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1. Introduction

After more than two years of bloody Civil War, President

War began. It is at this point that the actiorror The People

Lin-

For The Peoplés a game about the American Civil War (1861-¢oln dedicated a cemetery on the former battlefield of Gettysburg
1865). Players take the role of either Abraham Lincoln oiith this famous resolve in his address, “...that this government
Jefferson Davis, as they manipulate the political and militaryf the people, by the people, for the people, shall not perish from

resources at their disposal. These resources come in the formygk earth.” He was wrong in saying that the world would *
Strategy Cards and military units whose sole purpose is to dfpte nor long remember what we say here.”

feat the Strategic Will of their opponent and achieve their politi-
cal objectives.

little

Lincoln’s Gettysburg Address

Four score and seven years ago our fathers brought forth upo
continent a new nation, conceived in liberty, and dedicated t
proposition that all men are created equal.

1.1 Causes of the War

The American Civil War was precipitated when South Carolina’
state forces fired on Fort Sumter in April of 1861. Although th
firing on Fort Sumter was the immediate trigger of the war, it _ - )

underlying cause was a series of political crises fueled by theNoW we are engaged in a great civil war, testing whether tha)
slavery question. The driving issue was the future of the institd- 10" ©" a1y nation so conceived and so dedicated, can long en

tion of slavery in the newly forming states and territories. dedicate a portion of it as a final resting place for those who

The future of slavery in the territories caused a series of political92ve their lives that that nation might live. It is altogether fitt
crises. These crises drove a series of legislative compromige@nd Proper that we should do this.

designed to assuage Southern fear that slavery would be aboByt, in a larger sense, we cannot dedicate-we cannot consecrg
ished. These compromises were designed to maintain a tentacannot hallow-this ground. The brave men, living and dead,
tive Southern equality in the Senate. The South believed that fastruggled here, have consecrated it far above our poor power {
long as this balance of votes was maintained they would legallyor detract. The world will little note nor long remember what

n this
the

na-
dure.

We are met here on a great battlefield of that war. We have cofne to
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have the power to prevent emancipation. say here, but can never forget what they did here. It is for ug
living, rather, to be dedicated here to the unfinished work w

, the
ich

From this series of political compromises and public debate fodirthey who fought here have, thus far, so nobly advanced. It is rather
basic positions evolved. The hard line Southern perspective wpagor us to be here dedicated to the great task remaining before us-

that slavery should be allowed to expand without restriction. T
“home rule” position, as articulated by Stephen Douglas, w

that from these honored dead we take increased devotion t¢ that
scause for which they gave the last full measure of devotion; that we

that each local community should decide whether the state shogid€re highly resolve that these dead shall not have died in vairy; that

be slave or free. The Republican party platform, as represent &
by Abraham Lincoln, was that slavery could continue where
already existed, but no expansion into the territories was tolgr

not perish from the earth.

is nation, under God, shall have a new birth of freedom; and that
this government of the people, by the people, for the people, [shall
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1.2 Glossary

Army: The term Army is used to denote a moving group ofForts: There are two kinds of forts in the game. Coastal f
pieces that consists of an army marker with associated genare printed on the map. Fort counters can be built and al

| o indicati ¢ 's ability in batl Strength Point in the space is considered to be ungarris
Battle Rating: An in ication of a general's ability In battle, 1e fort symbol or counter represents the physical fort, its h
retreat before battle, and interception situations. Each general < 414 the artillerists that man the guns, which is app

possesses an offensive and a defensive battle rating. Wh ately 2,500 men. As a consequence, an ungarrisoned 1
ever the general is activated and moving he uses his offensiygiq 1o have 0 SPs. but is an SP for alllgame purpoSes, S

rating for all game functions. If_the gene_ral is not the aCtiV%locking enemy reinforcement placement, blocking Line
force and not moving he uses his defensive rating for all 9amM8 mmunication, and affecting battle. A fort can be cre

functions, in particular interception and retreat before battl hrough the play of an event or operations card in a frie
In all cases the attacker in a battle uses his offensive battle ..0jeq space. There are a few rare situations where

rating and the defender uses his defensive battle rating, evetyfi-o| control marker is removed from under a fort creat
the battle was a result of a successful interception (the intefiie sjtyation where a fort is in an enemy controlled space.
cepting player is still the defender). situation has no impact on the ability of the fort to remain

