
 
 

    This is an unofficial Wargame Academy (WGA)  3rd edition rulebook 

to support tournament level PBEM play.  The intent is to generate a 

standardized rulebook with all interpretations of original vague rules 

identified and clarified.  ñHouse Rulesò are not valid in WGA 

tournament play unless agreed upon in advance by all players in that 

match. 

This rulebook will be the basis for the ongoing optimization of the Civil 

War module of the VASSAL Java game engine for PBEM and server 

play (www.vassalengine.org)/ 

The 1st edition rulebook was published by Victory Games in 2/83, 

followed quickly by the 2nd edition, which was published in 9/83. The only 

known official errata was published in 11/83. All  changes from the  2nd 

edition rulebook are noted by highlighted ñblueò text. Where an entire 

rules section has been added or changed, only the heading will be 

highlighted. Where substantive original rules have been deleted, the 

original language is noted by highlighted "yellow" text. 

Please contact me regarding any remaining ñtyposò and additional 

rule clarifications and/or suggestions.  

Bill Thomson, WGA Project Manager. bill@wargameacademy.org 
 
Rules Incorporate Errata published 11/83. 
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I. A Note to New Gamers 
   If this is your first historical game, let me welcome you to the world of 

historical board gaming.  Historical board gaming is one area of a larger 
hobby, known generally as Adventure Gaming.  There are several types of 

Adventure Games, each of which comprises an almost distinct hobby in its 

own right.  These types include historical board games (such as The Civil 

War), contemporary military board games, science fiction board games, 

fantasy board games, and role-playing game.  There are several hundred 

thousand gamers in the United States alone.  These people have found gaming 
to be a rewarding hobby that provides hours of pleasure. 

  Now that you have opened this box and begun to peruse the rules 

booklet, it is important that you DONôT PANIC!  You may be dismayed by 
the length of the rules, by the alien appearance of the playing pieces, and by 

the strange hexagon-mottled mapsheets.  These components are all standard 

fare for the usual historical game.  The rules are long, because an historical 
game must inject a healthy amount of detail into its design in order to 

realistically simulate a richly complex topic.  The playing pieces, representing 
historical armies; with all their manifold strengths, weaknesses, and quirks; 

look odd at first glimpse, but as you read the rules it will become clear that 

the function of each number and symbol on each counter is designed to fulfill 
a logical purpose.  As you read these rules and play your first game, 

remember that the game is a simulation of reality.  The concepts of how pieces 

move and engage in combat are basically similar from one game to another.  
Once you have learned to play The Civil War, your second historical game 

will be much easier to learn. 

 An average historical board game usually takes an average gamer at 

least one entire evening to learn, that is, to learn the rules, without necessarily 

mastering the subtleties of play.  Your first game will probably take you 

longer to grasp, but with a bit of patience, you will be playing The Civil War 
in less time than you might think.  Gamers are notoriously patient people, 

because they consider the games worth the time spent learning them. 

 The best way to approach this game is to read the Designerôs Notes at 
the beginning of each chapter before reading the bulk of the rules.  (Please do 

not read or attempt to play the Far West Option until you feel confident with 

the rest of the game.) Then start at the beginning of the rules and read each 
chapter carefully.  When you come to an example, punch out the depicted 

counters, set them up on your map, and go through the example.  Repeat the 

example and try variations until you understand what is happening.  If some 
point is unclear, donôt let yourself be bogged down; make a note to yourself 

and read on; the answer to your question is most likely in one of the following 

chapters. 
 Once you have finished your first reading, set up the 1861 scenario and 

begin playing.  If you have an opponent for your first game, you will find 

playing cooperatively, rather than competitively, will be much more 

educational; save the head to head contest for your second play-through.  As 
you play, look up the rules you need and stick to the Sequence of Play.  Play a 

turn or two, until you become familiar with what is happening.  Many gamers 

re-read the rules after their first trial game to find their mistakes and to 
clarify complex procedures. 

     Thanks for buying The Civil War, and I hope that it brings you many 

hours of entertainment.  If you have comments about the game or want to 
know more about Victory Games, feel free to write me. 

Eric Lee Smith 

Designer 

 

 

1.0 Introduction  

 
 The Civil War is a strategic level game of the entire American Civil 
War.  The map covers all the theaters of the war, from the deserts of New 

Mexico to the beaches of New Jersey.  The main emphasis of the game is on 

the diverse nature of the war in the three main theaters: the East, the West, 
and the Trans-Mississippi.  Leadership is highlighted through the use of 

counters representing the actual combat leaders of the war.  Ground 

movement and combat are the primary activities of the game, with naval 
movement and combat providing an important secondary element.  The Far 

West map is optional and includes rules for the Indian campaigns that 

occurred there throughout the period of the greater struggle. 
 The Civil War is not exceptionally complex for a game of its type, yet it 

does contain more detail than is usual in a strategic game.  Our intention is to 
provide you with an entertaining and competitive game that realistically 

simulates the strategic problems of the war.  We have attempted to balance 

the complexity level by trading off low complexity in some areas with greater 
concentration on detail in others.  Thus, the supply rules are quite simple, 

while the rules for combat resolution are unusually complex for a strategic 

game. 
          We have provided a series of scenarios that allow you to start and end 

the war at different points.  The Far West option is included to illustrate an 

interesting sidelight that few people have had the opportunity to investigate.  
We hope that you enjoy playing The Civil War, and that the game will be as 

enlightening for you as it is challenging. 

 

1.1 Game Questions 
 The publisher of The Civil War, Victory Games was sold to Hasbro in 

1998 , as part of The Avalon Hill Game Company  The copyright may be held 

by Hasbro or the game designer as a function of the status of the game at the 
time of sale, the terms of the contract of the game designer, and/or the terms 

of the Hasbro sale.  To the knowledge of WGA, no effort towards re-

publication has been made by Hasbro, or any other publisher.  The best 
source of Questions and Answers for this title would be the designer. Other 

sources include the WGA player group, the grognards website, and the 

Consimworld and Boardgame Geek  message boards for The Civil War.  No 
knowledge base is known to exist at Hasbro for this title.  WGA will serve to 

act as the rules czar for all questions and for events/tournaments that are 
WGA administrated. 

 

2.0 Game Equipment 

 
 DESIGNERôS NOTES: The American Civil War was fought over an 
area larger than Europe.  In an area this size, the lay of the land was of 

critical importance to the outcome of the war.  The Appalachian Mountains 

and the Mississippi River divided the Confederacy into 3 sections.  In each 

section, the terrain is very different.  Consequently, the way the war was 

fought in each section was different.  The game map shows those features 

which make each area unique, such as the rivers, mountains, cities, swamps, 
and rail lines.  One of the main elements of this game is an attempt to 

realistically portray terrain and show its effect on the strategies of both sides. 

  If this is your first game, then the map probably looks very strange.  
Adventure board games usually use hexagons to divide the map into spaces.  

The hexagon is used because it is the only shape which comes together on 

sides.  Thus, each hex is always adjacent to six others, and there are no 
diagonals. 

 

 
 

 

 
 

 



2.1 The Game Map 
 2.1.1 The Maps:  This game includes two maps: the Main Map (labeled 
Map A) and the Far West Map (labeled Map B).  Map A is always used, while 

Map B is used only when playing the Far West Option.  Map B overlaps the 

lower west edge of Map A.  All scenarios in the game can be played using 

only Map A or using both maps. 

 
         The maps are based on data gathered from dozens of sources, including 

the Official Records of the War of the Rebellion, various physical atlases, and 
numerous historical narratives. 

 2.1.2 Terrain:  The terrain on the map is color-coded as listed on the 

Terrain Key.  The Terrain Effects Chart summarizes the effects of terrain on 
combat and movement.  Often there is more than one type of terrain in a 

hexagon (hereafter called ñhexò).  The types of terrain which apply are usually 

self-evident; a hex is clear terrain unless it contains swamp, forest, or 
mountains.  Man-made features such as cities and rail lines co-exist in a hex 

with the main terrain feature (clear, forest, etc.). 

        A hex may be bordered along its hexsides by a river, mountain, or 
boundary.  These terrain features may affect a force that crosses that hexside. 

         2.1.3 Friendly Territory: Each hex on the map is either friendly, 

enemy, or neutral to each side.  Thus, blue-tinted hexes are Union friendly, 
gray-tinted hexes are Confederate friendly, and untinted hexes are neutral.  In 

addition, red-tinted Indian Territory is neutral to both sides.  Neutral states, 

except Indian Territory, become friendly to one player, and thus enemy to the 
other, during play according to the Neutral States rules section.  A tinted hex 

always remains friendly to its original owner.  However, it does not 

necessarily remain enemy to its opponent.  If the opponent controls all the 
Victory Point cities in that state at the end of a Game-Turn, the state becomes 

neutral to that player, while remaining friendly to its original owner.  It 

remains neutral to that player unless the stateôs original owner manages to 
regain and hold control of all the stateôs Victory Point cities at the end of a 

Game-Turn.  If this occurs, the state returns to being enemy to the enemy 

player. 
 EXAMPLE 2.1.3: Tennessee will remain friendly to the South and 

enemy to the North until the Union player controls all the Victory Point cities 

in the state at the end of a Game-Turn.  Then it becomes neutral to the Union 
and remains friendly to the South.  It will return to being enemy to the Union 

player only if the Confederate player manages to re-take and hold 

Tennesseeôs Victory Point cities at the end of a Game-Turn. 
         2.1.4 This rule is very important for movement of forces as explained 

later in the movement rules.  In addition, territorial control affects 

reinforcement placement and victory determination. 
         2.1.5 Certain terrain features, such as rail lines, cities, Confederate 

resource VP sites, stockades, and fortresses printed on the map may be 

controlled when the hex containing that feature is entered by a force. A 
Control marker (flag) for the entering side's force is placed on any such 

Controlled terrain feature in neutral or enemy territory. The status of the hex 

itself (friendly/neutral/enemy) is unaffected by Control markers, but the hex is 
considered to be "Controlled" by the entering side.  

