This is an unofficial Wargame Academy(WGA) 3rd edition rulebook
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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 corsgs an almost distinct hobby in its
own right. These types include historical board games (suchhasCivil
War), contemporary military board games, science fiction board games,
fantasy board games, and rghaying game. There are several hundred
thowsand 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 yoD ONS& T P AYNU n@ay be dmayed by
the length of the rules, by the alien appearance of the playing pieces, and by
the strange hexagemottled mapsheets. These components are all standard
fare for the usual historical game. The rules are long, because an historical
game must ing 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 yoead 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 conceptswopieces
move and engage in combat are basically similar from one game to another.
Once you have learned to pldjhe Civil War, your second historical game
will be mucheasier 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 tharyou might think. Gamers are notoriously patient people,
because they consider the games worth the time spent learning them.

The best way to approach this
the beginning of each chapter before reading the bulk ofufles. (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, donot |l et yourself
and read on; the answer to your qgties 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

game

playing cooperatively, rather than competitively, wile much more
educational; save the head to head contest for your secondhptaygh. 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 he rules after their first trial game to find their mistakes and to
clarify complex procedures.

Thanks for buyingrhe Civil War, and | hope that it brings you many
hours of entertainment. If you have comments about the game or want to
know more abou¥ictory Games, feel free to write me.

Eric Lee Smith
Designer

1.0Introduction

The Civil Waris 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 Neersey. 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 TrandMississippi. Leadership is highlighted through the use of
counters representing the actual combat leaders of the wé&round
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 periodithe greater struggle.

The Civil Waris 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 combatesolution 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 Favestoption is included to illustrate an
interesting sidelight that few people have had the opportunity to investigate.
We hope that you enjoy playifidne Civil War, and that the game will be as
enlightening for you as it is challenging.

1.1 GameQuestions

The publisher offhe Civil War, Victory Gameswas sold to Hasbro in
1998, as part of The Avalon Hill Game CompaRhye 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 cat of the game designer, and/or the terms
of the Hasbro sale. To the knowledge of WGA, no eftiwards re-
publication has been made by Hasboy any other publisher The best
source of Questions and Answers for this title would be the desiOtieer
sources include th&V/GA player group the grognards websiteand the
Consimworldand Boardgame Geeknessage boagedfor 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 allugstons and for events/tournamentthat are
WGA administrated.

2.0 Game Equipment

DES|I GNERO® S TiheQ\mé&rigan 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 outcoma 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 tlaiseese
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.

i Ifsthistioyourfiesaghmet them th® mapipoaklyr Idoks véyostrange. a t
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 sixrtl@ad there are no
diagonals.
be bogged down; make a note to you



2.1 The Game Map

2.1.1 TheMaps: This game includes two maps: the Main Map (labeled
Map A) and the Far West Mdfabeled Map B). Map A is always used, while
Map B is used only when playing the Far West Option. Bapverlaps the
lower west edge of Map A. All scenarios in the game can be played using
only Map A or using both maps.

¢rsssnsssccs

The maps are based on data gathered from doZesmices, 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 colooded as listed on the
Terrain Key. The Terrain Effects Chart summarittes effects of terrain on
combat and movement. Often there is more than one type of terrain in a
hexagon(hereafter calledhexd). The types of terrain which apply are usually
seltevident; a hex is clear terrain unless it contains swamp, forest, or
mourtains. Marmade features such as cities and rail linegxist in a hex
with the main terrain featurelear, forest, etg.

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

2.1.3 Friendly Territory: Each hex on the map is either friendly
enemy, or neutral to each side. Thus, #inoged hexes are Union friendly,
gray-tinted hexes are Confederate friendly, and untinted hexes are neutral. In
addition, redtinted Indian Territory is neutral to both sides. Neutral states,
except Indian Teitory, 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.thé opponent controls all the
Victory Point cities in that state at the end of a Gdme, the state becomes
neutral to that player, while remaining friendly to its original owner. It

remains neutral to that pl ay@gestounl| es
regain and hold control of all t he
GameTurn. 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 uhthe Union player controls all the Victory Point cities
in the state at the end of a Gaffiern. 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 mages to retake and hold
Tennesseeds Victory Polumt cities at

2.1.4This rule is very important for movement of forces as explained
later in the movement rules. In addition, territorial control affects
reinforcement placeméand victory determination.

2.1.5 Certain terrain features, such as rail lines, cities, Confederate

enemy territory (requiring a leader for movement) shouldodign of the
border hex be in a state whickcisrrently enemy territory.

2.1.8Port 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 Gasarn. If the Union player captures a port, he
pl aces a Uni on Con tortBok. Sonebdxesmalsoava t
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.

2.1.9At Sea Box:Confederat&€ommerce Raiders are placed in this box
when they ergr play and remain there until they are destroyed.

2.1.10Florida: Union oceargoing 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. Riwéng NavalStrength
Points cannot move from one coastal hex to another by crossing an impassable
hexside. In addition, they may not move around Florida.