Cavalry Brigade: A Cavalry Brigade is an amalgam of a Cav- SPace once built.

alry General and one Strength Point. Itis counted as a Strengtf, o raf- A general is a significant, named personage of ¢
Point for con?bat purposes and itmay employ_rgs inherent Caysq| oficer rank who historically held a large independent ¢
alry General's ratings for C(_)mmand and modifier purposes. A during the war. Consequently, only senior leaderd
cavalry gener_al ISa _subordmate ge_neral for all game purpos%ﬁ"ized in the game, but this includes all of the important o
A Qava!ry Brigade is create_d the instant a Cavalry Generae,arq) other notable, but less-significant, generals are r
arrives in the game as a reinforcement. There should be RQ i by Event cards. Each general is denoted by a cd
time when a Cavalry General counter is on the map, only Oty his name, strategy rating, offense-defense battle ra

Force: A general description of SPs with or without an armyuntil the pointin the war when he began to have an Army-|
marker or generals. Impact.
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als and Strength Points (SPs). moved by successful enemy action. A fort that does not have a
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the game turn record track. and political rating. Often a general will not appear in the game
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Naval Conflict: During the Civil War, the naval conflict broke MO Missouri

into two distinct types of operations: the blockade and UniotNC North Carolina
combined operations. The blockade portion of the naval war idJ New Jersey
handled abstractly through Southern reinforcement procedurédH Ohio

Other Union naval and combined operations are handledA Pennsylvania
through mechanisms for exerting Union naval control of riv-SC South Carolina
ers, and for conducting amphibious operations. Southern fort§N Tennessee
ironclads, and other naval defenses help defend thEX Texas
Confederacy’s rivers (especially the Mississippi) and its keyWA Virginia

ports. WV West Virginia

Political Control: For the North, the war was about its ability State Control: When the Union player controls (see Politi¢al

to defend the Constitution and prosecute the conflict to a SoutlGontrol) the required number of spaces in a Confederate [State
ern defeat. For the South, it was about defending its sovereigas denoted on the map) AND no undestroyed resource spaces
territory and its independence. For both sides, the Civil Waor open blockade runner ports exist in the state, the Union|con-
was about breaking the opponent’s Strategic Will. The medrols the state for Strategic Will purposes. Once a Confedgrate
sure of a player’s success in the game is his ability to spre&@tate changes control to the Union it stays that way fof the
his side’s “will” over his opponent (represented as Politicakemainder of the game. Border States (Missouri, West Virginia
Control [PC] markers). Political control is gained by playersand Kentucky) start the 1861 and Campaign scenarios uficon-
maneuvering military forces and manipulating political eventgrolled (neutral). Once a Border State is controlled by the Uhion
to spread his side’s strategic ascendancy. Political control margtayer it becomes a Union state and cannot change sides] If the
ers also denote lines of communication. For purposes of tHeonfederate player gains control of a Border State first, then
game, a space that began the game under the control of dhe Union can gain control of the Border State later to make it
side, is assumed to contain a PC marker unless an enemy BOnion state.

marker is present. This saves clutter on the map. When the .

rules require the presence of a political control marker, thesgirategy Card: Strategy cards have an Operations Vall.Je frgm 1
spaces, even though a physical marker is not present, meet t an_d an event. A Strat_egy card can be plz_ayed either pis an
requirement. All Border State spaces (states of MO, WV anffPerations Card (OC), which uses the Opera_tlons vgilue n the
KY) begin the game as neutral spaces and are controlled rd or as an Event Card (EC) whereby the Instructions f the
the side whose PC marker is in the space. The presence of 4"t &€ implemented. A player may use an OC to: build forts,

force does not change who controls a space, only PC markér9Vve streng.th poin.ts (with or without generals and/ or grmy
determine control markers), build Armies, place PC markers, and relieve generals

from command of an Army. Certain strategy card events| can
Space:The locations on the map are known as spaces. Eacimly be played by one side, but using the card as an OClfis al-
space contains some or all of the following information: Statevays available. The Emancipation Proclamation and European
to which it belongs, whether it is a port (denoted by a porintervention are special events which must occur if possib
symbol), and potentially its Strategic Will value in the case of