        2.1.6 Neither the presence of enemy Strength Points (SPôs) in a friendly 

hex, nor friendly SPôs in an enemy hex changes or converts the underlying 
friendly/neutral/enemy status of the hex. A coastal hex in enemy territory, or 

any hex without one of the above terrain features, only remains Controlled by 
the friendly side so long as a friendly  SP  is in the hex. A Control marker 

cannot be placed on a hex which does not contain one of the above terrain 

features. A hex in friendly territory is always considered to be Controlled by 
the friendly side, unless it is occupied by an enemy force, or by an enemy 

Control marker. A friendly force which enters, or ends its pulse in, an 

unoccupied hex containing an enemy Control marker removes that Control 
marker. See section 13.2 for restrictions on cavalry Control of hexes. 

        2.1.7 Border Hexes: Hexes that contain a combination of friendly, 

enemy, and/or neutral territory are called border hexes.  A border hex is 
classified as having dual territorial control.  Thus, a hex containing both 

friendly and enemy territory is indeed enemy to both sides.  When entering a 

border hex, you are entering a hex in all states that share that border.  Entering 
a border hex may have consequences such as mobilizing militia, and entering 

enemy territory (requiring a leader for movement) should a portion of the 

border hex be in a state which is currently enemy territory.  
          2.1.8 Port Boxes: Also printed on the map are boxes representing each 

Confederate port city.  These show the number of Import Points that arrive 

through each port each Game-Turn.  If the Union player captures a port, he 

places a Union Control marker in that cityôs Port Box.  Some boxes also  have 

listed hexes, which - if controlled by the Union - cause that port to be shut 

down and a Union Control marker to be placed in the Port Box. 
 2.1.9 At Sea Box: Confederate Commerce Raiders are placed in this box 

when they enter play and remain there until they are destroyed. 

 2.1.10 Florida: Union ocean-going ship counters may move from a hex 
in the Atlantic Ocean to one in the Gulf of Mexico even though the Florida 

peninsula divides the two on the game map.  River-going Naval Strength 

Points cannot move from one coastal hex to another by crossing an impassable 
hexside.  In addition, they may not move around Florida.   

 2.1.11 Coastal Hexes: It is usually obvious which hexes are coastal 

hexes.  There are some, however, that are less obvious.  Any hex adjacent to 
an all-sea hex is by definition a coastal hex.  In addition, hexes bordering the 

Chesapeake Bay, Delaware Bay, Albemarle Sound, and Pamlico Sound are 

coastal hexes.  If a question arises, players should use common sense to 
determine which hexes are coastal hexes. Charleston, South Carolina, and 

hexes  4423 and 4324 are coastal hexes. In the VASSAL module, coastal 

hexes are delineated by light blue shading of the sea portion of the hex. 
  

 
  

        2.1.12 New Orleans Approaches: The hexsides forming Lake 

Pontchartrain (1829/1830, 1829/1930, and 1929/1930) are navigable river 

hexsides.  Hexes bordering these hexsides are not coastal hexes; thus, Ft. Pike 
in hex 1930 controls the approach to New Orleans by way of Lake 

Pontchartrain.         

        2.1.13 Ft. Pickens, Ft. Pulaski, and Roanoke Island: Ft. Pickens 
(2730) is separated from the mainland by a navigable river hexside between it 

and Pensacola. Ft. Pickens is Union friendly territory.  Ft. Pulaski (4425) is 

located in the Western Theater and is separated from the mainland by 
navigable river hexsides, as is Roanoke Island (5613).  Thus, a force may 

move from the mainland to one of these, or vice versa.  However, a force may 

not cross a navigable river into a hex containing an enemy-held supplied 
fortress.  

 

 
 

         EXAMPLE 2.1.13: Fort Pulaski is separated from the mainland as 
there is no ñlandò in the hexside containing the fort.   

 

 



           2.1.14 City Dot Location: The location of each red city dot determines 

which state the city is a part of, even if it occupies a border hex.   
 EXAMPLE 2.1.14: Chattanooga (3217) is in Tennessee, and Corinth 

(2317) is in Mississippi. 

  

 
 

          2.1.15 Ft. Monroe: If Ft. Monroe is captured by the Confederates, it 

does not generate naval combat for any naval movement from/to the 

Chesapeake Bay, since Union NSPôs may traverse hex 5510.  Ft. Monroe is 

Union friendly territory and cannot be entered by Confederate SPôs moving 
without a leader. 

 2.1.16 Printing error on map:  Hexside 1012/1112 is a mountain 

hexside (which folded over in printing) and is thus an impassible hexside.  
This correction has been made on the VASSAL module map. 

        2.1.17 Hexside 5004/5005 is a mountain  hexside, and  thus  impassable. 

Hexside 4905/5004 is not a mountain gap. 

 

2.2 Tracks and Boxes 
 2.2.1 Game-Turn Record Track:   This Track lists each sideôs 

reinforcements, the Union Blockade Percentage, the Confederate Rail 
Capacity, and the Union Sea Lift Capacity for each Game Turn.  In addition, 

the Far West map has a separate Game-Turn Record Track indicating arrival 

of units specific to the Far West option. 
 2.2.2 Reinforcement Tracks:  Each side has a set of Reinforcement 

Tracks where they record the reinforcements they are due to receive each 

Game-Turn. 

 2.2.3 Command Tracks:  Each side has a set of Command Tracks on 

which players record the number of Command Points they have to spend 

during a Game-Turn.  In addition, the Far West Map has a separate set of 
Tracks to record Far West Command Point totals. 

 2.2.4 Dice Difference Reminder Track:  This Track is provided as a 

convenience to players, and its use is not mandatory.  It is used to record 
which side has won the Initiative during a Pulse and to record the Initiative 

Dice Difference.  We recommend using a Control marker to record the dice 

difference expenditures during the Pulse.  When one player is finished, simply 
turn the Control marker over and the other player then uses it to track his dice 

difference expenditures. 

 2.2.5 Table Use Track:  This Track is used to mark the number of times 
the players have used the Command Table in a single Game-Turn.  Listed on 

the Track in each box are the numbers which, if rolled, cause the Action Phase 
to end immediately. In the VASSAL module, these numbers are directly on 

the Table Use counter. 

 2.2.6 General Record Track:  This Track is used in several ways: to 
record each playerôs Victory Point total; to track the Union playerôs Sea Lift 

total for each turn; to track the Confederate playerôs supply and import 

situations; and to record the total number of times the players have used the 
Command Point Table thus far in the game. 

 2.2.7 Resource Allocation Track:  Each player places his Resource 

Allocation markers on this Track to indicate his resource allocation for the 
following Game-Turn. 

 2.2.8 Boxes: There are also several boxes used by the player: the Leader 

Pool is where leaders are placed face-down when ready to enter play; the 
Removed Leaders Box and the Killed Leaders Box are where leaders are 

placed for the reasons indicated.  In addition to these, the Union player has a 

Naval Pool where he places his naval forces when they are ready to enter the 
game as reinforcements. 

 

 

 

 

2.3 The Playing Pieces 
 2.3.1 The 520 playing pieces in the game are divided into two basic 
types: counters and markers.  Counters represent the forces, armies, and 

installations under each playerôs control, while markers are placed on tracks, 

on counters, or on the map itself to denote specific information. 

 2.3.2 Before beginning the game, carefully punch out the pieces.  Each 

player controls the pieces color-coded for his side.  Some counters are Union 

on one side and Confederate on the other, and are simply flipped over to 
indicate ownership. 

 2.3.3 The number of counters provided in the game is the maximum that 

may be used in the game.  Do not add additional counters to the game unless 
you are making a variant of your own.  Markers, on the other hand, may be 

added if you run out of them (which is unlikely). There are no counter limits 

in the VASSAL module, except as noted in these rules.  
 2.3.4 Each Strength Point represents approximately 5000 men.  

Strength Points are interchangeable, like money.  Thus, if you have 7 Strength 

Points in a hex, they could be represented by a 5 and a 2, a 4 and a 3, or some 
other combination.  The Strength Point counters may be freely interchanged 

during play, so long as the total strength remains the same. 

 2.3.5 Each Confederate ironclad represents one ironclad and an escort 
group, usually comprising a dozen or fewer gunboats.  Each Union ironclad 

represents 2 or 3 ironclads.  Union transports represent shipping sufficient to 

move a Strength Point.  Confederate Commerce Raiders represent one ship 
each.  Commerce Raiders and ironclads have strength of 1 each.  Transports 

have strength of 1 on the front of their counter, and 2 on the back.  Transports 

are used like change.  Thus, 4 transports in a hex could be represented by two 
counters flipped to their 2 sides. 

 2.3.6 Each Indian counter represents a party of between 200 and 1000 

braves, but is classified as a Strength Point for game purposes.  Indians are 
printed for Confederate control on the front, and for Union control on the 

back.  Each Texas Ranger counter represents between 200 and 1000 men and 

is classified as one Strength Point for game purposes.  Stand Watie is the only 
leader able to move Civilized Indian counters out of Indian Territory or 

Kansas, and he is always in Confederate control and is always placed face-up 

on the map. 
  2.3.7 The Army counters are placed on the map to show the location of 

the Army.  The Armyôs strength is recorded on the ownerôs Army Track, or 

directly on the Army counter in the VASSAL module. Leaders in an Army 
remain on the map.  If an Army stack gets too tall, players may place the 

leaders aside or on the Army Track. 