2.111 Coastal Hexes:lt is usually obvious which hexes are coastal
hexes. There are some, however, thaies®e obvious. Any hex adjacent to
an allsea 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 commontsense
determine which hexes are coastal hex@sarleston, South Carolinand
hexes 4423 and 4324re coastal hegs In the VASSAL module, castal
hexes are delineated by light blue shading of the sea portion of the hex.
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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
PoAtéhartaimd of a ame

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 Pensacold&t. Pickens is Union friendly territpr Ft. Pulaski (4425) is
located in the Western Theater and sisparated from the mainland by

resource VP sites, stockades, and fortresses printed on the map may be navigable river hexsides, as is Roanoke Island (5613). Thus, a force may

controlled when the hex containing that feature is entered by a.féxce
Control marker(flag) for the entering side's force is placed on any such
Controlled terrain featuren neutral or enemy territoryfhe status of the hex
itself (friendly/neutral/enemy) is unaffected 8pntrol markersbutthe hexis
considered to be "Comiled" by the entering side

2.1.6Neither the presence of eneiSirength Points P Yoirsa friendly
hex, nor friendly SP6s i n anderlgimge my
friendly/neutral/enemygtatus of the hex. A coastal hexenemy tertiory, or
any hex without one of the abovertgn featurespnly remairs Controlled by
the friendly sideso long as a friendlySP is in the hex. AControl marker
cannot be placed on a hex which does not contain one of the above terrain
features A hex infriendly territory is always considered to be Controlled by
the friendly side, unless it is occupied by an enemy forcéayoan enemy
Control marker A friendly force which entersor ends its pulse inan
unoccupied hex containing an enemy Control markenoves thatControl
marker.See section 13.2 for restrictions on cavalry Cordfdiexes.

2.1.7 Border Hexes: Hexes that contain a combination of friendly,
enemy, and/or neutral territory apalled border hexes. A border hex is
classified as having dual territorial control. Thus, a hex containing both
friendly and enemy territory imdeedenemyto both sides.When entering a
border hex, you are entering a hex in all statesstatethatborder. Entering
a border hex may have consequensuch asobilizing militia, and entering

move from the mainland to one of these, or vice veki@anever, a force may
not cross a navigable river into @k containing an enertyeld supplied
fortress.

hee K.
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EXAMPLE 2.1.13: Fort Pulaski is seprated from the mainland as
therei s lando infthe 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. Monroeis captured by the Confederates, it
does not generate naval combat for any naval movement from/to the
Chesapeake Bay, since Union
Uni on friendly territory and
withouta leader

2.1.16 Printing error on map: Hexside 1012/1112 is a mountain
hexside (which folded over in printing) ansl thus an impassible hexside
This corection has been made on MASSAL module map.

2.1.17 Hexside 5004/5005 is a mountalrexside, andhus impassable.
Hexside 4905/5004 is not a mountain gap.

cannot

2.2 Tracks and Boxes

2.2.1 GameTurn Record Track: Thi s Track l'ists
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 G&iore Record Track indicating arrival
of unitsspecific 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
GameTurn.

2.2.3 Command Tracks Each side has a set of Command Tracks on
which payers record the number of Command Points they have to spend
during a Gamdurn. 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
convalience 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 tRellse. 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 Commdiatble in a single Garm€urn. Listed on
the Track in each box are the numbers which, if rolled, cause the Action Phase
to end immediatelyln the VASSAL module, the& numbes aredirectly on
the Table Use counter.

2.2.6 General Record Track This Trackis used in several ways: to
record each playerds Victory Point
tot al for each turn; to track the
situations; and to record the total number of times the players have esed th
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 GameTurn.

2.2.8 BoxesThere are also several boxes ubgdhe player: the Leader
Pool is where leaders are placed fdosn 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 Pbol where he places his naval forces when they are ready to enter the
game as reinforcements.

NSP6s m

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 forcess,aamée
installations under each playeros
on counters, or on the map itself to denote specific information.

2.3.2Before beginning the game, carefully punch out the pieces. Each
player controls the pieces colooded for his side. Some counters are Union
on one side and Confederate on the other, and are simply flipped over to
indicate ownership.

2.3.3The number of counters provided in the game is the maximum that
may be used in the game. Do not add additionanters 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 unlikelji)here 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 comitmay be freely interchanged
during play, so long as the total strength remains the same.

2.3.5Each Confederate ironclad represents one ironclad and an escort
group, usually comprising a dozen or fewer gunboats. Each Union ironclad
represents 2 or 3anclads. 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

?"e %”(f”_ hy qf } ap the frpnt of thejr coppgend 2 onghe backy, Trapspgris | g
afp used e Eange, T § raesBoR e cauid be ragressed By |
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 StrenBthint 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 Whgeisly
leader able to move Civilized Indian counters out of Indian Territory or
Kansas, and he is always in Confederate control and is always placegface

co

on the map. ) R
e @ 8.1 The ;img bénters are placed on the map to show the location of
the Ai”my. he Armyoés strength is recarded

directly on the Army counter in the VASSAL moduleeaders 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 Compmnts
A complete copy of The Civil War includes the following components:

e One Rules Booklet
e Two identical 110 x 160 cards of ¢
e Two different 220x 320 mapsheets
e  Four identical sixsided dice
e 520 playing pieces
e One counter storage tray.
total; to track the Union playerdés S

Confederate player6s supply and i mp



SUMMARY OF UNIT TYPES +Counters used exclusively in Far West Option are shown in red.