Confederate Resource Spaces. Spaces are connected to offEategy Rating:The value of an (_)perations card (OC) neefled
spaces by lines. There are three types of lines: road, rail affyallow the general to move during a strategy round.

river. A rail connection is assumed to have a road connectioRyrategic Will (SW): The measure of a side’s political stamjna
Generals and combat units move from space to space alopg continue to pursue its objectives) is measured by its Sfrate-

these connecting lines. A space which is connected to anothge wil. Various game events (summarized in the rules) sHift a
space by a line (road, rail or river) is said to be adjacent to thafye's Strategic Will in a positive or negative direction. Strate-
space. Coastal ports are considered to have imaginary rivgic will is used in a number of game functions to deterﬁrine
connections to other ports and to their associated coastal foﬂctory and the outcome of certain political events.
this is important for Strategic movement.

o Strength Point (SP):Each piece with a soldier is an infan{ry
State Abbreviations: unit called a strength points (SPs), hereafter called in the jules
AR Arkansas an infantry SP or a non-cavalry SP. The number on th¢ SP
AL Alabama counter is the number of SPs present. Each SP represeijts ap-
DE Delaware proximately one Division (about 6,000 men). All infantry urjits
FL Florida are identical in strength with the color indicating the ownjing
GA Georgia side. When a Cavalry General is placed on the map with an
IL Illinois infantry SP, it is replaced with a Cavalry Brigade unit which
IN Indiana represents both the Cavalry General and 1 SP of cavalry. A
KY Kentucky cavalry SP is part of a Cavalry Brigade and cannot exist|out-
LA Louisiana side of that unit. Infantry SPs are like change, they can be in-
MD Marylar_]d . terchanged at any time for the player’s convenience as lophg as
MI Mississippi the total infantry SPs in a location are not altered.
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1.3 Extensive Example of Play

DESIGN NOTE: This example of play covers the entire 1865pring 1861

Scenario. It attempts to retell the story of the first year of thg he Reinforcement Phase is skipped in its entirety on the first
war through the For The People lens. The actions taken are igame turn, so play proceeds directly to rule 3.2 (players deal
many cases sub-optimal plays, but the historical participantstrategy cards). The Game Turn Record Track indicates that only
did not have historical hindsight to guide them. four cards are dealt to each player. During 3.31, the Confederate

o _ ) layer declares that he is not playing a Campaign card at this
The initial Confederate strategy was defensive and passive, Byhe so the Union is the first player.

design and based on the theory that the North could never con-

quer and occupy such a large territory. In addition, the SouthJnion Strategy Round 1:

pursued the “King Cotton” theory, whereby the South embarThe Union plays Crittenden Compromise and places 2 PCs in
goed their own major cash crop to gain European political supKY (Lexington and Louisville). The card is removed from the
port. The theory held that the Europeans could not live withougame. Union SW 100(-), Confederate SW 100(+)

Southern cotton and would mediate a satisfactory COHCIUSIOBOerdeI’ate Strategy Round 1:

tothe war. In actuality, the South missed a major opportunity tcf'he Confederate player plays Letters of Marque and increases

build up its foreign credit, while the effect of the blockade wa: : 4 .

. - Southern SW by one. Since it was already on the plus side there
very weak. The U”'Or? on the other hand focu_sed on seeurnig o change of fortune effect. The card is removed from the
the border states of Missouri and Kentucky while supporting tg me. Union SW 100() Conféderate SW 101(+)
the degree possible Southern Unionists in western Virginia angt e '

eastern Tennessee. The scenario ends with the Union securipgion Strategy Round 2:

the border states and the fall of northern Tennessee to Unidansas is admitted to the Union which allows for the placement
Armies. The initial setup for the scenario is the beginning of thgf 1 SP in MO. The Union player places the SP in Kansas City.
Campaign Game and 1861 Scenario. The Kansas card is removed from the game. Union SW 100(-),
Confederate SW 101(+)

The opening Union hand is:
Crittenden Compromise (card number 29)
Kansas (43) Western Virginia (44)
Lincoln Declares a Blockade (68)

Confederate Strategy Round 2:

Due to commerce raiding losses from the CSS Sumter, the
Union’s SW is decreased by one. Union SW 99(-), Confederate
SW 101(+)