 

2.4 Game Components 
 A complete copy of The Civil War includes the following components:  

 One Rules Booklet 

 Two identical 11ò x 16ò cards of charts and tables 

 Two different 22òx 32ò mapsheets 

 Four identical six-sided dice 

 520 playing pieces 

 One counter storage tray.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 



3.0 How the Game Plays 

 
 DESIGNERôS NOTES: After the fall of Ft. Sumter, Jefferson Davis and 

Abraham Lincoln were faced with the most difficult problem a president at 
war can face, that of determining a national strategy.  For Davis the solution 

was easier: ñ...All we ask is to be let alone.ò  For Lincoln, the question was 

more formidable - the United States had overwhelming power in production 
and population that must somehow be brought to bear.  As a player of The 

Civil War, you will face these same problems. 

 Each Game Turn in the Civil War represents two months of real time, 
except for the winter Game-Turn, which represents four months.  Historically, 

both armies usually spent the winter encamped.  Thus, the winter turn 

represents more time to show that less happened at that time of the year. 
 In a war of the magnitude of the Civil War, uncertainty was a way of 

life.  The structure of the turn in The Civil War is designed to help recreate 

this uncertainty.  You never know how long a turn will last - it could be very 
short, or it could last for many battles and mark the turning point of the war.  

Furthermore, in a turn you will have many choices to make.  What you do is 

up to you.  However, you must choose a turn in advance where your main 
push will be.  It can be in only one of the three theaters of the war: the East, 

the West, or the Trans-Mississippi.  Disaster can occur if you choose to make 

a theater a backwater and your opponent chooses to launch his main offensive 
there.  Such are the challenges of directing a strategic war. 

 

3.1 The Sequence of Play 
  

          Each turn is broken down into a series of steps called Phases, which are 

performed in the order of the following Sequence of Play.  The Sequence of 
Play is performed once per Game-Turn until the end of the last turn, when the 

winner of the game is determined. 

 

3.2 Reinforcement Phase  
         

         The Strength Point reinforcements and leaders each player receives each 
turn are listed on the Game-Turn/Reinforcement Track.  Strength Points are 

recorded on each playerôs Reinforcement Tracks.  Leaders are placed face-

down in each playerôs Leader Pool so that neither player knows the identity of 
either their own or their opponentôs leaders.  The Union player records his Sea 

Lift Capacity for this turn on the General Records Track using the Sea Lift 

marker and places his naval reinforcements in his Naval Pool. 
 

3.3 Command Phase 
           

           To determine how many Command Points each player receives, both 
players turn over their Resource Allocation markers and reveal them to each 

other.  Then both players roll two dice and locate their result on the Command 

Points Table.  Each player then records the results on his Command Point 
Tracks.  Then the Command Point Table Use marker is placed on the first 

space of the Table Use Track.  Then both players decide their Resource 

Allocations for the next turn by placing their Resource Allocation markers 
face-down on the Resource Allocation Track. 

 

3.4 CSA Commerce Raider Phase 
            

            For each commerce raider currently in the At Sea Box, the 

Confederate player rolls two dice, the result of which is the number of United 
States merchant ships sunk.  These are recorded on the General Records Track 

using the US Ships Sunk marker.  If the Confederate player rolls a 12, then he 

sinks no Union ships, and instead his raider is eliminated.  Before the 

Confederate player rolls, the Union player has the option to spend Naval 

Commands to modify the Confederate dice roll result.  For each Union Naval 

Command spent, one is added to the Confederate result.  If the modified result 
is 12 or more, the Confederate raider is eliminated at no loss to the Union in 

ships sunk. 

 

3.5 Blockade Effects Phase 
           

            The Confederate player counts the number of VP City and VP Site 

Points he controls in friendly territory and places his Production marker at that 
level on the General Records Track.  Then he determines his Port Capacity by 

counting  the  value of  his  ports  which he  still controls.  He cross-references 

 
 

 

 this Port Capacity with the Union Blockade Percentage for that Game-Turn 

on the Blockade Table to determine his total Imports.  The Import total is then 
added to the General Records Track after the Production total.  If the Import 

marker is at 99 or less, then the Confederacy will begin to feel the effects of 

dwindling supply. 

   

3.6 Action Phase 
            
         Both players roll 2 dice and compare results.  The player with the higher 

total has the Initiative for the Pulse.  Record the difference between the two 

dice rolls on the Dice Difference Reminder Track using the Initiative winnerôs 
side of the Dice Difference marker.  To begin the Pulse, the player with the 

Initiative must enter 1 reinforcement (either a Strength Point or a Leader) if he 

has any on his Reinforcement Tracks or in his Leader Pool.  Then he must 
perform actions which use up a number of Command Points equal to the die 

roll difference between his Initiative dice roll and his opponentôs dice roll.  

Alternatively, he may bring on reinforcements, each of which uses one point 
of the Initiative dice difference, but costs no Command Points.  As he spends 

Command Points and brings on reinforcements, the Initiative player marks 

them by moving his Command and Reinforcement markers down his 
Command Point and Reinforcement Tracks.  When he has expended the 

Initiative dice difference, his half of the Pulse is over.  His opponent then 

spends Commands or enters reinforcements equal to the Initiative dice 
difference.  Then both players roll for Initiative again, and a new Pulse is 

begun. 

        The preceding procedure is repeated indefinitely, until the end of the 
Action Phase is triggered.  The end is triggered in one of two ways.  If both 

players have used all their Command Points, entered all their reinforcements, 

and picked all their leaders from their Leader Pools, the Phase ends.  If both 
players roll the same Initiative dice total and the number each rolls is listed at 

the bottom of the Table Use Track on the space currently occupied by the 

Command Point Table Use marker, the Phase ends immediately.  If both roll 
the same total and the number each rolls is not listed, then each player 

receives additional Command Points listed for that result on the Command 

Points Table, the Command Point Table Use marker is advanced one space on 
the Table Use Track, and the Action Phase continues. 

 

3.7 Command Point Table Use Phase   
          

         Move the CP Table Total marker up the General Records Track a 

number of boxes equal to the total number of times that the Command Point 
Table has been used in the immediately preceding Action Phase. 

 

3.8 Confederate Control of Washington, D.C. 
           
          If a Confederate force occupies Washington, D.C. at the end of the 

action phase, then the effects described in rules section 4.1.6 occur.  The 

effects of Confederate control are determined before the rally phase takes 
place. 

 

3.9 Rally Phase                   
           

         Each stack of demoralized forces loses one Strength Point. If a force is 

in supply, then the Demoralization marker is removed. If a force is out of 
supply, then it remains demoralized. A force of one Strength Point would be 

eliminated, and any leaders stacked with the force would be placed face-down 

in the ownerôs Leader Pool. This is considered to occur simultaneously for all 
forces on the map. Supply status is assessed after all demoralized forces 

lose one Strength Point, thus a force that is out of supply due to the presence 

of a single demoralized enemy SP would become supplied when that SP is 
eliminated. 

 

3.10 End Phase 
         
         The players advance the Game-Turn marker one space on the Game-

Turn Track and begin the next Game-Turn. 

        3.10.1 All unused Command point tracks are set to zero. 
        3.10.2 All unused Reinforcements are maintained. 

        3.10.3 The  Confederacy  earns Victory Points equal to the table use in 

the concluded turn. 
        3.10.4 Victory Points are checked and state conversions are scored. 

 

 

 



4.0 Command Points 

 
DESIGNERôS NOTES:  Each activity in the game is given a cost in 

Command Points (often called simply Commands).  EXAMPLE: if you want to 
move one Strength Point (5000 men), then the one Command Point that must 

be spent represents the time and effort necessary to organize the men and 

move the miles.  If you have a terrible leader in command of one of your 
armies, then two Command Points can be spent to get rid of him, in which 

case the Command Point cost represents the ñpoliticalò cost to remove such a 

highly ranked man from such an important post. 
         The map is divided into three theaters: the East, the West, and the 

Trans-Mississippi.  This is done so that Command Points can be allocated to 

each theater, assuring that activity will occur in each theater on each Game-
Turn and that the effects of cutting off the Trans-Mississippi from the rest of 

the South, or isolating Washington, D.  C., from the remainder of the North, 

can be simulated accurately.  In all previous strategic Civil War games, most 
of the action has occurred in only one area per turn, or - worse yet - nothing 

at all has happened in the Trans-Mississippi.  Both situations are grossly 

ahistorical. 
 During the Action Phase, each player will have the opportunity to 

expend Command Points to move and attack, build forts and armies, and to 

perform a host of other options.  It is up to you to decide your priorities and 
spend your Commands wisely, since you will never have enough Commands to 

do everything you want to do.  The player who develops an idea, a grand 

strategy, and sticks to it will ultimately win over a player who thinks on his 
feet and does not plan ahead.  Read the following rules closely, since they are 

the heart and soul of the game. 
 

4.1 Resource Allocation           
 4.1.1 Procedure: During the Command Phase, both players decide 

among the three theaters (the East, the West, and the Trans-Mississippi) which 
will be their primary, secondary, and tertiary theaters by placing their 

Resource markers face-down on the Resource Allocation Track.  Once the 

markers are placed, they may not be changed, nor may they be examined by 
the enemy player. 

