrowhead Tokens to burn the fort.

Everyone starts the game in an alliance but beware, alliances can be
broken. To win the game, players can choose how much they wish to work
together while facing colonial forces. With each wagon that reaches the
fort, the train moves forward towards the Golden Spike which brings mass
colonial invasion & an end to the fierce anti-colonial resistance.

Burn the Fort is a semi-cooperative game where you'll face history
in challenging & empowering ways.
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4 PLAYER GAME SETUP

Place the square Game board section in the middle of your table and place the
Train Token on the RxR sign at the beginning of the tracks. Place each Game
board section around it. You can place the colors in respect to your cultural
directions (for Diné, White = East, Blue = South, Yellow = West, and Black =
North).

Players choose a Warrior Player card or randomly select one. Warrior Player
cards are placed into the slots of each Game board section. Throughout the
game, players will identify with each color on the Game board where their Player
card is connected. Each player receives a Reference card.

Each player receives an Alliance Token corresponding with the color of their
Game board section and places them on their Player card. Place the 4 color side
of the Alliance Token up.

Place Arrowhead Tokens in the provided bag and place it within reach of all
players. For a 2-3 player game, only include the Arrowhead Tokens
matching the color of the Game board sections in play.

Locate the 3 Railroad Expansion cards and separate them from the deck. Divide
the Draw cards into two piles, and randomly shuffle 1 Railroad Expansion card
into each pile. The third card will be removed from the game. (In a 2-3 player
game, use all 3 Railroad Expansion cards. Divide the Draw deck into three
piles and shuffle 1 Railroad expansion card into each pile). Put the deck
together and place it face down within reach of all players by the side of the
board.

PN % X%

Shuffle and place the Colonizer cards face down in the center of the game board.

Designate a separate discard pile for each deck off of the game board.
Randomly select one Victory card and place it face down at the bottom of the

Colonizer card deck.

Place 3 Wagon Tokens each at the beginning of the trailheads on @
the player board in each player's section. (For a 2-3 player game, Trailhead
place 6 Wagon Tokens each instead, place less for an symbol
easier game). Each player takes turns rolling one
Colonizer die for each Wagon Token separately
and placing the Wagon Tokens along their
Game board trails according to the

number of corresponding spaces shown

on the dice.
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Each player draws 5 cards and receives 3 Fire Tokens.

Place the Stick dice, Colonizer dice and Colonizer Token within reach of each
player.

8.

Randomly select a U.S. General Token and read it out loud. Each U.S. General has
points listed in the upper left corner of their Tokens — mark this number into the
Fort point tracker. To set the Fort defense points: flip the Colonizer Token 2 times
and add the total points from the flips to the U.S. General points on the Fort point
tracker. Place these components off to the side of the play area.

BEGINNING PLAYERS

For a less challenging game, you may remove these cards from the Colonizer
deck: Buffalo Hunt, Scorched Earth, Smallpox Blankets, Massacre, New General,
Forced Removal, and 1 Alliances Broken card (remove both for an easier game).
Also remove Ulysses S. Grant and General Philip Sheridan Tokens. Do not flip the
Colonizer Token at the beginning of the game. Set the Fort point tracker to 10, then
add the points from the U.S. General Token you've selected. Only place 3 Wagon
Tokens at each player's Trailheads. For 3 players, you can follow the 4-player
setup for a shorter game.




OVERVIEW

In Burn the Fort, players take turns to stop colonizers from invading their lands by
drawing and playing cards, collecting Arrowhead and Fire Tokens, and attacking

wagons and the Fort.

To win the game, you must gain 3 matching Arrowhead Tokens and enough Fire
Tokens to Burn the Fort. If the train reaches its destination before the Fort is burned
to the ground, everyone loses! The last person to handle a weapon goes first, and
play proceeds to the left (sunwise).

Game variation:
After a player draws a Colonizer card, they can choose to block the card by

++++

There were no lights in camp,
so without being noticed | silently
turned away and stood by the
river. How long | stood there | do
not know, but when | saw the
warriors arranging for a council
| took my place.

- Goyaate

++++

“This day, I vow revenge for the
murder of my family and my
people. This day, | declare war
on veho—white man. This day |
become a warrior, and a warrior |
will be forever.”

- Mochi

asking other players the trivia question on the card. If any other player gets the
answer correct that card is blocked and placed in the discard pile.