Sample Leader Counter

Current

Star Rank

Initiative Rating

Summary of Leader Types

FRONT

Grant

/222:

[ Hkkok

[1—

1

Seniority Among Leaders
of Same Rank

: <— Maximum Star Rank

I- Tactical Combat Rating

——— Army Command Rating

BACK

*

Regular | RElLee Naval Faragut Cavalry Forvest Optional Jackson_ Civilized Watie
Leader oaw Leader wdo! Leader | #%° Leader * ok Indian *
231.: 202 2:2.. 2224 Leader | 241 4
Sample Naval Strength Point SUMMARY OF NAVAL STRENGTH POINT TYPES
FRONT BACK Ocean Transport River Transport Ocean Ironclad River Ironclad
Hexside | Wechawien =Name }mnsmn 'lrmn.ip(m Keokuk Ozark
Facing T _ Union Y « <
P gl & Lakr', —_— e
TRANSPORT
ORT NAVAL STRENGTH POINT Ironclad Commerce Raider
{mm“"‘ > Transport Arkansas Alabama
Strength-~ ¥ Y CSA 4 F
Increased L. PR Y o N
% Strength %
SAMPLE STRENGTH POINT SUMMARY OF ARMIES
FRONT BACK Union Confederate
Wi || M S I I I B T Il I
5 6 James Potomac Cmbrind Tenn S West Miss Tenn N Vir West
Increased Strength
GENERAL RECORDS TRACK MARKERS MARKERS FOROTHER TRACKS MAP MARKERS
FRONT BACK FRONT BACK FRONT BACK
Sea Union CP Command Point Alert { ’
Lift Sea Lift Table Table Use
- Use Destruction | ==%53
Confederate ) ' Dice Difference Fort
[&3) f Di D .
Prod Production pit bif Reminder W Fortress Q
Confederate . Game-Turn - Union Supply -
| CSA Imports Game - o
mports Turn - Confederate Supply ]
Trans Trans-Mississippi PRIMARY Resource = Union Control N
Mi Producti i —
Pr:; roduction THEATER Allocation —— Confederate Control M
Trans Trans-Mississippi Bast East Command Point Union Demoralized
Miss Imports 410 DM c M
mporls ¢ + onfederate
Import CP's CP's Demoralized
us gS Mesrchakm ast East Reinforcement SAMPLE INDIAN COUNTER
Ships hips Sun 10 FRONT .
Surk Reinf | Reit ONT (Union)
_J“L“/‘ -] Tribe Name
=A
] - Type
v Victory Points SAMPLE TEXAS RANGER E 4
Pl:::tr: FRONT BACK (Cenfederate)
|- Designation SUMMARY OF INDIAN TYPES
g
1 Texas 4] Tribes Civilized Mescalero.
cp Command Point @"—-—Type . %
Table Table Use Total Y o
Total jl ‘\F




3.0How the Game Plays

DESI GNE RO S Afi¢Ghe B&lBof 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 Dthassolution
was easier: . . Al.d WwWEo r sHeiquessianlivas, bte
more formidable- the United States had overwhelming power in production
and population that must somehow be brought to bear. As a playdreof
Civil War, you wil face these same problems.

Each Game Turn in the Civil War represents two months of real time,
except for the winter Ganikurn, which represents four months. Historically,
both armies usually spent the winter encamped. Thus, the winter turn
representsnore 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 ifihe Civil Waris designed to help recreate
this uncertainty. You never know how langurn 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 wheremgano
push will be. It can be in only one of the three theaters of the war: the East,
the West, or the Trardississippi. Disaster can occur if you choose to make
a theater a backwater and your opponent chooses to launch his main offensive
there. Suclare the challenges of directing a strategic war.

3.1 The Sequence oPlay

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 performednce per Gam&urn 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 Garfairn/Reinforcementfrack. Strength Points are

this Port Capacity with the Union Blockade Percentage for that Qamme

on the Blockade Table to determine his total Intpo 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 Re
side of the Dice Difference mak 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 Pemual to the die
rol | di fference between his Initiati
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 ovedis 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 samhnitiative 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 listeéd, 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.

recorded on each playerdés Reinf-orcement Tracks leaders are nlaced f ac
down in each playerdos Leader Pool s o03.7CommandPointTable Usadse dent
either their own or their oppoBeantds | eaders. The Union player records

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
playersturn 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 Tallse marker is placed on the first
space of the Table Use Track. Then both players decide their Resource
Allocations for thenextturn by placing their Resource Allocation markers
facedown on the Resource Allocation Track.

3.4 CSA CommercdRaiderPhase

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
Statesmerchant 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 Unigplayer 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 nadose Unionin
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 Recordsatk. Then he determines his Port Capacity by
counting the value of his ports which he still controls. He crosseferences

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 Whamgton D.C.

If a Confederate force occupies Washington, D.C. at the end of the
action phase, then the effeadescribed in rules section 4.1c&cur. The
effects of Conéderatecontrol are determined before the rally phase takes
place.

3.9 Rally Phase

Eachstack ofdemoralized 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 thece would be placed faaown
in the ownerThisis corsideded to ocBuosimultaneously 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 frekence
of a single demoralized enemy SP would become supplied when that SP is
eliminated

3.10End Phase

The players advance the Gaiharn marker one space on the Game
Turn Track and begin the next Gafiern.

3.101 All unused Command point tracks are set to zero.

3.102 All unused Reinforcements are maintained.

3.10.3The ConfederacyearnsVictory Points equal to the table use in
the concluded turn.

3.104 Victory Pointsare checked anstate conversions are scored



4.0 Command Points

DESI GNEROG S R&IT &ty 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 Poimtutstat

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 cospresents thépoliticald cost toremove such a
highly ranked man from such an important post.

The map is divided into three theaters: the East, the West, and the
TransMississippi. This is done so that Command Points can be allocated to
each theater, assuring that activity walccurin each theater on each Game
Turn and that the effects of cutjiroff the TransMlississippi 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; worse yet nothing
at all has happened in the TraMississippi. 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
perfam 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 uitiately 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 theNlississippi) which
will be their primary, secondary, and tertiary theaters by placing their
Resource markers fac®wn on the Resource Allocation Track. Once the
markers are placed, they may m& changed, nor may they be examined by
the enemy player.