 4.1.2 During the Command Point Phase, the Resource Allocations from 

the previous turn are revealed.  Then both players roll two dice and locate 
their results on the Command Points Table.  The Command Point results are 

then recorded on each playerôs Command Point Tracks using their CP 

markers.  Note that the Union player has an additional allocation for Union 
Naval Commands, which are recorded on the Union Discretionary Command 

Track using the Naval CP marker.  Then both players decide their Resource 

Allocations for the following turn and place their Resource Allocation 
markers face down on the Resource Allocation Track again.  Players who 

ñforgetò to decide their next turn Allocations must use the same Allocations 

used during their previous turn.  
 EXAMPLE 4.1.2: if you as the Union player choose the East as 

primary, the Trans-Mississippi as secondary, and the West as tertiary, and 

then roll an 8 on the Command Points Table, you would place the East CP 
marker at 6 on the East Track, the Trans-Mississippi CP marker at the 4 on 

the Trans-Mississippi Track, the West CP marker at the 1 space of the West 
Track, the Discretionary marker on the 1 space of the Discretionary Track, 

and the Naval CP marker on the 3 space of the Discretionary Track.  

Additional Command Points are received if you use the optional Far West 
Option. 

 4.1.3 First Turn Allocation :  On the first turn of the game, both players 

decide their theater choices secretly, place their Resource Allocation markers, 
and then reveal them to determine the Commands they receive.  After they 

have received their Commands, they then place their Resource Allocation 

markers on the Resource Track for the second following turn.  This is the only 

turn where both will choose and reveal their Resource Allocations on the same 

turn. 

 4.1.4 Mississippi River Control:  The Confederacy loses control of the 
Mississippi River the instant the following cities are in Union control: New 

Orleans, Baton Rouge, Port Hudson, Vicksburg, Memphis, Cairo, and St.  

Louis.  Once the Confederates have lost control of the Mississippi, the 
following rules come into effect. 

 The Trans-Mississippi must be Confederate tertiary choice during 

each Resource Allocation Phase.  This effect takes place during the 
Confederate playerôs next Resource Allocation choice. 

 The Confederate player may not spend Discretionary Commands 
or take Discretionary reinforcements in the Trans-Mississippi 

theater. 

 The Confederate supply net is broken into two sections, and the 
Production and Import totals for the Trans-Mississippi are 

determined separately from the rest of the Confederacy. 

         4.1.5 Control of the Mississippi River is regained by the Confederates 

the instant the Union player does not control all of the cities listed.  Thus, 
control can change hands from turn to turn, or even from Pulse to Pulse. 

        The Confederates ran into severe Resource Allocation problems in the 

Trans-Mississippi once they lost control of the Mississippi River.  Essentially, 
this area became a country unto itself (sometimes referred to as Kirby 

Smithdom after the theaterôs commander). 

         4.1.6 Confederate Control of Washington: If a Confederate force 
occupies Washington, D.C. at the end of a turn, then the following effects 

occur: 

 There is a Victory Determination Check to see whether or not the 
Confederates have won the war.  The Confederate player receives 

20 Victory Points if his occupying force is in supply and not 
demoralized.  The Confederate player receives 10 Victory Points if 

his occupying force is demoralized or out of supply.  These 

Victory Points are recorded on the General Records Track using 
the Confederate Victory Points marker. See section 17.2.9 for 

further details. 

 If the Confederates have not won an immediate victory, the game 
continues, but the Union Blockade Percentage and Sea Lift 

Capacity are permanently reduced to zero due to the effects of 
Foreign Intervention. 

 As long as the Confederates hold Washington, all Union 

Discretionary Commands must be spent in the East, and the East 

must be the Union playerôs primary theater choice starting with the 

next Resource Allocation.  Thus, if Washington is held on turn 10, 

during the Resource Allocation for turn 12 the Union player must 
make the East the primary theater.  The Resource Allocation for 

turn 11 was already made and remains unchanged. 

    4.1.7 The Union regains control of Washington when it is reoccupied 
by a Union force, regardless of whether or not it is in supply or demoralized.  

Confederate Victory Points scored up to that point are not lost; rather, they 
remain Confederate Victory Points for the duration of the game. 

     It is doubtful whether the United States government could have 

prevented foreign intervention if their capital had fallen.  Victory Point 
awards of this size will usually mean that the game ends immediately in a 

Confederate victory, but not always.  These awards are further discussed in 

the Victory Points section of the rules. 
   4.1.8 Isolation of Washington:  If a continuous line of Union 

controlled rail hexes cannot be traced from Washington, D.C. to at least 15 

Points of Union VP cities at the end of a turn, the following effects occur: 

 The Confederate player receives 2 Victory Points, which are 

recorded on the General Records Track. 

 The East must be the Union playerôs primary theater choice 
starting with the next Resource Allocation. Thus, if Washington is 

isolated on turn 10, during the Resource Allocation for turn 12 the 
Union player must make the East the primary theater.  The 

Resource Allocation for turn 11 was already made and remains 

unchanged. 

 All Union Discretionary Commands must be spent in the Eastern 

Theater until Washington is again able to trace a rail line to 15 
Points of VP cities. 

    4.1.9 Isolation of Washington is relieved the instant a line of Union-

controlled rail hexes may be traced to either 15 VP city points, or to the 
northern map edge. The reaction radius of a Confederate Army blocks rail 

lines, and could isolate Washington.  The 2 Victory Points scored by the 

Confederate player at the end of each turn of isolation is not lost if 
Washington ceases to be isolated in a future turn; rather, they remain 

Confederate Victory Points for the duration of the game. 

    Merely cutting Washingtonôs line of communication to the rest of the 
North would have caused serious problems for the Lincoln administration.  If 

you examine the map, you will note that essentially this means the 

Confederate player must cut the rail lines to York and Philadelphia, 
Pennsylvania. 

 

4.2 The Action Phase 
             4.2.1 Definition:  Most game activities occur in the Action Phase, 

which comprises a varying number of Pulses.  To begin a Pulse, both players 

roll two dice and compare totals to determine which one has the Initiative.  
The player with the Initiative goes first during the Pulse, the other player goes 

after the first player has finished.  During a Pulse, both players may spend 

Command Points to activate forces located on the map, or they may bring on 
reinforcements, or they may perform a combination of the two functions. Each 

Command Point spent or reinforcement entered always uses up one point of 

the Initiative Dice Difference.  A force is said to be ñactivatedò when 
Commands are expended for it to perform one of the actions listed on the 

Command Cost Chart.  Each action is a separate Activation; thus, a force may 



be activated more than once during a Pulse.  However, a force can never move 

more than once per Pulse.  When a Pulse ends, it is followed by another Pulse.  
This continues indefinitely, until the end of the Action Phase. 

 4.2.2 Procedure:  The Action Phase uses the following procedure, 

which is repeated each Pulse until the end of the Action Phase. 

 4.2.3 Each player rolls 2 dice for Initiative:  The player who rolls the 

higher total has the Initiative for that Pulse.  If both players roll the same dice 

total, one of two things will happen: either the Action Phase will end 
immediately, or both players will receive additional Commands and the 

Action Phase will continue.  The effects of rolling the same total are described 

in How the Action Phase Ends, following. 
 4.2.4 Record the Initiative Dice Difference:  Subtract the lower 

Initiative roll from the higher to determine the Initiative Dice Difference.  

This may then be recorded on the Dice Difference Reminder Track using the 
player with the Initiativeôs side of the marker. 

 4.2.5 The player with Initiative enters 1 reinforcement:  The 

reinforcement must be entered, and it must be a Strength Point from one of his 
Reinforcement Tracks or a leader from his Leader pool.  Entering this 

reinforcement does not expend a part of the Initiative Dice Difference.  If he 

has no reinforcements remaining on his Reinforcement Tracks or leaders in 
his Leader Pool, there is no penalty.  Strength Point reinforcements are 

recorded by moving the appropriate marker down one space on its 

Reinforcement Track. 
 4.2.6 Initiative playerôs half of the Pulse:  The player who has won the 

Initiative roll must now expend the difference between his Initiative roll and 

his opponentôs in Commands and/or Reinforcements.  Each Command spent 
or Strength Point or leader reinforcement entered uses up one Point of the 

Initiative Dice Difference.  Command Points spent are recorded on his 
Command Tracks by moving down those markers, and Strength Point 

reinforcements are recorded on his Reinforcement Tracks.  His half of the 

Pulse ends when he has spent the Initiative Dice Difference.  If the player has 
no more Commands or Reinforcements, or he runs out before he has spent all 

the Dice Difference, then his half of the Pulse ends (there is no penalty).   

 4.2.7 Non-Initiative playerôs half of the Pulse:  The player who lost 
the Initiative roll must now spend the exact same Initiative Dice Difference in 

Commands and/or Reinforcements as the player who won the Initiative, in the 

exact same manner as the Initiative player.  However, the non-Initiative player 
does not enter a reinforcement as the Initiative winner did.  As he expends 

Commands and/or enters Reinforcements, they are recorded on the non-

Initiative playerôs Command and Reinforcement Tracks.  When he has 
expended the Initiative Dice Difference, or when he runs out of Commands 

and Reinforcements, proceed to the following step. 

 4.2.8 Return to the first step, unless the Action Phase ends:  If either 

player still has even a single Command on his Command Tracks, a leader in 

his Leader Pool, or a Reinforcement on his Reinforcement Tracks, then the 

Action Phase continues and a new Pulse is begun by starting again.  However, 
if both players have expended all of their Commands and entered all their 

Strength Point and leader reinforcements, then the Action Phase ends and 

players proceed to the Command Point Table Use Phase of the Sequence of 
Play. 

 EXAMPLE 4.2.8: If you rolled a 9 and your opponent rolled a 4, there 

would be a Dice Difference of 5 to expend on Commands and/or 
Reinforcements.  The difference is recorded on the Dice Difference Reminder 

Track using your side of the marker.  Then you would enter one Strength 

Point as a reinforcement from one of your Reinforcement Tracks  (provided 
you have a reinforcement remaining) or one leader from your Leader Pool.  