For a video set up, play guide, & game guide
updates/edits: www.burnthefort.com/game-guide
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Resolve Colonizer

« Token effects Join or rebuild

« an Alliance

Colonizer cards and Token: | Alliances:

Alliances allow players to join attacks and trade during their
turns. Every player starts the game in an Alliance with each
other. If the Alliances are broken, a player may rebuild or
join an existing Alliance. Only allied players can join in a
Fort attack (see Winning the Game on Page 19).

Colonizer cards bring devastation to your people and lands.

They may be drawn as instructed by certain Draw cards.

When drawn, Colonizer cards must be played immediately

regardless of whose turn it is. If every player must draw a

Colonizer card, the active player must read and follow the

card's instructions first, then proceed Sunwise (clockwise)

with each player doing the same. If additional Colonizer

cards are drawn, they must also be played immediately.

Once the Colonizer card deck is depleted, reshuffle the cards, leaving the Victory card
face down on the bottom.

To rebuild or join an Alliance:
1. Request an Alliance to be formed with another player or multiple players on your
turn, the player(s) has to agree to the Alliance.

2. |If only 1 player is joining to form an Alliance, that player rolls 1 Colonizer die.

_ ‘ ; . Players must discard that number of Fire Tokens to establish the Alliance (either
Certain Colonizer cards will use the Colonizer Token. player can contribute Fire Tokens). If an Alliance with 2 or more players already
At the pegmmng of the game, th_e Colonizer Tolfen IS used‘to exists, both Colonizer dice must be rolled, and players must discard that number
determine the Fort's defense points. The Colonizer Token is also of Fire Tokens to become allied. If the players do not have enough Fire Tokens,
used in the game and is placed on a player's card when a Colonizer they can attempt to form or join the Alliance again on another turn (when they

. card instructs a player to do so. It can be removed by throwing a have more Fire Tokens or the dice roli(s) is lower).

Stick dice number indicated on the Colonizer card that was drawn (See Throwing Note: Double 6s with Colonizer dice immediately block the Alliance attempt.

the Stick Dice Page 14). 3. If the Alliance attempt fails (i.e. players do not have enough Fire Tokens), then

If the Colonizer Token is placed on your play area at the beginning of the game, you add the number shown on the dice to the Fort point tracker.

can attempt to remove it immediately on your turn. Attempting to remove the 4. Once an Alliance is formed, players trade Alliance Tokens to show

Colonizer Token counts as your Attack action. Cards that use the Colonizer Token their Alliance (for 2-player Alliances). For Alliances with 3 or more

can stack on your Player card with both effects in play. If 2 Colonizer cards with the players, all players in the Alliance must flip their Alliance Tokens to

Colonizer Token are at play in your area, you have to throw the Stick die to remove show the four-color side of the Alliance Token.

them each separately.

\ ; : Note: Som ial Abiliti llow an Allian formed.
Certain Draw cards and special abilities can remove all Colonizer cards and Token on vls: Some:Special Ablitdes allowa ance bebe formed

your Player area. Note that some Colonizer cards state that you cannot gain new Fire If a player is in an Alliance while attacking Wagon Tokens, the allied player(s) may
Tokens but you can still attack Wagons on your turn. also risk Fire Tokens and play any applicable support cards to support the active
If another player draws a Colonizer card that uses the Colonizer Token in play, then player (See Attack wagons Page 13).
the Token and associated card are removed and the Token is placed on the Player - - c o o
card of the player who just drew the new card. 1 point is then added to the Fort w = neloonize dice ol . B 2 -dnzerdxsaieroeed
1t tracker for each associated card that was remaved o, is 5 for an alliance 5 Fire tokens mustbe & g lojoinan g)ustl_ng alliance ywih 2or
poin : ( e attempt between 2 discarded to build the ¥ 3 players, in this case 7 Fire
. : : . - . i ; e *® tok Id
You may use the Colonizer Token to break ties: If there’s a tie during any attack, Players alliance PR hoa\fenf'ol'zc;udiscarded
the attacking player calls “Gold” or “Black.” Flip the Colonizer Token & if the call is \"-. to join the alliance.

correct the attacking player wins, if not they lose the tie.