Union Strategy Round 3:

The Union plays the Western Virginia card and places PC mark-
ers in Parkersburg, Grafton and Weston. The card is removed
from the game. Union SW 99(-), Confederate SW 101(+)

1 Linooln Declaes
Western Vingi - squchern Blockade
b e o Kentucky Anarchy removes the Union PC markers from Lex-

BANSA
Adminted o

= i

Crittend

Confederate Strategy Round 3:
Compron

[y ——
P v

ington and Lousiville, Kentucky. The Confederate must also re-
i Laly move his Columbus (KY) PC marker, but it is likely to be re-

) placed during the Political Control Phase unless the Union cap-
tures Columbus. Union SW 99(-), Confederate SW 101(+)

The opening Confederate hand is:

Letters of Marque (91)

Cabinet Intrigue (12)

CSS Sumter: Commerce Raider (50)

Kentucky Anarchy (42)

il | @

r.
ey o

Cahinet Indrigne

¥adarils Gra

Kentucky Anar

= i

—

Union Strategy Round 4:

The Lincoln Declares a Blockade card increases the Union block-
ade level to one. The card is removed from the game. Union SW
99(-), Confederate SW 101(+)

Confederate Strategy Round 4:

During the early part of the war Secretary of State Seward be-
lieved he could control Lincoln. The culmination of his cabinet
intriguing was a memorandum he wrote to the President. Lin-
coln deftly dealt with the problem, but the Union papers contin-
ued to decry that the administration had no policy and that Lin-
coln was not the man for the job. The Cabinet Intrigue card de-
creases Union SW by three. There would be other intrigues,
mostly by Salmon Chase (the card is not removed). Union SW
96(-), Confederate SW 101(+)

© 2006 GMT Games, LLC
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Now that all of the cards have been played the Strategy rounds3) 3 SPs from DC to Cairo, IL

portion of the turn is concluded. During the Political Control 4) 2 SP from Pittsburgh, PA to Columbus, OH
Phase spaces that contain in-supply non-cavalry SPs have PG) 1 SP from Philadelphia, PA to Cairo, IL
markers placed in their space. The only spaces that meet this) 1 SP from Cincinnati, OH to Cairo, IL
criteria are Columbus, KY (Confederate PC marker) and Kan- . .
sas City, MO (Union PC marker). After PC markers have bee@urlng th? Strategic Movement Step, the Confedera}te makes
placed, State control is determined. The Union now has 3 P e following moves (total of seven, equal to the maximum al-
markers in West Virginia, one shy of converting the state, 2 P@Wed):

markers in MO (St. Louis and Kansas City), and none in KY. 1) 1 SP from Wilmington to Manassas, VA

The Confederate player has 1 PC marker in KY (Columbus). 2) 1 SP from Charleston, SC to Manassas, VA

3) 1 SP from Monroe, LA to Nashville, TN

— = 4) 1 SP from Pensacola, FL to Columbus, KY
T 5) 1 SP from Mobile, AL to Columbus, KY
6) 1 SP from New Orleans to Manassas, VA
H_ 7) 1 SP from Atlanta, GAto Knoxville, TN (note that Confed-
. erate SPs cannot be placed on Pro-Union spaces so the only

way to get them to locations like Knoxville, is to expend
either Strategic Movement, play of Card 80 Southern
Religous Revival, or during strategy rounds).

Then arriving generals are placed on the map. The Union generals
are placed on their unrevealed side. It is discovered when both
The Union now has 3 PC markers in West Viginia, one shy aides reveal their generals that Buell and Rosecrans are in Cincin-
converting the state. nati, OH, Halleck and Pope are in Cairo, IL, McClellan is in
Frederick, MD, Banks is in Harper’s Ferry, VA and Burnside is in
%C. The Confederate generals are placed on their unrevealed side
and when revealed it is discovered that Stuart is in Manassas, VA,

During the End of Turn Phase, it is determined that the scenarfgmith is in Knoxville, TN and Bragg is in Nashville, TN. Imme-

During the Attrition Phase the Union loses 1 SP (from Washin
ton, DC) while the South loses 1 SP (from Manassas, VA).

is not concluded, so a new turn is begun. diately following Stuart’s placement in Manassas one of the 6 SPs
in Manassas is removed from the map with the Stuart counter and
Summer 1861 replaced with the Stuart Cavalry Brigade counter.