You would then spend the Initiative Dice Difference of 5 to bring on 

additional reinforcements or to spend Commands for any of the actions listed 
on the Command Point Cost Chart.  These activities include moving your 

forces (which triggers combat if you enter an enemy-occupied hex), building 

forts, and more.  You may also enter reinforcements, which does not cost 
Commands, but which does use up part of the Dice Difference.  Thus, if you 

were to spend 3 of your 5 Dice Difference to move Strength Points, you could 

spend the other 2 to enter two reinforcements.  The 3 Commands are 
subtracted from your Command Point Tracks while Strength Point 

Reinforcements are subtracted from your Reinforcement Tracks.  When you 

have spent the Dice Difference, your half of the Pulse is over and the other 
playerôs half begins.  Your opponent expends the exact same Dice Difference, 

in this case 5.  When he has finished the Pulse is over.  If either of you has any 

Commands or Reinforcements remaining (either Strength Points or leaders), 
then another Pulse is begun by rolling for Initiative again.  This continues 

indefinitely, until the Action Phase ends. 

 4.2.9 How the Action Phase Ends:  The Action Phase may end in one 
of two ways.  First, if both players have used all their Command Points from 

their Command Point Tracks, have brought in all their Strength Points from 

their Reinforcement Tracks, and picked all the leaders from their Leader 
Pools, then the Phase ends.  This occurs the instant the last reinforcement or 

Command is used.  It is likely that one of you, usually the Confederate player, 

will run out of Commands and reinforcements first.  If this occurs, the Phase 

still continues as usual with you both rolling for Initiative, even if one of you 
has nothing to do with the resulting Dice Difference. 

 4.2.10 The second way the Phase may end is very unconventional - each 

time you and your opponent roll the same Dice Difference total for Initiative, 

one of two things will occur: the Action Phase will end immediately or you 

will receive additional Command Points and the Action Phase will continue. 

 4.2.11 During the Command Phase of each turn, the Command Point 
Table Use Marker is placed on the 1 space of the Table Use Track.  This 

indicates that the Command Point Table was used once by each player during 

the Command Phase.  At the bottom of each box on this Track is a code.  Each 
time both players roll the same Initiative Dice total at the beginning of a 

Pulse, they consult the Table Use Track.  If the total they each rolled is listed 

in the box currently occupied by the CP Table Use marker, then the Action 
Phase ends immediately. 

 4.2.12 There is no number listed in the first box on the Table Use Track; 

thus, the first time both players roll the same Initiative total during a turn, the 
Action Phase will not end.  Instead, both players consult the Command Point 

Table and add the Command Points listed for that dice result to their 

Command Point Tracks.  The Commands are added to Tracks according to the 
Resource Allocation for the turn in progress. 

  EXAMPLE 4.2.12: Thus, if you both rolled a 5, you would advance the 

marker to the second space on the Table Use Track and you would each 
receive 5 additional Commands for your primary theaterôs Command Track, 3 

for your secondaryôs, 2 for your tertiaryôs, 2 for your discretionaryôs, and 2 

Naval Commands for the Union only. 
  4.2.13 The players then move the Table Use marker to the second space 

on the Table Use Track and continue the Action Phase. 
  4.2.14 The second time both players roll the same Initiative total during 

a turn, there is a chance the turn will end immediately.  The number listed in 

the second box on the Table Use Track is 7; thus if both players roll a 7, then 
the Action Phase ends immediately.  If the result is a total other than 7, both 

players receive additional Command Points from the Command Point Table; 

the Table Use marker is advanced into the third space on its track, and the 
Action Phase continues. 

   4.2.15 The third time both players roll the same Initiative total, the 

Action Phase ends if the result is a 5, 6, 7, 8, or 9.  The fourth time they roll 
the same result, the Action Phase automatically ends; thus ñAnyò is listed in 

the last box of the Table Use Track as the result causing the Action Phase to 

end.  
   4.2.16 If the Action Phase ends due to the first cause, there will be no 

reinforcements or Commands remaining on either playerôs Reinforcement or 

Command Tracks.  However, if the Action Phase ends due to the second 

method, it is possible that Commands and/or Reinforcements will remain.  In 

this case, all Commands are lost, but all reinforcements are retained.  

Reinforcements may be held over from one turn to the next if the Action 
Phase ends this way, up to a maximum of 19 reinforcements per 

Reinforcement Track, and an unlimited number of leaders may remain in the 

Leader pool. 
   4.2.17 Turns with No Pulses:  There is a slight chance that the Action 

Phase will end without a single Pulse being played.  This happens if both 

players roll the same total on their first Initiative roll, and then both roll 7 on 
the next.  If this occurs, ignore the second result and roll again.  Thus, each 

turn will have a minimum of one Pulse. 

   4.2.18 Command Point Maximum:  If your total on one of your 
Command Point Tracks exceeds 9, turn the marker over to its + 10 side; thus, 

you have 10 Commands, plus the number listed in the space the marker 

occupies.  The maximum number of Commands you may ever have in one 
Command Point Track is 19; any extras are lost. 

   4.2.19 Mandatory Expenditure:  The Initiative Dice Difference must 

be spent by each player during each Pulse if he has Commands or 
Reinforcements remaining on his Tracks or leaders remaining in his Leader 

Pool.  If he has Commands remaining and does not wish to perform an action, 

then the Points are expended although no action is taken.  If Strength Points 
remain on their Reinforcement Tracks they must be entered.  Each Command 

Point spent always uses up one point of the dice difference.  Commands 

cannot be saved from turn to turn, nor moved from one Command Point Track 
to another, nor loaned to an opponent.  In other words, there is no ñpassingò in 

the game - if you have any Commands and/or Reinforcements, the Initiative 

Dice Difference must be spent on them. 
    4.2.20 Command Point Types:  Commands on the East, West, and 

Tran s-Mississippi Command Tracks can be spent only in the East, West, and 

Trans-Mississippi theaters, respectively.  Thus, Commands are spent from the 
Track of the theater in which the Action is to occur, unless Discretionary or 

Union Naval Commands are used.  Discretionary Commands can be spent in 

any theater, on naval leaders and forces, and in combination with other 
Commands.  Naval Commands can be spent only to activate naval leaders, 

SP's, naval forces, and ground leaders using sea, amphibious, or river 



movement. Each Command Point spent, regardless of type, uses up one Point 

of the ownerôs Initiative Dice Difference. 
 EXAMPLE 4.2.20 Thus, if you build a depot in the West, you spend 2 

Command Points from your West Command Point Track, or 2 from your 

Discretionary Command Point Track, or 1 Command Point from each Track. 
 4.2.21 Confederate Supply Problems:  The Command Point cost of 

some Confederate Actions will increase due to the effects of loss of territory 

and the Union blockade of Southern ports.  These effects are described in the 
Supply rules. 

 

5.0 Leaders 

 
 DESIGNERôS NOTES: The American Civil War was above all a test of 
leadership.  When you think of the great battles and campaigns of the war, 

you immediately think of Lee and Jackson, Sherman and Grant.  But the Civil 

War was more than a war of great men - there were also Bragg, McClellan, 
Banks, and worse.  In fact, for every good leader, it seems there were four bad 

ones.  Without good leaders, the effects of even massive superiority in 

numbers could be lost.  Lee was able to defeat Hooker and his Army of the 
Potomac even though the Army of Northern Virginia was outnumbered almost 

3 to 1. 

 As a player you represent the Davis or Lincoln administration faced 
with the problems those men faced historically.  A basic truth is that Lincoln 

was initially served by a host of incompetent generals claiming to have the 

secret to a short and successful war.  It took years for good Union leaders to 
emerge.  When they finally did, they fought and won the worldôs first ñtotal 

war.ò The Confederate government, on the other hand, had the advantage of 
having better leaders, of higher rank, earlier.  However, attrition took a more 

fearful toll on Confederate leadership.  Worse yet, few new Confederate 

leaders rose to prominence, and those who did were not Shermans or Grants.  
The game shows these historical realities. 

 In order to move your armies and fight your battles, you will need to put 

your forces under the control of leaders.  Leaders are necessary to invade 
enemy territory, move more than one Strength Point at a time, and to win 

important battles.  During the course of the game, new leaders enter play at 

the approximate date they rose to prominence historically.  Leaders may be 
promoted, wounded, killed, or you may even remove them from the game.  

Each leader is given three ratings which are used in movement and combat.  

These ratings are subjective, but are based on solid research.  Making 
numerical evaluations of a manôs abilities is a difficult thing to do, but we 

hope they give you a real sense of the men these cardboard counters 

represent. 
 

5.1 Leader Rank 
 5.1.1 Each leader in the game has a rank in stars printed on his counter.  

The greater the number of stars, the higher the leader's rank. In addition, each 
leader has a seniority number printed on his counter which is his relative rank 

among leaders with the same number of stars and from the same branch of the 

service: infantry, cavalry, or navy.  Leaders of the same rank are ranked in the 
following priority: first infantry, then cavalry.  Naval leaders are handled 

separately and may never command Strength Points for ground movement or 
ground combat. 

 EXAMPLE 5.1.1: A two-star infantry leader outranks all two-star 

cavalry leaders, regardless of respective seniority numbers. 
 5.1.2 When more than one leader is located in the same hex, there will 

always be one leader who outranks all others.  He is referred to as the ranking 

general and is in command of that force.  This concept is important when 
determining which leader affects a combat or commands an Army. 

  The star ranks in the game have real rank equivalents: one star is a 

division commander; two stars designate a corps commander or admiral; 

three stars denote an army commander (although a three-star cavalry general 

represents a corps commander); and four stars indicate a theater commander. 