3 Draw and Play

Cards

Draw cards:

Drawing and playing cards:
At the beginning of your turn, draw 1 card. Draw any additional
cards to bring your hand up to 5 cards if you are below the hand
limit of 5. You can lay your cards face up or down depending on
how cooperatively players decide to play.

Ciro Players then can play certain Draw cards (including any they have

s just drawn). If the number of cards in hand ever exceeds 5 as a

result of drawing cards (or due to other card's or player's actions) at the end of your
turn, you must immediately play or discard cards in excess to the discard pile. Players
may choose which cards to discard to reduce their hand to 5 at the end of their turn.
Players may play certain Draw cards (including any they have just drawn) instead of
discarding them to reduce their hand to 5.

All Colonizer cards must be played immediately regardless of whose turn it is.

If a card instructs you to play it face up, place it next to your Warrior player card. You
can stack face-up cards and use all of their benefits. Face-up cards do not count
towards your 5 card hand limit.

A player may trade Draw cards for Fire Tokens (See Fire Tokens Page 12).

When the Draw card deck is depleted, reshuffle the cards, including the Railroad
Expansion cards, to refresh the deck.

Arrowhead
icon. This
card can be
used to trade
for Arrowhead
tokens.

hipndedmin g

Card
instructions.
Some cards
have to be
played
immediately
or kept face

L Some cards have
facts or other
information.

Atthe beginning of your

turn draw 1 card.

Draw additional cards to
bring your hand up to 5.

Colonizer cards must be
played immediately

Play any cards during

your turn.
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Warrior Player cards:

Each Warrior has special abilities that can be used throughout the game. You can
only activate 1 of your special abilities once at any time during your turn. If you're in
an Alliance, you may also use your special ability to support one allied player on their
turn only once until it is your turn again.

For example: You used a special ability on your turn and to support a player you're in
an Alliance with, you have to wait until your next turn to use your ability.

There are three notches on the bottom of the cards that are activated from left to
right. Arrowhead Tokens must be placed in the slots to activate these abilities. Each
ability has various costs listed on the player cards:

* The first ability costs 1 Arrowhead card (or a card with an Arrowhead icon).

» The second ability costs 2 Arrowhead cards (unless otherwise noted), but it
allows players to do 2 attacks against Wagon Tokens per turn instead of 1 (at no
cost).

» The third ability costs 1 Arrowhead card and 1 Fire Token and allows players to
attack up to 3 Wagons per turn. Multiple Wagon attacks do not cost anything
though they must be activated (have an Arrowhead Token in place) to use.

Multiple Wagon token
attacks do not cost
anything to use though the
slot must be activated.

Each -special ability’s cost

When an Arrowhead tOke " to use is listed here.

is placed in a slot the
Special ability is activated.

Arrowhead Tokens

Arrowhead Tokens are needed to activate special abilities on player cards, allow for
additional Wagon attacks per turn, and to make an attempt to win the game.

Each time a player gains an Arrowhead Token, they may choose to attack the
Fort to weaken its defenses, but they cannot attempt to Burn the Fort until a player
has all 3 arrowhead Tokens that match their play area (see Attack the Fort page 17,
Winning the Game Page 19).

To gain Arrowhead Tokens, you must spend 3
Draw cards that have Arrowhead icons on them
from your hand. (The arrowheads can either be
in the upper corner or as separate cards).

When Arrowhead cards are spent, place them in the discard pile and pick 1 random
Arrowhead Token out of the bag. Once an Arrowhead Token is acquired, place it in
the left-most notch of your Player card. You may also choose to trade an Arrowhead
Token you have for another in the Arrowhead Token bag (without looking inside it) —
this action will end your turn. This may be necessary to gain matching Arrowhead
Tokens to attack the Fort. A player may only have 3 Arrowhead Tokens in their
possession at any time.

Arrowhead Tokens still work regardless of mismatched colors for any player's
abilities, but players have to get their full set of matching color Arrowhead Tokens to
win the game. Players can trade for or be gifted the Tokens. (see Trading or Gifting,
page 13.)

Fire Tokens:
Fire Tokens are necessary to attack Wagon Tokens invading your lands and
stop them from reaching the Fort (see How to Attack Wagons Page 13). They
are also required in attacking the Fort and using some special abilities. Fire
Tokens are risked (either gained or lost) in attacks and can also be taken by
certain Colonizer cards.