During the Reinforcement Phase the Union player places 8 SPs
in Washington, DC, 6 SPs in Cincinnati, OH, and 4 SPs in S

Louis, MO. The Confederacy first rolls the die for each of his 33
four blockade zones and rolls a 1 for the North Atlantic Zone, '.='"' 0 !
f'z.." bl

2 for the South Atlantic zone, a 3 for the Western Gulf and a
for the Eastern Gulf. The North Atlantic zone die roll is not greateg
than the Union blockade level of 1, so no SP reinforcement
generated in this zone and the Confederate SW is reduced b
(=2 SW for failing to roll higher than the blockade level and ar
additional -3 for change of fortune). The blockade runner reir
forcements are placed in New Orleans LA*, Mobile AL*, and
Savannah GA. Confederate state reinforcements (9) are plag
one per space in the following locations:

&

Nashville, TN Fayetteville, AK
Pensacola, FL* Wilmington, NC*
Manassas, VA Charleston, SC*
Monroe, LA* Fort Morgan, AL
Atlanta, GA*

*SPs that will use Strategic movement

During the Strategic Movement Step, the Union makes the fo|
lowing moves (total of ten, below the allowed maximum of 15)

9

1) 2 SPs (port to port) from DC to Fort Monroe, VA
2) 1 SP from Springfield, IL to Cairo, IL Example shows unit positions after the Reinforcement Phase of

the Summer 1861 game turn.
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This concludes the Reinforcement Phase. Play now proceeds
dealing out the cards. According to the Game Turn Record Tra

Confederate Strategy

each player receives five cards.
Round 1:
Price moves to Little
Rock, AK where h¢
picks up the SP then
then he moves bag
through Fayetteville
AK with 3 SPs and thep
into Springfield, MO.

The Union hand is:
Nathaniel Lyon (11) Major Campaign (83)

Major Campaign (84) CSS Hunley (56)
The Anaconda Plan (71)

A1

A

LML S
The Anacoads ‘ e
Man 2 2
e ii-1
e o T ! L
L
A .I
L Y L ]
i L]
The Confederate hand is: . *u,
Minor Campaign (88) Tennessee Confederate (41) ‘4,.# il LY A
USS Monitor (60) First Manassas (102) T n “a
Foreign Intervention (82) iy oL 1™ Ya
L]
q 1 2
o

J L . 7 P
gl‘l ! '-:j.'I ; [nbervemition _i
! Lﬂ =
Minor Cang 1
r “_'__T": 1"‘"_“ e e Union Strategy Round 2:

e Seied ke The Union now plays one of his Major Campaign cards. The
! B o first move is to activate Fremont, who takes 4 SPs from St. Louis,
. ' MO to Kansas City, MO where he picks up the SP there, and
then moves through Jefferson City (dropping off 2 SPs), then to

The Confederate player declares he is going to play a Ming§qja where he drops off 2 SPs, then to Ironton where he drops

Campaign, so the Confederate will conduct the first strategyt one SP and ends his movement in St. Louis with 2 SPs. The
second move is to take the 3 SPs in Columbus, OH that move to

round.
Wheeling, WV dropping off 1 SP (Divisional moves can drop

Confederate Strategy Round 1: v : _
The first move is to advance Price to Little Rock, AK where h@ff but not pick up SPs) and then continues to Lewisburg, WV.

picks up the SP there then he moves back through FayettevillE)€ third move is a naval movement (one per Campaign card)
AK with 3 SPs and then into Springfield, MO (see illustration tothat takes 2 SPs from Fort Monroe, VA and moves them to Fort

the right). The second move is to move Polk with 1 SP fronfulaski, G_A. The ensuing Amphibious Assault pits 2 SPs_ versus
Memphis, TN to New Madrid, MO. Union SW 96(), Confeder-an ungarrisoned fort (total of 2 SPs, a small battle). First, the
ate SW 96(-) Amphibious die roll modifiers are calculated. The Union Am-
phibious Assault DRM is zero, so the Confederate receives a +2
DRM while the Union receives a +4 DRM due to the force ratio.