4.1.2During 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 CamdnRoint results are
then recorded on each playeros
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 NavaCP marker. Then both players decide their Resource
Allocations for the following turn and place their Resource Allocation
markersface downon the Resource Allocation Track agaifRlayers who
Aforgeto to decide their meAdocationsir n
used durindheir previous turn.

EXAMPLE 4.12: if you as the Union player choose the East as
primary, the TransMississipp as secondary, and the West testiary, and
then roll an 8 on the Command Points Table, you would place the East CP
marker at 6 on the East Track, the Travisssissippi CP marker at the 4 on
the TransMississippi Track, the West CP marker at the 1 space of the West
Track, the Discretinary 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.

4.13 First Turn Allocation : On the first turn othe 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
markerson 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.

4.14 Mississippi River Control: The Confederacy loses control of the
Mississippi River the instarthe 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.

e  The TransMississippi must be @hfederate tertiary choice during
each Resource Allocation Phase. This effect takes place during the
Confederate playerds next

e  The Confederate player may not spend Discretionary Commands
or take Discretionary reinforcements the TransMississippi
theater.

e  The Confederate supply net is broken into two sections, and the
Production and Import totals for the TraMsssissippi are
determined separately from the rest of the Confederacy.

4.1.5 Control of the Mississippi Riveis 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
TransMississippi once they lost control of the Mississippi River. Essentially,
this area became a country unto itself (sometimes referred to as Kirby
Smithdom after dtene theaterds comman

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:

e There is a Victory Determination Check to see whether or not the
Confederates have won the warhe 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 onetfGeneral Records Track using
the Confederate Victory Points marké3ee 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 permanentheduced to zero due to the effects of
Foreign Intervention.

e As long as the Confederates hold Washington, all Union
Discretionary Commands must be spent in the East, and the East
must be the Union pl astaréng @iththep r i me
next Resorce Allocation. Thus, f Washington is held on turn 10,
during the Resource Allocation for turn 12 the Union player must
male the East the primary theatelhe Resource Allocation for
turn 11 was already made and remains unchanged.

4.1.7 The Unionregains 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 ation 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 victorybut 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

C o meantrolied r@l diéxestcanndtrbe takesl froon $Viashiggtont D.@. itorat le@sP 15

Points of Union VRities at the end of a turn, the following effects occur:
e The Confederate player receives 2 Victory Points, which are
recorded on the General Records Track.
e The East mu st be the Uni on
startirg with the nextResourcéillocation. Thus, f Washington is
Al | o cisolated 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.
e  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.

4.19 Isolation of Washington is relieved the instant a line of Union
controlled rail hexes may be text to either 15 VP city points or to the
northern map edgélhe reaction radius od ConfederateArmy blocksrail
lines, and could isolate Washington The 2 Victory Points scored by the
Confederate playeat the end of each turn dBolation 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 Washingtonds |
North would have caused serious probleorstifie 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.
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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 thelgey the other player goes

Re s 0 U Iafef thePfirst fafeR Aal fhidhed MDRIrInG £ 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 funct@eh
Command Point spent or reinforcement entered always uses up one point of
the Initiative Dice Difference. A force is said to befactivated when
Commands are expended for it to perform one of the actions listed on the
Command Cost Chart. Each action 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 &ha

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 Pulsiéboth 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 dedcribe
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 th&ng
player with the Initiativeds side

425 The player with Initiative enters 1 reinforcement. The
reinforcemenimustbe entered, and it must be a Strength Point from one of his
Reinforcement Tracks or a leader from his Leader pool. riBgtehis
reinforcementdoes notexpend 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 he appropriate marker down one space on its
Reinforcement Track

4.2.6 I nitiative pThaplagerwhe hakwonthe o f
Initiative roll must now expend the difference between his Initiative roll and
his opponent 6s i nfor@ments.abadhsConantant/sment
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
reinforcementsare 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 tRellse endthere is no penalty).

427Nonl ni ti ative pl ay e mlesgplaybravhd losto f
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, thédnitiative 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 playerods Command and
expended the Initiative Dice Difference, ohen he runs out of Commands
and Reinforcements, proceed to the following step.

4.2.8Return to the first step, unless the Action Phase enddf either
player still has even a single Command on his Command Tracks, a leader in
his Leader Pool, or a Reinf@ment 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 Acti@sePlends and
players proceed to the Command Point Table Use Phase of the Sequence of
Play.

EXAMPLE 4.28: 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 differenceésorded on the Dice Difference Reminder
Track using your side of the marker. Then you would enter one Strength
Point asa reinforcement from one of your Reinforcement Tracks (provided
you have a reinforceemt remaining)or one leader from your LeaderoBl.

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 you enter an enermyccupied hex), building

forts, and more. You may also enter reinforcements, which mimtesost
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 Pgmisould

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 haflfthe Pulse is over and the other
playeros half begins. Your opponent
in this case 5. When he has finished the Pulse is over. If either of you has any
Commands or Reinforcements remaining (either Strength Poirtsaders),

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 tigdmmand 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
Commands used. ltis likely that one of you, usually the Confederate player,

of

Reiend or cement

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 witthe resulting Dice Difference.

4.2.10The second way the Phase may end is very unconventieaah
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.

4.2.11During 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 boxisrTtack 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 thenActio
Phiade endsmraedidtedyr .

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 Initiativ&l during a turn, the
Action Phase will not end Instead, both players consult the CommBoiht
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 adee the
marker to the second space on the Table Use Track and you would each
rtencee iPwd s addi ti onal Commands for yo
for your secondaryods, 2 for your ter

R eNiawval Commands for the ligm 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 emanediately. 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 Commaimd Pable;

t theeTabR Wtesrmarker is advanced into the third space on its track, and the

Action Phase continues.