Each player starts the game with 3 Fire Tokens. There is no limit to the amount a
player can have but when there are no more Fire Tokens to distribute, they cannot
gain more until they become available again. Players may also trade Fire Tokens. Fire
Tokens are still required to attack Wagons Tokens. Fire Tokens can also be gifted to
other players they are in an Alliance with (see Alliances

Page 8, Gifting and Trading page 13).

Players may trade five total cards from their hand
for 1 Fire Token as part of a Trade action. This
will end their turn. At the start of your turn, if
you have no Fire Tokens, gain 1 Fire Token.

BV BURN THE FORT
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Throwing the Stick Dice:

Place stick dice together in a bundle with black side facing the same direction.

Trading and Gif{ing Hold the stick dice at least 10 inches above the table.
Drop the stick dice then compare the points to the colonizer dice.
Alliances enable a player to trade or gift 1 card, 1 Fire Token, or 1 Arrowhead Token with Highest points win. Player wins ties, alternatively you can choose to flip the Colonizer
only their allies once per turn instead of attacking Wagons or the Fort. This action will Token (See Colonizer cards and Token page 7).
end their turn. It is up to the trading players to determine what their trade is worth and Note: If any of the stick dice land on their side, rethrow only that dice.
what they would like to trade, although players can gift but cannot trade for Fire Tokens.
Players can trade one of their Arrowhead 1

Tokens for another in the bag (without
looking), this will also end their turn.
Draw cards can be traded for fire tokens,
see previous page.

5 Attack wagons

=1 point HH a = 5 points

=10 points

How to Attack Wagons: = 3 points

1. Place the amount of Fire Token(s) you wish to risk on the Wagon you intend
to attack.

2. Asingle Colonizer die is rolled by the player to the right of the attacking player.

3. Next, the attacking player throws Stick Die against the amount shown on the
Colonizer die. The attacking player wins ties, alternatively you can choose to flip
the Colonizer Token (See Colonizer cards and Token page 7).

4: If the player wins, remove the Wagon Token and gain the number of Fire Tokens
that were risked. They then determine how they are distributed.

5. If a player loses an attack, they must discard any Fire Token(s) risked and place a

new Wagon Token at the beginning of their trailhead.
6: An allied player may join in an attack by placing their own Fire Token(s) on the \
'-._

Wagon Token being attacked. If the Active player wins, the allied player receives
only the amount of Fire Tokens they risked. If the Active player loses, the allied

L}

player loses their risked Fire Tokens and places a Wagon Token at the beginning About the stick dice: B '
of their trailhead. The allied player does not throw the Stick dice. An active player These dice are called Bitlool and are based on a traditional Diné
may attack a Wagon Token in an allied player's area. If they lose, a new Wagon (Navajo) game called Tsidit, with similar versions made by other
Token is placed at the allied player's trailhead. Indigenous Nations.

13
B
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Wagon Attack:

Use your Fire Tokens to attack the invading colonizers and stop them from reaching
the Fort. You can gain more Fire Tokens by waging successful attacks on Wagon
Tokens. Players cannot engage in Attacks without Fire Tokens.

A player may choose to attack only one Wagon at a time in their play area unless they
have collected Arrowhead Tokens to activate the ability to do successive attacks. The
Colonizer dice and the Stick dice are used in attacks.

The player must place their Fire Token(s) on the Wagon they wish to attack. Each
Wagon is attacked separately and the outcome is resolved immediately — remove
Wagon Token, gain Fire Token(s), or lose Fire Token(s) and place a new Wagon at
trailhead. Some Draw cards may help in assuring defeat of a Wagon Token.

If a player throws 10 with the Stick dice in any Wagon Token attack, they immediately
gain a Fire Token in addition to other Tokens they played. This benefit does not apply
if the 10 throw is modified by a card or ability.

Allied players may join in attacks and attack Wagon Tokens in other player's
areas.

If the player is in an Alliance, the allied player(s) may also risk Fire Tokens and play
any applicable support cards to support the active player. The supporting

player does not throw the stick die in an attack. If a battle is lost, then the player (and
allies) lose any Fire Tokens they played. If players win, the Fire Tokens they risked
are doubled and the active player decides how the Fire Tokens are distributed. They
may listen and consult with other players or
make the decision on their own.

On their turn, players may also
attack Wagon Tokens in another
player's game area that they
are in Alliance with.