Union Strategy Round 1:
Nathaniel Lyon card places 3 PC markers in Ironton, Lexingtorthe Union rolls a 1 (+4 = 5) while the Confederate player rolls a
and St. Joseph, MO (total of 5 PC markers in MO, including S (+2 = 4). The Combat Results Table specifies that each side

Louis and Kansas City). Union SW 96(-), Confederate SW 96(+bsses 1 SP, but because it is an ungarrisoned fort, the attacker
(Union) wins ties if it has surviving SPs, so the Union wins the

tﬁnc;f’i" battle and one Union SP occupies Fort Pulaski. The Union
goes not control the fort space until a Union PC marker is placed

Confederate Strategy Round 2:
on Fort Pulaski. Union SW 96(-), Confederate SW 96(-).

The Tennessee Confederate card gives the South 2 SPs, bo
which are placed in Nashville, TN, bringing its strength up to

SPs. Union SW 96(-), Confederate SW 96(-)

© 2006 GMT Games, LLC
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Confederate Strategy Round 3: higher political rating on the map is A.S. Johnson who is already
The Confederate plays the USS Monitor card as a 2 OC and usessommand of an Army). Place the Army of Northern Virginia
this to create the Army of the Tennessee in Nashville under thearker on the map. Union SW 96(—), Confederate SW 96(-).
leadership of A.S. Johnson. Because Johnson has the highest

political rating on the map, no SW penalty is incurred. The Arm nion Strategy Round 4:

of Tennessee (AoT) marker is placed in the Nashville space a (Ij".e Union has two card.s and the Confederate has none, S0 the
g)r;on player plays out his last two cards unopposed. The Union

A.S. Johnson and Bragg are placed on the AoT Army displa i
with its SP marker placed on the 5 space of the track. Union S ys the Hunley card asa 1 OC and .relleves McDowell of com-
96(-), Confederate SW 96(-). mand. _Because McDongI lost a medium battle (not a large one),
the Union takes the entire 6 SW penalty and places McClellan
Union Strategy Round 3: in command of the AoP. McClellan has a higher political rating
The Union now plays his second Major Campaign card. (Notehan Burnside (no SW penalty). Remove McDowell to the Game
Having two Major Campaign cards in one hand is improbablefurn Record Track to return during the next Reinforcement
but possible. You can play more than one campaign card inRhase. Union SW 90(-), Confederate SW 96(-).
turn). The first move activates the Army of the Potomac which
leaves DC with 6 SPs (1 SP is left behind to garrison the for . . .
and moves through Frederick, MD and then attempts to ent rhe U”'O’? for his last card plays the Anaconda plan and in-
the Manassas, VA space occupied by Beauregard and Stuart. THjgases his blockade level from 1 t9 2. After this card play the
Confederate player now reveals an interrupt card, which is trarategy rounds are concluded. Union SW 90(-), Confederate

First Manassas card whose conditional event allows a two spats,f\;N 96(-).

interception. Joe Johnson in the Winchester, VA space is moves{iring the Political Control Phase all spaces with in-supply, non-
2 spaces into the Manassas, VA space. The battle is a mediggyalry SPs have PC markers placed in them (or flipped). The

battle (six Union SPs versus seven Confederate SPs). The Unig@nfederates gain control of Springfield, MO. The Union gains
receives a +1 DRM (based on McDowell’s offensive battle ratgontrol of:

ing of 1) while the Confederates receive a +4 DRM (JO‘?\AO: Jefferson City, Rolla (Union has 7 PC markers in MO)

Johnson’s defensive battle rating of 2 and a +2 for the intercep-, . . . . .
tion). Joe Johnson’s rating is used because his political ratingqgv‘ Wheeling, Lewisburg (Union has 5 PC markers in WV)

higher than Beauregard’s. The Union rolls a 5 (+1 = 6) wheredSY: Falmouth, Lexington, Frankfort, Lousiville, Somerset,
the Confederate rolls a 3 (+4 = 7). No leader casualties occurred  L-€banon (Union has 6 PC markers in KY)

because neither player rolled a modified 10. The Union losesVA: Winchester

SPs and the Confederate loses 2 SPs. Because it is a tie withG#: Fort Pulaski

an asterisk, the defending Confederates win. The AoP retreats ) ] o
into the space from which it entered the battle, Frederick, MOYOW State control and the impact of Fort Pulaski are adjudi-