4.2.155 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 fourththieyeroll
the same result, the Actidthhas e aut omat i caislistgdirends ;
the last box of the Table Use Track as the result causing the Action Phase to
Tracks. Wh e n he has

4.2.56 If the Action Phase ends due to the first cause, there will be no
reinforcements or Commands remaining
Command Tracks. However, if the Action Phase ends due to the second
method, it is possible that Commands and/onf®etements 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 Trackand an unlimited number of leaders may remain in the
Leader poal

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 fitattiative 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.

4.218 Command Point Maximum: If your total on one of your
Command Point Tracks exceedd@n 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.

4.219 Mandatory Expenditure: The Initiative Dice Differencenust
be spentby 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 tumor moved from one Command Point Track
to anathere nodiaaned tb @& ogpenant t | ns aorteh eDri cpessiilisf, f etrhe
the game if you have any Commands and/or Reinforcements, the Initiative
Dice Difference must be spent on them.

4.2.20 Command Pant Types: Commands on the East, West, and
Trans-Mississippi Command Tracks can be spent only in the East, West, and
TransMississippi theaters, respectively. Thus, Commands are spent from the
Track of the theater in which the Action is to occur, un@ssretionary 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 ownerés I nitiative Dice Diffe
EXAMPLE 4.2.2 Thus, if you build a depot in the West, you spend 2

Commau 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 effecisssfof territory

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

Supply rules.

5.0Leaders

DES| GNE RO S The¢ @mefican Civil War was above all a test of
leadership. When you think of the great battles and campaigtie ofar,
you immediately think of Lee and Jackson, Sherman and Grant. But the Civil
War was more than a war of great merthere were also Bragg, McClellan,
Banks, and worse. In fact, for every good leader, it seems there were four bad
ones. Without gab 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
3to 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 successidr. It took years for good Union leaders to
emerge. When they finally difibtal
war.0 The Confederate government, on the other hhad the advantage of
having better leaders, of higher rank, earlier. Howevétrjteon 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 ydattles, 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, buteabased on solid research. Making
numeri cal evaluations of a mands abi
hope they give you a real sense of the men these cardboard counters
represent.

5.1 Leader Rank

5.1.1Each leader in the game has a ranktamssprinted on his counter.
The greater the number of stars, the highetdhéder'sank 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 samh bfahe
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 twstar
cavalry leaders, regardless of respective seniority numbers.

5.1.2When more than one leader is located in the same hex,whiere
always be one leader who outranks all others. He igegfé¢o as theanking
generaland isin commandof 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; twatars designate a corps commander or admiral;
three stars denote an army commander (although a thtarecavalry general
represents a corps commander); and four stars indicate a theater commander.
For example A.SJohnston is the highest ranking Confedergeneral, while
Robert E. Lee is the second highest.

Fremant Grant Hooker Lyan
senr | [daent|| nn w
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EXAMPLE 5.12 Fremont outranks Grant, since his seniority among
threestar generalsis2zand Gr ant 6s i s 4. Bot h
Hooker and Lyon. IiGrant were promoted to fowstar rank, he would
outrank all other leaders in this example.

they

5.2 Leader Promotions

I € B 9 £ Starting Rank: Most leaders in the game are represented by mor
than one counter. A |l eaderds | owest
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, placké 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.

Shermman Sherrnan2
* b 2.2 37
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5.2.2 Promotion Procedure:When a leader becomes eligible for
promotion, his next higher ranked counter is placed on the GammeRecord
Track on the turn after the turn in progress. When a leader becomes eligible
for promotion, his countemustbe placed on the Garlaurn Record Tack.

When the next turn begins, this counter is removed from the Gamme

Record Track and placed fadeown i n the ownerds Lec

leader reinforcement is picked and it turns out to be a promotion counter for a

leader already .on the map,ettpromotion_immediately replaces the.lower

edcBufht rﬁnthg%@ochp?eg by fhglgwer‘?’a%lgd cgu%tgr. t} st

This manipulation becomes necessary because some leaders are better

at a low rank than when promoted, which simulates the reality that some

leadess were better suited wmallercommands.

5.23 Picking a leader from the Leader Pool costs the ownerpoint
of his Initiative Dice Difference; however, it costs no Command Points.
Furthermore, a leader may be entered at no cost in Initiative Difexdbce
when a player wins the Initiative Dice roll.

5.2.4 One-Star Promotion: A onestar general becomes eligible for
promotion to twestar rankon a roll of 7 ormoreon 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 uggin the battle. . . .

P EXARIPLE 5.2%: Inaothe[fJ \}voﬁdg, If 50'1’1étatr Ieabelp Belbihes Eli8ibled 0.
for promotion on turn 1, you place his tstar counter on turn 2. When turn
2 begins, place the twstar counter facelown in the Leader Pool.

5.2.5 Two-Star Promotion: A two-star general becomes eligible for
promotion to threestar rank in one of two ways. First, he becomes eligible in
the same way as a ostar general. Second, if a tstar leader is in an
Army, and the Army commander is killed or wounded #mefe is no other
threestar general in that Army to take command, then the most senier two
star general in that Army is immediately promoted to tistee rank. This
promotion occurs automatically, at no cost in Command Points or Initiative
Dice Difference and with no time delay.

EXAMPLE 5.25: Two-star Sherman is the highest tstar general in
a hex and is in an Army under the command of Buell vigesil is killed.

There is no other threstar general in the hex; thus, Shermarmmediately
promoted to threstar rank and takes command of the army.