Since they placed
two Fire tokens for
their attack they
may lose both or
gain two.

The Colonizer dice
roll is a 5, the player
has to throwa 5 or 10

If the b[ayer
loses the battle,
they must also

to defeat the Wagon

token place another

Wagon token at
the trailhead.

with the White
game board can
join in attacks.

The player here has activated 2
Special abilities & can to wage
up to 2 Wagon attacks on -..__
their turn.

alliance only with
White, so the player

7 Roll for Wagon

Token Movement

Roll for Wagon Token movement:

Wagon Tokens
Colonizers are driving wagons and bringing supplies to further their
invasion of your lands.

At the end of each turn, roll 1 Colonizer die for each individual Wagon Token in
your play area. Roll first for the Wagon Token closest to the Fort and then the rest.
Move each wagon the number of spaces corresponding to the amount shown on dice.
If you have a lot of Wagons in your play area this may take some time, use the extra
Colonizer dice while play continues.

If all Wagons Tokens are removed from a player's play area, they immediately gain 1
Fire Token, but only for that turn.

If a Wagon token makes it to the Fort, the Train Token moves forward and each
player receives 1 Colonizer card (see Train Token page 17).

If you run out of Wagon Tokens from the supply during the game, play continues. Add
Wagon Tokens back into play as they are replenished in the supply.

0 At the end of
\ge® ™ your turn, the

o Age . N
Pa Colonizer dice is

rolled for each
Wagon token
starting with the
one closest to
the Fort.

In this case it
moves two
spaces forward.

BURN THE FORT



Train Token:

Railroads threaten to hasten colonial invasion. When a Wagon Token reaches the
Fort, the train Token moves forward 1 space and each player receives a Colonizer
card that they must play immediately (starting with the active player then proceeding
to their left).

If multiple Wagons reach the Fort on a player's turn, they will still only deal 1
Colonizer card to each player (including themselves), but the train continues to move
forward 1 space per Wagon that reached the Fort.

Once the Train reaches the Golden spike space at the end of the train tracks,
the Colonizers win and the game ends.

Railroad Expansion cards are randomly placed into the Draw deck:

When these cards are drawn, the train moves forward with the
same effect as a Wagon Token reaching the Fort. Each player will

The Golden
Spike.

A Wagon token has made it to the
Fort.

The Train token is moved one
space forward.

Each player draws a Colonizer
card & follows its instructions.

If the Train makes it to the Golden
spike, the game ends.

6 Attack the Fort

Fort point tracker and early Fort attack:

Each time a player gains an Arrowhead Token, they may
choose to attack the Fort to weaken its defenses — though
an attempt to Burn the Fort cannot occur until a player

has all 3 Arrowhead Tokens that match the color of

their play area. The Fort's defense points may increase

or decrease depending on outcomes of early attacks,

the position of the train and certain cards.

two cards for 4 player games and three cards for 2-3 player games.

How to attack the Fort:

1. The player on the right rolls both Colonizer dice. The lowest die is set aside and
the attacking player throws the Stick dice against the highest numbered Colonizer
die. If double 6s are rolled by the Colonizer dice, the Fort automatically wins,
the attacking player receives 1 Colonizer card, and 12 points are added to the Fort

point tracker. - -

o
2. If the player wins, they inflict the amount of damage e " §\® -
shown on the highest numbered Colonizer die. Set the WLeo®

o : .
PP Player receives

counter on the Fort point tracker to reflect the damage
2 Fire tokens.

dealt. They also gain the amount of Fire Tokens shown

on the lower numbered Colonizer die. 4 damage is
inflicted on the
3. If the player loses, they receive a Colonizer card & Fort.

the highest numbered colonizer dice amount is added to the Fort point tracker.

Notes: Other players cannot join in and support an early Fort attack regardless of
Alliances. If doubles are rolled with Colonizer dice (other than 6s), take either die to
play against. Player wins ties, alternatively you can choose to flip the Colonizer
Token (See Colonizer cards and Token page 7). Face-up cards are not lost in early
Fort attacks.

U.S. General Tokens:
U.S. General Tokens represent the Fort's additional level of
defense; these defenses are enhanced by the space the
Train Token is on and by other factors during game play.

U.S. Generals each have additional special defenses that
only apply in Fort attacks that can inhibit Alliances or add
to their defense points.