For example, A.S.Johnston is the highest ranking Confederate general, while 
Robert E.  Lee is the second highest. 

 
 

 EXAMPLE 5.1.2 Fremont outranks Grant, since his seniority among 

three-star generals is 2, and Grantôs is 4.  Both Fremont and Grant outrank 
Hooker and Lyon.  If Grant were promoted to four-star rank, he would 

outrank all other leaders in this example.  

 

5.2 Leader Promotions 
 5.2.1 Starting Rank: Most leaders in the game are represented by more 
than one counter.  A leaderôs lowest ranked counter is the first counter to enter 

play, and his higher ranked counters enter only due to promotion.  Many 

leaders have only one counter, and thus they may not be promoted.  At the 

start of the game, place the leaders on the Turn Record Track on the turn they 

enter to remind you to put them in the Leader Pool on the correct turn. 

 

 
 

   5.2.2 Promotion Procedure: When a leader becomes eligible for 
promotion, his next higher ranked counter is placed on the Game-Turn Record 

Track on the turn after the turn in progress.  When a leader becomes eligible 

for promotion, his counter must be placed on the Game-Turn Record Track.  
When the next turn begins, this counter is removed from the Game-Turn 

Record Track and placed face-down in the ownerôs Leader Pool.  When a 

leader reinforcement is picked and it turns out to be a promotion counter for a 
leader already on the map, the promotion immediately replaces the lower 

ranked counter in the hex occupied by the lower ranked counter. 

   This manipulation becomes necessary because some leaders are better 
at a low rank than when promoted, which simulates the reality that some 

leaders were better suited to smaller commands. 

   5.2.3 Picking a leader from the Leader Pool costs the owner one point 
of his Initiative Dice Difference; however, it costs no Command Points.  

Furthermore, a leader may be entered at no cost in Initiative Dice Difference 

when a player wins the Initiative Dice roll. 
   5.2.4 One-Star Promotion: A one-star general becomes eligible for 

promotion to two-star rank on a roll of 7 or more on two dice, after he has 

been in a combat in which he was not killed, wounded, or placed in the Leader 
Pool.  Overrun is not considered combat for purposes of leader promotion. 

The leader becomes eligible for promotion whether or not his Tactical Combat 

Rating was used in the battle.  
   EXAMPLE 5.2.4: In other words, if a one-star leader becomes eligible 

for promotion on turn 1, you place his two-star counter on turn 2.  When turn 
2 begins, place the two-star counter face-down in the Leader Pool. 

   5.2.5 Two-Star Promotion: A two-star general becomes eligible for 

promotion to three-star rank in one of two ways.  First, he becomes eligible in 
the same way as a one-star general.  Second, if a two-star leader is in an 

Army, and the Army commander is killed or wounded and there is no other 

three-star general in that Army to take command, then the most senior two-
star general in that Army is immediately promoted to three-star rank.  This 

promotion occurs automatically, at no cost in Command Points or Initiative 

Dice Difference and with no time delay. 
   EXAMPLE 5.2.5: Two-star Sherman is the highest two-star general in 

a hex and is in an Army under the command of Buell when Buell is killed.  

There is no other three-star general in the hex; thus, Sherman is immediately 
promoted to three-star rank and takes command of the army. 

   5.2.6 Three-Star Promotion:  The only three-star generals eligible for 

promotion to four-star rank are the Union generals Sherman and Grant.  They 
become eligible for promotion,  on a roll of 7 or more on two dice, when they 

are not wounded or killed in a battle in which they are a three-star general in 

command of an Army.  The battle must occur on or after turn 8; before turn 8 
they may not become eligible for promotion to four stars. 

   5.2.7 Promotion Anomalies: Anomalous situations may arise due to a 

leader having two counters in the Leader Pool at once, having his promotion 
counter in the pool and then becoming wounded, etc.  If a leader has more 

than one counter in the Leader Pool and his higher ranked counter is picked 

first, place it on the map and - when the lower ranked counter is picked - 
discard the lower ranked counter and pick again.  If the lower ranked counter 

is picked first, place it and leave the higher ranked counter in the pool.  If a 

leaderôs promotion counter is on the Turn Record Track and the lower ranked 
counter becomes wounded, place the lower ranked counter with the higher 

ranked one on the Turn Record Track.  Both are then placed in the Leader 

Pool on the following turn.  If a promotion counter is in the Leader Pool and 
the lower ranked counter is killed, discard the higher ranked counter when 

picked and pick again.  If the promotion is on the Turn Record Track when 

death occurs, remove the promotion.  If a promotion is in the Leader Pool and 
the lower ranked counter is wounded, place both promotion and wounded 

counters on the Turn Record Track for the next turn. 



5.3 Army Leader Removal 
   5.3.1 The highest ranking three or four-star general in an Army is in 
command of that Army.  An Army commander must remain with his Army at 

all times.  The only way an Army commander may leave his Armyôs hex is if 

he is killed or wounded in combat, a higher-ranked leader enters the hex and 

takes command of the Army, or you remove him. 

 5.3.2 The highest ranking three- or four-star general to enter an Armyôs 

hex immediately assumes command of that Army.  The lower-ranked 
commander no longer commands the Army and may now leave the hex. 

 5.3.3 A player may also remove a leader from Army command by 

expending two Command Points. To do so, the Army must contain a second, 
lower-ranked three-star leader to take command of the Army when the higher-

ranked leader is removed.  Three-star leaders in command of Armies are the 

only leaders that may be removed; one-star, two-star, and four-star generals 
can never be removed, except when allowed by the optional Variable Leader 

Promotion & Casualty Table.  The owner has three options for the fate of 

removed leaders: 

 The leader can be removed from play by placing him in the 

Removed Leaders Box.  Leaders in this box remain there 
indefinitely and may re-enter play only using the procedure 

outlined in Leader Losses. 

 The removed leader can be moved out of the Armyôs hex.  It does 
not cost additional Command Points to move him since the 

removal cost pays for movement as well. 

 The removed leader can be demoted.  A leader can be demoted 
only if the game includes a two-star counter for him.  When 

removed, the leaderôs three-star counter is immediately replaced by 
his two-star counter and the three-star counter is placed in the 

Removed Leaders Box.  It remains there for the duration of the 

game and may never re-enter play. 
 EXAMPLE 5.3.3: If the three-star Union generals Burnside (Seniority 

11) and Hooker (Seniority 12) were both in the same Army, Burnside would 

be in command of the Army.  The only way Hooker could take command is if 
Burnside were killed or wounded due to a Leader Loss Check or if the Union 

player removed him.  Burnside cannot be moved out of the hex to allow 

Hooker to take over by default.  If McClellan (Seniority1) were to enter the 
Armyôs hex, he would immediately take command, since he is Senior to both 

Burnside and Hooker. 

 5.3.4 Even though he is promotable to three-star rank, Union general 
Sheridan can never command an Army.  

 

5.4 Leader Losses and Promotion Procedure 
 5.4.1 When Leader Loss Checks Are Made:  Leader Loss Checks are 
made under the following circumstances: 

 A check must be made for each leader involved in a ground 
combat.  Checks are made for each leader in the hex, even for 

those who did not affect the combat with their Tactical or Army 

Command Ratings. 

 A cavalry leader who attempts to retreat before combat must make 

a Leader Loss Check; if he is killed or wounded, his force cannot 
retreat. 

 Naval leaders and leaders being carried by naval forces must also 

check for Leader Loss when they are in a combat, including naval 
combats and attacks by enemy fortifications.  These are explained 

in more detail in the Naval rules. 

 A leader in a hex by himself, or in a hex with only other leaders, 
depots, or a fort/fortress, is not killed when an enemy force or 

army reaction radius enters the hex.  Instead, a Leader Loss check 
is made and, if he is not killed, place his counter on the Turn 

Record Track for the following turn. 

 If a leader is being transported by naval unit and the naval force is 
sunk, roll for Leader Loss, and place the leader on the Game-Turn 

Record Track if he is not wounded or killed. 

 A Leader Loss Check is not made for a force that overruns an 

enemy force.  Leaders of the force being overrun do make Leader 
Loss Checks, and if they are not killed or wounded are placed on 

the Game-Turn Record Track for the next turn. 

 5.4.2 Procedure:  Roll two dice for each leader and locate the result on 
the Leader Loss Table.  If the result lists the rank in stars of that leader, he 

suffers the indicated result - either being killed or wounded.  If the dice total is 

7 or more, the leader is promoted, if eligible. Any other result has no effect.  
Leader loss rolls for all leaders involved in the same battle are considered to 

occur simultaneously. 

          

 

          EXAMPLE 5.4.2: When you roll for a three or four-star leader, you 

must roll a 2 for there to be any possibility of loss; re-roll the dice if a 2 is 
rolled the first time, and on a result of 7, the leader is killed or - on any result 

other than 7 - he is wounded.  If you are making a check for a one-star 

general, he is killed on a roll of 4, wounded on 5; any other roll has no effect 
on leader loss. 

   5.4.3 A killed leader is placed in the ownerôs Killed Leaders Box.  If a 

promotion counter is picked for a leader who has already been killed, do not 
place it on the map and pick again.  A wounded leader is placed on the Game-

Turn Record Track for the following turn.  

   5.4.4 Army Leader Loss: If an Army commander is killed or wounded 
in a Leader Loss Check, then the most senior three or four-star general in the 

Army becomes its new commander.  If there is no three-star leader, then the 

most senior two-star general is immediately promoted to three-star rank at no 
cost in Commands or Initiative Dice Difference and takes command.  If there 

is no two-star general in the hex capable of promotion to three-star rank, then 

the most senior three-star general on the map who is not in command of an 
Army is immediately placed on the Army and takes command. This move 

does not cost Commands or expend Movement Points.  If there is no three-star 

general on the map available, then the highest-ranking three-star general in the 
Removed Leaders Box is immediately returned to play as the leader of the 

Army.  If there is still no eligible leader available, the most senior two-star 

general on the map, who is capable of promotion to three-star, is immediately 
promoted, placed on the Army, and takes command. [Original language: If 

there are no leaders in the box, or all of them have been demoted rather than 

removed, then the Army counter is permanently eliminated and is replaced 
with Strength Point markers.]  