5.2.6 ThreeStar Promotion: The only threestar generals eligible for
promotion to fousstar rank are the Union generals Sherman and Grant. They
become eligible for promotignon a roll of 7 omoreon two dice when they
are not wounded or killed in a battle in which they are a tsr@egeneral 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 fotars.

5.2.7Promotion 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 Lead@ool and his higher ranked counter is picked
first, place it on the map andwhen 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 rankechtauin the pool. If a
|l eaderds promotion counter is on the
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

ran

F rPeohan thefollowingfurng If & prgmotign cpuntgr isin 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 promotiona fpromotion 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

5.3.1The highest ranking three or festar general in an Army is in
command of that Army. An Army commander must remain with his Army at
al l ti mes. The only way an Ar my
he is killed or wounded in combat, a higiiarked leader enters the hex and
takes command of the Army, or you remove him.

5.3.2The highest ranking threer fours t ar gener al t

hex immediately assumes command of that Army. The loamged
commander no longer commands the Army aray now leave the hex.

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

expending two Command Poinf& do so, the Army must contain a second,
lower-ranked threestar leader to take command of the Army when the higher
ranked leader is removedThreestar leaders in command of Armies are the
only leaders that may be removed; estar, twostar, and foustar generals
can never be removedxcept when allowed by the optionaariable leader
Promotion & CasualtyTable. The owner has three optis for the fate of
removed leaders:

e The leader can be removed from play by placing him in the
Removed Leaders Box. Leaders in this box remain there
indefinitely and may renter play only using the procedure
outlined in Leader Losses.

e Theremovedleaderan be moved out of
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 twsiar counter for him. When
removed, t h-estarlcourgedisimmesliat¢lylraplaced by
his twostar counter and thtéhreestar counter is placed in the
Removed Leaders Box. It remains théve the duration of the
game and may never-sater play.

EXAMPLE 5.3.3: If the threestar 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 Cheitktar Union
player removed him. Burnside cannot be moved out of the hex to allow
Hooker to take over by default. If McClellan (Seniorityl) were to enter the
Ar myds hex, he would i mmediately
Burnside and Hooker.

5.3.4 Even though he is promotable to thear rank, Union general

Sheridan can never command an Army

o

5.4Leader Losseand Promotion Procedure

5.4.1When Leader Loss Checks Are Made Leader Loss Checks are
made under the following circumstances:

e 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.

e A cavalry leader who attempts to retreat before comhet 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 fortificao These are explained
in more detail in the Naval rules.

e Aleader 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 Lods che
is made and, if he is not killed, place his counter on the Turn
Record Track for the following turn.

e If aleader is being transported by naval unit and the naval force is
sunk, roll for Leader Loss, and place the leader on the Qamme
Record Track ihe is not wounded or killed.

e 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 GameTurn Record Track for the return.

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 resuleither being killed or woundedf the dice totals
7 or mae, the leader is promoted, if eligiblény other result has no eft.
Leader loss rolls for all leaders involvedtite samebattle are considered to
occur simultaneously.

EXAMPLE 5.4.2 When you roll for a threer four-star leader, you
must roll a 2 for there to be any possibilitylogs re-roll the dice if a 2 is
rolled the first time, and on a result of 7, the leader is killed @n any result

c o nAWErHha® §- heyg youndeddfyyeu afeimaking p plpck or apestar j s |

general, he is Kieéd on a roll of 4, wounded dt any other roll has no effect
on leader loss
ent e343Ankiat mgdsl eader is placed in th

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 followinirn.

5.4.4 Army Leader Loss:If an Army commander is killed or wounded
in a Leader Loss Check, then the most senior three oisfaugeneral in the
Army becomes its new commander. [f there is no tstaeleader, then the
most senior twestar geeral is immediately promoted to thrsar rank at no
cost in Commands or Initiative Dice Difference and takes command. If there
is no twastar general in the hex capable of promotion to tetaerank, then
the most senior thregtar general on the magho 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 netimree
general on the map available, then the highesiting threestar general in the
Removed Leaders Box is immediately returned to play as the leader of the

t h e Amay, If there is still no eligible leadeavailable the most senior twetar

general on the map, who is capable of promotion to thtae isimmediately
promoted, placed on the Agmand takes comman{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 StrengthPoint markers.]
EXAMPLE 5.44: Union General Thomas is killed while commanding

the Army of the Cumberland. Being the most senior thoeefour-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 Thamd Ar my .

5.4.5An 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

t a koa the: raam e plaged fagpjon hemap for beth plagees foj seer Leadgrs p o

that enter later are placed facedown whe ip the Leader Pool. When
picked from the Pool, the owner first places them on their reinforcement hex;
then he may |l ook to see the | eaderds
the enemy player. The leader remains on the mapdiawe until hisidentity
is revealed (even leaders that have already been in play and were subsequently
placed in the Leader Pool).
552A | eader6s identity is reveal
e Revelation is triggered by the first combat the leader is irebin.
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.
e  Cavalry leaders are revealed as soon as they are used to nisve SP
more than four hexes in a sindgRulse or when they attempt to
Retreat Before Combat.
e Naval leaders are revealed when they are first activated to move
naval forces.
5.5.3When a leader is revealed, he remains-fgzen the map for both
players to see. When leaders are placed in aslér Pool, they am@ways
turned facedown. When a leader is promoted, his promotion counter is
placed faceaup if the leader is already face on the map; otherwise, he is
placed facedown.

ed

5.6 Leader Effects on Rally

5.6.1 A Demoralized force mayébrallied 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 Comrequaks
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 rallieéven if the senior leader in the hex lacks
the rank to activate thentire force

EXAMPLE 5.6.1: ConfederateGeneral Cleburg is the senior leader
in a hex containingt demoralizedSRs. The Confederate Player may rally
this force by paying 3 Comman@Clebured s | ni ti ati ve Rati
Cleburre could not, as a onstar leader, activate theentire force for
movement

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

5.6.3Naval leaders camhbe used to rally ground forces.