At the beginning of the

game the Colonizer

token was flipped 2 times

(10 + 10) totaling +20.
During gameplay +5 points were
added to the Fort's defense.

The US General token’s
defense was added for a
new total of +31.

The Fort point tracker dials
are moved to reflect this
number as the

Fort's total

defense.

BURN THE FORT



WINNING THE GAME:

Once a player has gained 3 Arrowhead Tokens that match their player Game board
color, they may lead the other warriors to attack the Fort. In a 2-3
player game, all players must acquire matching Arrowhead Tokens to wage a =
Fort attack, though 1 player still leads the attack. A Fort attack can be made only
on the beginning of a player’s turn (without drawing cards). If the player's Attack
points are higher than the Fort’s Defense points, the players win.

As the active player, begin a Fort Attack on your turn by announcing
the attack and taking the Fort point tracker. Add the current number
from the space the train is on to the Fort’'s defense points and add or
subtract any player attack or Fort defense bonuses. This total will be
the Fort's Defense points. Check the U.S. General token’s ability as it

may impact the attack. The Fort defense

total is +18.

Add + 5 for where
the Train is on the
tracks. The new ™
total is +23.

The active/attacking player then places their Fire Tokens on the
Colonizer card deck with each Fire Token equalling 1 attack point.

The active/attacking player asks if someone in their Alliance would like
to add Fire Tokens to support the battle and if they have any Special
Abilities or Fort Attack cards to play. Each player can only play 1
card in support unless they have the ability to use 2.

The active player then throws the Stick dice and adds this number to
the amount of Fire Tokens played; this total represents the Attack
points and is compared to the Fort’s Defense points. If the player’s
attack points are higher than the Fort’s defense points, the players win.

3 %

Due to the
General’s ability,
M other players
have to throw 3
or higher with
Stick die to play
§ 2 support card.

Notes:

« A tie with the Fort’s defense benefits the attacking player. Alternatively you can
choose to flip the Colonizer Token (See Colonizer cards and Token page 7).

* Any relevant draw cards played may also impact the outcome of the attack.

* Fire Tokens cannot be added after the Stick dice are thrown.

* All special cards that allow re-throws for Stick dice can be played by allied players.g/;
« Other players may withhold Fire Tokens if they are also planning a Fort attack.

If the attacking player wins by defeating the Fort, the player declares victory and
takes the Victory card from the bottom of the Colonizer deck. The card is read out
loud to end the game.

Attack points.
Attacking player has 12
Fire tokens which
equals +12, the Stick

{ die throw resulted in

1 +10 which totals +22.
Another player plays a
support card that
reduces the General's
defense by -2 to +21.
Attacking player wins. }

If the attack fails, tally half of the total amount of all Fire Tokens played (rounding
down if needed) and subtract that amount from the Fort point tracker. All Fire Tokens
played are then discarded, the Train moves forward one space, and all players
draw 1 Colonizer card each. Additionally, 3 Wagon Tokens are placed in the
attacking player’s play area at the trailhead, the Colonizer Token is also placed on
their Warrior player card, and they can’t use their special abilities until it is removed.

To make another attempt to Burn the Fort, the player has to remove the Colonizer
Token and make sure they have the three necessary matching Arrowhead Tokens.

Other players may attack the Fort on their turn if they have the necessary
requirements.

-

" In this example only the allied

player with the blue alliance token
can support the attack.

b
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Indigenous Resistance continues.

Violent colonial invasion of what is now called the "United States" was initiated in
1492 and has not ceased. During the genocidal "Indian Wars," which occurred from
1609 until 1924, the U.S. waged over 1,500 wars, attacks, and raids against
Indigenous Peoples who resisted fiercely.

By 1880, more than 115,000 miles of railroad track was laid facilitating movement of
US military troops & supplies quickly throughout Turtle Island. Railroad expansion
also facilitated a strategy of weaponized starvation with the near extermination of
the Buffalo. In the face of mass starvation & incarceration on reservations, many
Indigenous Peoples were forced to enter into treaties with the US. Of more than 368
treaties signed, each one has been broken by the occupying colonial forces.

From the 1969 occupation of Alcatraz, the armed liberation of Wounded Knee in
1973, ongoing sacred lands defense, to the mass resistance against oil pipeline
development at Standing Rock in 2016, the Red Power Movement of the 1960s
re-ignited a spirit of Indigenous Resistance that continues to burn fiercely. Though
colonial history books mark an end to the “Indian Wars,” the anti-colonial struggle
for Indigenous liberation continues to this day.