   EXAMPLE 5.4.4: Union General Thomas is killed while commanding 
the Army of the Cumberland.  Being the most senior three- or four-star 

general on the map not in command of an Army, McClellan is moved from his 

location in Virginia and immediately placed in command of Thomasô Army.  

        5.4.5 An army cannot be eliminated due to the lack of an eligible leader. 

   

5.5 Revealed and Unrevealed Leaders 
   5.5.1 Leader counters have no values on their backs so that their 
identities can be concealed.  Leaders that begin a scenario already deployed 

on the map are placed face-up on the map for both players to see.  Leaders 

that enter later are placed facedown when put in the Leader Pool.  When 
picked from the Pool, the owner first places them on their reinforcement hex; 

then he may look to see the leaderôs identity, being careful not to reveal it to 

the enemy player.  The leader remains on the map face-down until his identity 
is revealed (even leaders that have already been in play and were subsequently 

placed in the Leader Pool).  

         5.5.2 A leaderôs identity is revealed for the following reasons: 

 Revelation is triggered by the first combat the leader is involved in.  

The leader need not affect the combat with his Tactical or Army 
Command Ratings in order to be revealed; his mere presence in the 

hex is sufficient. 

 Cavalry leaders are revealed as soon as they are used to move SPôs 
more than four hexes in a single Pulse or when they attempt to 

Retreat Before Combat. 

 Naval leaders are revealed when they are first activated to move 

naval forces. 

  5.5.3 When a leader is revealed, he remains face-up on the map for both 
players to see.  When leaders are placed in the Leader Pool, they are always 

turned face-down.  When a leader is promoted, his promotion counter is 
placed face-up if the leader is already face-up on the map; otherwise, he is 

placed face-down. 

 

5.6 Leader Effects on Rally 
  5.6.1 A Demoralized force may be rallied only in one of two ways.  

First, a force which is in supply during the Rally Phase loses one Strength 

Point and is rallied.  Second, a force which contains a leader may be rallied 
during the Action Phase by the owner spending a number of Commands equal 

to the Initiative Rating of the highest ranking, most senior leader in the hex.  

Forces that contain no leaders cannot be rallied by the expenditure of 
Commands.  A force may be rallied even if the senior leader in the hex lacks 

the rank to activate the entire force. 

  EXAMPLE 5.6.1:  Confederate General Cleburne is the senior leader 
in a hex containing 4 demoralized  SPôs.  The Confederate Player may rally 

this force by paying 3 Commands (Cleburneôs Initiative Rating) even though 

Cleburne could not, as a one-star leader, activate the entire force for 
movement. 

   5.6.2 Leaders are very important to rally forces; see Demoralization for 

more detail. 
   5.6.3 Naval leaders cannot be used to rally ground forces. 

 



6.0 Ground Movement 

 
 DESIGNERôS NOTES: There are two types of movement in this game: 

ground movement and naval movement.  Forces moving overland may also 
use friendly rail lines to speed their movement.  The War Between the States 

was one of the first wars in which rail and naval movement were of such 

decisive importance. 
 Each hex represents 25 miles of real terrain from side to side.  In an 

area this large, it is impossible for forces the size of those in the game to 

influence more than the 25-mile piece of terrain they occupy.  Thus, there are 
no Zones of Control in the game.  However, forces organized into Armies do 

have the ability to react to enemy forces that move adjacent. 

 Each turn represents a great enough length of time that it is 
theoretically possible for a force to move the length of the map in a single 

turn.  For logistical and administrative reasons, movements of this length 

were not made historically.  Long marches, such as Shermanôs march to the 
sea, were made, and they can be made in the game.  The movement of forces 

is affected by supply, the location of enemy forces, the number of Commands 

available, and the number of Pulses in the current turn. 
 To move your forces and fight your battles, you will need to use your 

leaders.  They are decisively important, since it is only with them that you can 

move more than one Strength Point at a time and enter enemy territory. 
 

6.1 Ground Movement Procedure 
 6.1.1 Ground Movement Definition:  During your half of a Pulse, you 
can spend Commands to move your forces.  The Command costs are 

summarized on the Command Point Cost Chart.  Command expenditures are 

recorded on the ownerôs Command Point Tracks. 
 6.1.2 There are no separate movement and combat Phases in this game.  

When you enter an enemy-occupied hex, you automatically initiate combat, 

unless the enemy is cavalry which Retreats Before Combat.  Thus, while 
moving you must also be concerned with combat. 

 6.1.3 Movement Procedure:  Forces moving by land always move from 

one hex into an adjacent hex; hexes cannot be skipped.  Each SP has a 
Movement Point Allowance of 4 Movement Points, except for SPôs under the 

command of cavalry leaders, which have Movement Point Allowances of 6.  

Each hex an SP enters uses up one of its Movement Points, except swamp 
hexes, which cost 2 Movement Points to enter. 

 6.1.4 Each force moves separately, one at a time.  You must finish the 

movement (and combat) of one force before you can spend Commands to 
move another force, or to conduct another operation.  There is one exception: 

a combined land and naval combat, which is discussed later in the Naval rules. 

         EXAMPLE 6.1.4: A force cannot move 2 Movement points, build a fort 
or a depot, or an army, and then continue with the rest of its move. If the 

phasing player wishes to conduct such an operation, he will have to do so 

either before the force begins its move, or after its move is complete, or both. 
 6.1.5 A force, regardless of its composition, can move in any direction 

or combination of directions, so long as its Movement Point Allowance is not 

exceeded and it does not enter prohibited terrain.  A force may always move 
less than its Movement Point Allowance, and movement is never mandatory.  

Movement Points cannot be saved from turn to turn or from Pulse to Pulse.  
Nor may they be lent from one force to another. 

 6.1.6 Movement continues until the force has either used all its 

Movement Points, the owner has decided it has moved far enough, or when it 
enters an enemy-occupied hex and combat is initiated.  When one player is 

moving, the other player may not move.  The non-moving player may be 

allowed to roll for Army Reaction Movement or cavalry Retreat Before 
Combat in some cases.  These types of movement are explained elsewhere in 

these rules. 

 6.1.7 A force can be activated for movement only once per Pulse.  

However, a force can be activated more than once per Pulse, so long as only 

one activation is used to move the force.  The other activations can be used to 

rally from Demoralization, to build a fort, or any combination of actions listed 
on the Command Point Cost Chart.   

         EXAMPLE 6.1.7: If you are the Confederate and both the Army of 

Northern Virginia and the Army of the Potomac are Demoralized, it is a good 
idea to rally your Army and then move to attack the still Demoralized Union 

Army. 

 6.1.8 Reaction Movement by a non-phasing force does not count as an 
activation. Thus, a force can be activated for movement during a Pulse and 

still make Reaction Movement during the opponentôs half of the Pulse.   

 6.1.9 Stacking Limit : There is no  limit to the number of SPôs, leaders 
(exception, see 6.2.11), armies, markers, or any other combination of counters 

that can enter the same hex. 

         6.1.10 Demoralized Movement: A Demoralized force can move, and 
its Movement Point Allowance is unaffected; however, the Demoralized force 

cannot enter a hex occupied by an enemy force, unless it can overrun the 

enemy force.  Furthermore, a Demoralized force may not move into the 

Reaction Radius of an enemy army (because this act may precipitate combat).  
A Demoralized force may retreat into a hex occupied by an enemy force if 

there is no other retreat route, only if it can overrun that enemy force.  A 

Demoralized force that enters a hex containing a non-Demoralized force 

causes that friendly force to become Demoralized as well.  However, SPôs are 

the only forces that are Demoralized; leaders, naval SPôs, forts, and so forth, 

never become Demoralized. 
   6.1.11 Supply Effects on Movement: An unsupplied force has its 

Movement Point Allowance reduced by 1 Movement Point until it again 

begins a Pulse in supply.  Confederate Movement Point Allowances may also 
be reduced due to the effects of the Union Blockade and loss of territory (this 

is explained in the Confederate Supply rules.)  

 
 
6.2 Leaders and Ground Movement 
   6.2.1 Leader Movement Point Allowances: Leaders have a 

Movement Point Allowance of 12 Movement Points when moving alone.  

When a leader is used to move SPôs, his Movement Point Allowance is 
reduced to 4 Movement Points.  However, the Movement Point Allowance of 

a cavalry leader is only reduced to 6, and the SPôs he is moving also have a 

Movement Point Allowance of 6.  This simulates the greater speed of cavalry 
forces. 

   6.2.2 Movement of Strength Points: It costs one Command to activate 

a leader for movement if the leader is going to move alone.  However, leaders 
can move SPôs. 

   6.2.3 Normally, SPôs must move separately, one at a time, at a cost of 

one Command each.  However, SPôs that are stacked with a leader at the 
beginning of a Pulse can be moved by that leader as a group.  Remember, an 

SP can never be activated for movement more than once per Pulse; thus the 

SPôs must begin the Phasing Playerôs half of the Pulse in the hex with the 
leader, or enter during the pulse as reinforcements, in order to be moved by 

him.  