6.0Ground Movement

DESI GNERO S The¢® ar& t#o 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 BeteeBtates
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 2&ile 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 lengih 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 m:
sea, weranade, 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 nieedse 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

6.1.1Ground Movement Definition: During your half of aPulse, 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 ownero6és Command Poin

6.1.2 There are no separate movement and combat Phases in thés ga
When you enter an enenaogcupied hex, you automatically initiate combat,
unless the enemy is cavalry which Retreats Before Combat. Thus, while
moving you must also be concerned with combat

6.13 Movement Procedure Forces moving by land always mofrom
one hex into an adjacent hex; hexes cannot be skipped. Each SP has a
Movement Point All owance of 4 Moveme
command of cavalry leaders, which have Movement Point Allowances of 6.
Each hex an SP enters uses up ohés Movement Points, except swamp
hexes, which cost 2 Movement Points to enter.

6.14 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 forgeor to conductnother operatianThere 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 depof 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.

6.15 A force, regardless of its ogosition, 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 neverattamnd
Movement Points cannot be saved from turn to turn or from Pulse to Pulse.
Nor may they be lent from one force to another.

6.16 Movement continues untithe force has either used all its
Movement Points, the owner has decided it has moved faigenor when it
enters an enemgccupied hex and combat is initiated. When one player is
moving, the other player may not move. The -nwoving player may be
allowed to roll for Army Reaction Movement or cavalry Retreat Before

enemy force Furthermore, a Demoralized force may not move into the
Reaction Radius of an enemy army (becab&eact may precipitate combat)

A Demoralized force may retreat intohex occupied by aenemy force if

there is no otheretreat route, onlyf it can overrunthat enemy force A
Demoralized force that enters a hex containing a-Demoralized force
causes that friendly force to become
the only forces hat ar e Demoralized; |l eader s,
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. Codé&rate Movement Point Allowances may also
be reduced due to the effects of the Union Blockade and loss of te(titmry
is explained irthe ConfederatSupplyrules)

o |2 [
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6.2 Lealers 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 | eader is used to move SPo6s,
reduced to 4 Movement Pointslowever, the Movement Point Allowance of
a cavalry leader is only reduced to
Movement Point Allowance of 6. This simulates the greater speed of cavalry
forces.

6.2.2 Movement of Strength Pointslt costs one Comand to activate
g leaglgr feranpuement if the leader is going to move alone. However, leaders
can move SPOs.

6.2.3Normally, SBs must move separately, one at a time, at a cost of
one Command weach. However, SP&6s th
beginning of a Pulse can be moved by that leader as a group. Remember, an
SP can never bactivated formovementmore than once per Pulse; thus the
SP6s mu thée Phasieg@li any e r 6 she Puksd if theohiex with the
Igagler or enterduring the pulses reinforcementsn greep te beympved By t h
him.

6.2.4To move SBs the owner must spend Commands equal to the
|l eaderds Initiative Rating. Then
group. As they move, the leademnnotpick up any additionaSRs. Only

[

SP6s t hteePhbegng Pl aghgRulséstackédanithf a leader

can be moved by that |l eader . Howev
hexes entered by the force. The SPO
player cannot &ci vat e a | eader andependettle the mo v

| e a d e rmovaLile SKs.7A leader who enters as a reinforcement during
the Pulse magubsequentla c t i vat e Sdnhdo maven that same h e x
Pulse.

6.2.5Leaders 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 SPO6s f r drum ever ifthe leadexactivatediib i s
lower-ranked than the highesanked leader in the hex.
6.2.6 SP Movement Limits: The number of SPds a

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

Combat in some cases. Thégpes of movement are explained elsewhere in

these rules.

6.17 A force canbe activated formovament 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 otbgvations 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 Patac 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 ngrhasing force does not count as an
activation Thus, a force can be activated for movement during a Pulse and
still make Reaction Movement during

6.1.9Stacking Limit: Ther e i s no limit to th
(exception, see 6.2.11grmies markers, or ay other combination of counters
that can enter the same hex.

6.110 Demoralized Movement: A Demoralized force can move, and
its Movement Point Allowance is unaffected; however,Deenoralizedforce
cannot enter a hex occupied by an enemy fouodéess it can overrun the

leader camevermove more SPO6s than his rank
move the SP&és, they remain in their
move is summarized as follows:
RANK MAXIMUM STRENGTH
1Starinfantry | 1 or 2 SP6s
1 Star Cavalry | 1 SP
2 Star 1 to 6 SPo6s
2StarCavalry |1 t o 2 SP6s
3 Star 1 to 6 SPO6s, cavalryBstabheriday)
4 Star 1 to 6 SP6s, or an Ar my,
A |l eaderds | imit i s usaeddotfnmdlyng f o
6.2.7 Army Leaders:The hi ghest ranked | eade¢

in command of that Army. If there is more than one Army in the same hex,
then each must have its own Ar@pmmander. A general in command of an
Army can move that Armylus all other leaders in that hex at his Initiative
¢obtein Thrrl Leader s and SPos u n ade r
Army Commander must move as one force, together with the Army
Commander, unless dropped off along the path of movement. Leaders
activated by an Armyommander may not move independently of the army,
during that activation. Each Army is limited in the number of &Pit can
contain, based on the historical size of each. These limits are printed on the

t



Army Strength Tracksand listed in rules sectiod®.1.3 and 12.1.4All 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 (exceptem:Asmy Reaction
movement12.3.12).All leaders in a hex containing an Arnaye considered
to be in the Army.