Terms:

Settler colonialism
A form of colonialism which seeks to violently displace and replace Indigenous
Peoples with an invading society of occupying settlers.

Resource Colonialism
An economic policy of violently conquering a land to exploit Indigenous Peoples,
non-human beings, and its resources.

Cultural Genocide
The deliberate destruction of the cultural knowledge and heritage of a people or
nation for political, military, religious, ideological, ethnic, or racial reasons.

Cultural Appropriation
The act of stealing the customs, practices, ideas, etc of one people or society by
members of another oppressive society.

Turtle Island

This is the name many Indigenous Peoples, including the Lenape, Haudenosaunee,
Cherokee, and Ojibwe, have for the continental area identified as North America.
This term has been widely adopted in pan-Indigenous struggles for liberation.

Decolonization

A process in which Indigenous Peoples seek to become free of the
oppressor/oppressed regime, its ideas, and its institutions imposed on them by a
colonial power.

Warrior Society

A Warrior society is a group comprised of any gender that comes together to defend
the people, land, and ways of being. Historically, Indigenous Warrior Societies have
been everything from a loose-knit group of fighters defending against a threat, to
highly organized groups that specialize in combat training and carry special
medicines and ceremonies.

Resources:

BOOKS, ‘ZINES & ESSAYS

An Indigenous History of the “United States”, Roxanne Dunbar Ortiz
500 Years of Indigenous Resistance, Gord Hill

Like a Hurricane: The Indian Movement from Alcatraz to Wounded Knee, Paul Chaat
Smith & Robert Allen Warrior

God is Red: A Native View of Religion, Vine Deloria Jr.

Columbus and Other Cannibals, Jack D. Forbes

Decolonization is not a metaphor, Eve Tuck & K. Wayne Yang
Settlers: The Mythology of the White Proletariat, J. Sakai

For Indigenous Eyes Only: A Decolonization Handbook, Waziyatawin
A Dying Colonialism, The Wretched of the Earth, Frantz Fanon
Unsettling Ourselves: Reflections and Resources for Deconstructing
Colonial Mentality

Red Skins, White Masks, Glen Coulthard

Black Seed: Not on Any Map, Little Black Cart

WEBSITES & ORGANIZATIONS
www.indigenousaction.org
www.warriorpublications.wordpress.com

www.unsettlingamerica.wordpress.com

CREDITS

Game design & artwork: Klee Benally, www.kleebenally.com

Special thanks: Princess Benally, Taala Hooghan Infoshop & Kintani Mutual Aid
crew, Indigenous Action crew, Ariel Celeste & Jacob, Shaolida, & Aza & Hillary Abe.

Thanks to my Patreon supporters for making this game possible: Shea &
Natasha Sandy, Theo Koppen & Christine Prat, Ryan Fletcher, Jules Marsh, Marcello
Federico, Dianna Cohen, Rupa Marya, Andy Wombat, crystal u, FARIHA HURIYA,
Mason Runs Through, Jennifer Whitney, Crystal Zevon, 1314 Bloc Productions,
Roland Herrmann, Desier Galjour, saetha evans, Marco Amador, Kim Brendel, Mary
Valdemar, Nadya Sanchez, Dara, Ryan carroll, Angelica Nelson, Cease Wyss,
Weston MacMillan, Constance Liu, Mesiah Sweetgrass, Neil Blakemore, E Church,
Maggie Madden, Rhyannon Curry, & Kim Brendel, & Daoud Steele.

Playtesters: Princess Benally, Aza & Hillary Abe, Christen Natonie, Valerie Scates,
Jasmine Benally, Skyler Bordeaux, Remy, Nathan Botsch, Aragorn!, Ashlee Begay,
Crystal Zevon & Max, Ariel Celeste, Jacob, Kadijah, Christian H, Richie Phelps,
Shaolida, xtianIM, Sabrina Ramouk, Chepe, Aysa Gray, all the the volunteers of the
Alternative Library, Anthony Choice, James Nguyen & Luis Barragan.

Game guide edits: Meeple Lady, www.boardgamemeeplelady.com

‘22 BURN THE FORT
-



	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