   6.2.4 To move SPôs the owner must spend Commands equal to the 
leaderôs Initiative Rating.  Then the leader and his SPôs move together as a 

group.  As they move, the leader cannot pick up any additional SPôs.  Only 

SPôs that begin the Phasing Playerôs half of the Pulse stacked with a leader 
can be moved by that leader.  However, as they move, SPôs can be left in 

hexes entered by the force.  The SPôs left behind cannot continue to move.  A 

player cannot activate a leader and then move his SPôs independently; the 
leader must ñmoveò the SPôs. A leader who enters as a reinforcement during 

the Pulse may subsequently activate SPôs in his hex and/or move in that same 

Pulse. 
   6.2.5 Leaders can be activated separately when more than one occupies 

the same hex. 

   EXAMPLE 6.2.5: If Sherman is in the Army of the Tennessee under 
Grant, Sherman can be activated separately at a cost of two Commands and 

can move SPôs from that hex.  This is true even if the leader activated is 

lower-ranked than the highest-ranked leader in the hex. 
   6.2.6 SP Movement Limits:  The number of SPôs a leader can move 

depends on his rank and whether or not he is a cavalry or infantry leader.  A 

leader can never move more SPôs than his rank allows.  If he is unable to 
move the SPôs, they remain in their hex.  The number of SPôs each rank can 

move is summarized as follows: 

RANK  MAXIMUM STRENGTH  

1 Star Infantry 1 or 2 SPôs 

1 Star Cavalry 1  SP 

2 Star 1 to 6 SPôs 

2 Star Cavalry 1 to 2 SPôs 

3 Star 1 to 6 SPôs, or an Army (except cavalry 3 star Sheridan) 

4 Star 1 to 6 SPôs, or an Army, or all Armies in a hex. 

A leaderôs limit is used only for Movement purposes and not for rallying. 

             6.2.7 Army Leaders: The highest ranked leader in an Armyôs hex is 

in command of that Army.  If there is more than one Army in the same hex, 

then each must have its own Army Commander.  A general in command of an 
Army can move that Army plus all other leaders in that hex at his Initiative 

cost in Commands. Leaders and SPôs under the command of an 

Army Commander must move as one force, together with the Army 
Commander, unless dropped off along the path of movement. Leaders 

activated by an Army Commander may not move independently of the army, 

during that activation.  Each Army is limited in the number of SPôs it can 
contain, based on the historical size of each.  These limits are printed on the 



Army Strength Tracks, and listed in rules sections 12.1.3 and 12.1.4. All SP's 

in a hex containing an Army are considered to be in the Army, up to its 
maximum strength. Armies cannot pick up forces in hexes into which they 

move, unless they end their pulse in the hex (exception: see Army Reaction 

movement, 12.3.12). All leaders in a hex containing an Army are considered 

to be in the Army.  

            EXAMPLE 6.2.7: The size limit of the Army of Northern Virginia is 

20 SPôs; thus Beauregard - a Confederate three-star general ï could move all 
20 of those SPôs (if the Army were at full strength) plus all other leaders in the 

Army at a total cost of 3 Commands. Thus, an Army commander allows you to 

move large quantities of SPôs and leaders simultaneously while paying only 
the Army commanderôs Initiative Rating in Commands. 

           6.2.8 Army Subordinate Leader Requirement (the "Red Tape" 

rule): An Army Commander (AC) has a limit to the number of SPôs and 
leaders which he may command in combat or overrun, as the attacker.  These 

limits never apply to movement, to the defender in a combat, or to Reaction.  

An AC may command up to 6 SPôs or subordinate (i.e., lower ranked/lower 
seniority) leaders.  Subordinate leaders command SPôs or lower ranked 

leaders up to their star rank.  Cavalry leaders cannot command other leaders. 

Uncommanded SPôs are not counted in an attack or overrun, although they 
would retreat and suffer Demoralization with the entire Army. The Tactical 

Combat Rating of each leader is used, even for those in excess of the 

command limit.  
          EXAMPLE 6.2.8A:  McDowell*** forms the Army of the Potomac in 

Washington DC on turn 1.  Although the Army contains 7 SPôs, McDowell can 

only command 6 SPôs in battle until he adds subordinate leaders.  McDowell 
can however, move and react normally with the entire Army. 

          EXAMPLE 6.2.8B:  Beauregard***, Polk**, and Smith* command the 
Army of Tennessee with 15 SPôs.  Beauregard commands 4 SPôs, Polk** and 

Smith*; Polk** commands 6 SPôs, and Smith* commands 2 SPôs.  Total 

strength for an attack is therefore 12 SPôs.  Without additional leaders (or a 
promotion), 3 SPôs are uncommanded and thus unavailable for an attack. 

          6.2.9 If there is more than one Army in a hex, then the Army Command 

Rating of the higher-ranked, more senior leader is used if they are attacked 
(unless a four-star leader is in the hex).  The other leader uses his Tactical 

Combat Rating. 

         6.2.10 Movement of Leaders Alone: A leader must always begin and 
end a Pulse in a hex occupied by a friendly SP, NSP (subject to 6.2.11), or 

depot.  A player cannot intentionally place a leader such that he ends a Pulse 

in a hex alone (or only with other leaders).  A leader that inadvertently ends a 
Pulse alone in a hex is immediately placed on the Turn Record Track for the 

following turn.   

        EXAMPLE 6.2.10: Polk is stacked with only a depot in Camden, AR. 
The Confederate player cannot destroy the depot during his pulse, to avoid its 

capture, without first moving Polk. If part of a supply conduit, the depot in 

Camden could not be removed for combat supply.  If the depot is a stand-
alone source of combat supply, then it would have to be consumed by combat, 

even if Polk was left alone in the hex.  

        6.2.11 Stacks of leaders without sufficient forces is forbidden.  Each 
ground leader must command at least 1 friendly SP, or depot (not NSPôs) per 

leader. Only Washington DC is exempt from this rule. A player cannot move 

excess leaders who are moving alone without SP's into a hex, nor enter excess 
leader reinforcements. When part of a force leaves a hex, the leaders for each 

part must adhere to stacking requirements. A force with excess leaders may 

move, React, or retreat into a hex containing other leaders.  An Army may 
contain unlimited excess leaders. Naval leaders may also stack with an NSP; 

at least one per leader.      

       EXAMPLE 6.2.11: Due to combat losses, a Confederate force is reduced 
to 4 SPôs, but it has 5 leaders. The Confederate player could not add 

additional leaders until each leader commanded at least 1 SP or depot. 

Otherwise he would suffer no penalty, since he did not intentionally create  
excess  leaders.  

        6.2.12 A leader moving by himself may never enter a hex occupied by an 

enemy SP, depot, fort/fortress, or Army Reaction Radius.  He may enter a hex 
adjacent to an enemy Army if the hex entered contains a friendly SP. He may 

move in enemy and neutral territory. He may never use river hexsides or rail 

lines that are under enemy control.   
 6.2.13 A leader that begins a Pulse stacked with an SP can be moved by 

himself; he is not forced to remain with the SP.  The only exception to this is 

for Army commanders, who must remain with their Army at all times (until 
killed, wounded, removed, or replaced by a higher-ranked three or four-star 

leader). 

 6.2.14 It costs only one Command to move a leader alone, and he can 
spend up to 12 Movement Points.  A leader moving alone for even a single 

hex cannot move SPôs in the same Pulse.  Leaders can move by rail freely; 

i.e., they do not need to begin the Pulse on a rail hex, and they may use more 
than one rail line in a single Pulse.  Leaders moved by rail do not count 

against the ownerôs rail capacity; they move for free.  Furthermore, Union 

leaders can be moved by sea or along navigable river hexsides without the aid 

of a naval transport and at no cost in Sea Lift Capacity.  These different types 
of movement can be used together during the same Pulse.  Leaders, like other 

counter types, can be activated for movement only once per Pulse. 

           EXAMPLE 6.2.14: A leader moving alone could move 4 Movement 
Points to a friendly rail line, move along that rail line to a river, move by 

river, then along another rail line, and up to 8 additional Movement Points. 

 
   6.2.15 Four-Star Generals: There are only two four-star leaders in the 

game: Union Generals Grant and Sherman.  Both reach four star rank only by 
promotion. 

   6.2.16 A four-star leader can command an Army in exactly the same 

way as a three-star general; however, they are more powerful than that.  A 
four-star leader can command all Armies in the same hex if each army also 

contains a three-star leader.  An Army group such as this may be moved as a 

whole by activating the four-star leader. The Army group may use either  the 
four-star leader's initiative rating when rolling for Reaction (see 12.3), or each  

individual Army commander may roll for Reaction, at the player's option. 

Furthermore, when engaged in combat, the four-star leader uses his Army 
Command Rating, and the other leaders in the hex use their Tactical Combat 

Ratings. 

    6.2.17 A four-star leader in command of an Army (or Armies) can 
freely be moved out of that hex, providing there is a three-star general in the 

hex to take command of each Army when he leaves.  This is an exception to 

the Army leader removal rules.  
    6.2.18 Cavalry Leaders:  Cavalry generals use a different system 

since there were so few cavalry troopers historically, in comparison with the 

number of infantry.  Each cavalry leader can command a number of SPôs 
equal to the number of stars in his rank.  When the cavalry leader moves SPôs, 

the Movement Point Allowance of both is 6. 

 
  EXAMPLE 6.2.18: General Thomas can move only 2 SPôs, since he is 

a one-star leader.  As he moves, one SP drops off and he continues moving the 

other.  General Hooker is moving the Army of the Potomac with 23 SPôs and 
2 lower ranked leaders at a cost of only 3 Commands, Hookerôs Initiative 

Rating.  General Sheridan is a one-star leader and is moving one SP six hexes 

as cavalry.  General Hancock is moving alone, which costs only one 
Command, along the rail line leading off the diagram. 

 

 

 

 