EXAMPLE 6.2.7: The size limit of the Army of Northern Virginia is
20 SPObds; t h-afonfedemta threstpagengral could move all
200ofthos&s P6s (i f the Army were at full
Army at a total cost of 3 Commands. Thus, an Army commander allows you to
move | arge quantities of SP6s and |
the Army commandgnrCoemahds.i ti ati ve

6.2.8 Army Subordinate Leader Requirement (the "Red Tape"
rue): An Army Commander (AC) has am
leaders whicthe may command in combair overrun as the attackerThese
limits never apply tonovemaet, tothe defender in a combat, or to Reaction.
An AC may command up to 6 SPdés or
seniority) leaders. Subordinatel eader s command SPOs
leaders up to thestar rank Cavalry leaders cannot commarither leaders.
Uncommanded SPds are not , althoughttreey
would retreat and suffeDemoralization with the entirArmy. 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
WashingtonDContun 1Al t hough t he Ar my
only command 6 SPo6s in batt MeDoweht i |
can however, move and react norrgadlith the entire Army

EXAMPLE 6.2.8B: Beauregard***, Polk**, and Smith* command the
Army of TennesBeaumwedadar d 5c &rRmdsnds 4
Smi th*; Pol k** ,gamdnm&md $s h® S&@st@nds
strength for an attack ithereforel 2 S Wiéhsut additional leaders (or a
promotion) 3 S &éuncommanded and thusavailable for an attack.

6.2.91f there is more than one Army in a hex, then the A@oynmand
Rating of the higheranked, more senior leades used if they are attacked
(unless a foustar leader is in the hex). The other leader uses his Tactical
Combat Rating.

6.2.10 Movement of Leaders AloneA leader must always begin and
erd a Pulse in a hesccupied by a friendly SP, NSBubject t06.2.11) 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 hes immediately placed on the Turn Record Track for the
following turn.

EXAMPLE 6.2.1Q 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 removéar combat supply If the depot is a stand
alone source of combat spi, 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 mustommandat least 1 friendly SRyr depot(not NSKs) per
leader Only Washington DC is exempt from this ruke.player cannomove
excess leadensho aremoving alonewithout SP'dnto a hex, nor enter excess
leader reinforcement®Vhen part of a force leaves a hex, the leaders for each
part must adhere to stacking requiremeAtsorce with excess leaders may
move, React or retreatinto a hex containing other leader&\n Army may
containunlimited excess leaderNaval leaders maglso stackwith an NSP,
at least one per leader.

EXAMPLE 6.2.11 Due to combat lossea,Confederatdorceis reduced
to 4 SPos, but it has 5 | eaders.
additional leaders until edc leader commanded at least 1 $P depot.
Otherwisehe wouldsuffer no penalty, since he did rniatentionally create
excess leaders.

6.2.12A leader movindy himselfmay never enter a hex occupied by an
enemy SP, depot, fort/fortress, or Army Reaction Radius. He may dm&r a
adjacent to aenemyArmy if the hex entered contains a friendly $f& may
move in enemy and neutral territoile may never use rivenexsdesor rail
lines that are under enemy control.

6.2.13A leader that begins a Pulse stacked with an SP can be ropved
himself, he is not forced to remain with the SP. The only exception to this is
for Army commanders, who must remain with their Arntyalh times (until
killed, wounded, removed, orplaced by a higheranked threeor four-star
leader).

6.2.141t 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 cannomove SP&6s in the same Pul se.

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 t he o wn e mdvs forrfrae. |Furtceamora, dJniony ;

Rat i

contain

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 Pulseersgeliice 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 lire a river, move by
river, then along anothenail line, and up to 8 additional Movement Points.

strength) Gmnt1 Sherrnan2 er leaders in
e v v | | e e e
eaders sim|ag3iz||237:% while paying o

6.2.15 FourStar Generals: There are only two foustar leaders ithe

| i moame: Ynipn Gepegals GranhapceSherman. Bajhpigagfstar rank only by

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

s Way @5 ajthrestar ggnergl;jhowever, they grey gigre ppweriuk thag that.o Ay e r

foyr-stay leaders gan conynaadl Agnies in the same hex if each army also
conkins a threestar leader. An Army group such as this may be moved as a

i n whplg by agtivating the foystar leqderThe Army groupmay useeither the

four-star leader's initiative rating when rolling for Reaction (see l@r3ach
individual Army commandemay roll for Reaction at the player's option
Furthermore, when engaged in combat, the-&tar leader uses his Army
Command Rating, and the other leaders in the hex use their Tactical Combat

Ratings. spgs, McDowell can _

h e 6.4 Asfourssiarplesier dni caramard of an Ay fors Armies) can
freely be moved out of that hex, providing there is a tstae general in the

hex to take command of each Army when he leaves. This is an exception to
tgepAgy leader pemqual rulesg n g

2 PR J&Cavalry Leaders. Cavalry generals use a different system
since there were so few cavalry troopers historically, in comparison with the
numberof infantry. Each cavalry leader can command a number @ SP

equal to the number of stars in his rank. When the cavalry leader e s S P 0 s

the Movement Point Allowance of both is 6.

The not ad
EXAMPLE 6.2.18 Gener al Thomas can move o

a onestar leader. As he moves, one SP drops off and he continues moving the
other. General Hooker imovingt he Ar my of the Pot oma
2 lower ranked leaders at a cost of only 3 Commandsotk er 6 s | ni t
Rating. General Sheridan is a oestar 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.

they