At the end of movement, an Army absorbs any Corps in thgdted. The Union gains control of WV and MO plus 1 SW for
space so, the AoP absorbs McClellan and 1 SP (the end stat& @t Pulaski. The Union SW increases from 90 to 108 (+5 SW

the AoP has 5 SPs and the Confederates have 5 SPs, one of wiffh/VV, +10 SW for MO, +1 SW Fort Pulaski, and +2 SW for
is in Stuart’s Cavalry Brigade). change of fortune). When the Union gains control of WV he

places PC markers in Franklin and Charleston, WV. With MO
The second move of the campaign is Banks moving with 2 SR®w Union-controlled, a Union PC marker is placed in
from Harper’s Ferry, VAinto Winchester, VA. For the third move, Greenville, MO. Union PC markers are not placed in Spring-
Buell takes 6 SPs (plus Rosecrans) from Cincinnati, OH anfield and New Madrid, MO because they contain Confederate
moves through Falmouth, Lexington, Somerset, backtrackSPs. Place PC markers in the State control box on the map to
through Lexington, Frankfort, Louisville and ends in Lebanonindicate Union control. The South loses 1 SW for the loss of
KY. Buell drops off 1 SP in each space and ends his move withHort Pulaski, reducing Confederate SW to 95(-).
SP (plus Rosecrans) in Lebanon, KY. Union SW 96(-), Confed-

nion Strategy Round 5:

erate SW 96(-). Durin_g the Attr_ition Phase the Union loses 3 SPs (1 S_P from the
AoP in Frederick, MD plus 2 SPs from Cairo, IL which had 7
Confederate Strategy Round 4: SPs present) while the Confederates lose 4 SPs (1 SP each from

The last card held by the Confederate player is the special eveéishville, TN, Manassas VA, Springfield, MO and Columbus
Foreign Intervention card. Since the Confederate SW level igY). The SW levels at the conclusion of the second game turn
below 110, and it is the last card in the Confederate hand, fage Union 108(+) and Confederate 95(-). Before beginning game
may use it as an OC. The Confederate player chooses to cregie 3, the Strategy deck is reshuffled because the Foreign Inter-
the Army of Northern Virginia with this card. Historical Note: A vention card was played as an OC. Do not shuffle in the cards
more aggressive player would probably attack into Kentuckyhat were removed from play.

but the South remained very passive during this period for a

variety of policy and logistics reasons. Remove the generals and

the Cavalry Brigade to the Army Track with Joe Johnson in com-

mand (no SW penalty ensues because the only general with a
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Fall 1861

On game turn 3 only steps B and C of the Reinforcement Pha
are conducted. During the Strategic Movement step, the Unid
makes the following moves (total of 12, below the 15 maximun
allowed):

1) 4 SPs; 1 SP each from Lexington, Falmouth, Louisville, an
Frankfort to Lebanon, KY

2) 1 SP from St. Louis, IL to Cairo, IL

3) 2 SPs from Jefferson City, MO to Cairo, IL
4) 2 SP from Rolla, MO to Cairo, IL

5) 1 SP from Indianapolis, IN to Lebanon, KY
6) 1 SP from Wheeling, WV to Lebanon, KY Union Strategy Round 3: McDowell's Army of the Potomac moves

7) 1 SP from Ironton, MO to Cairo, IL on Manassas. J. Johnson intercepts from the valley (with Strat-
y Card #102).

e
During the Strategic Movement step, the Confederate makes thg
following moves (total of 3, below the 7 maximum allowed):

1) 1 SP from Nashville, TN to Dover, TN and -3 for change of fortune). Union SW 103(-), Confederate
2) 1 SP from Manassas, VA to Strasburg, VA SW 93(-).

3) 1 SP from Mobile, AL to Columbus, KY
Confederate Strategy Round 2:

During Step 3, arriving generals are placed on the map. The Unidime Confederate SW total is increased by five due to the Brazil
general McDowell is placed in Frederick, MD with the AoP.Recognizes the Confederacy card (+3 SW due to the card and
When the Confederate generals are revealed its Van Dorn #2 due to change of fortune). Remove the card from the game.
Springfield, MO and Pemberton in Fort Sumter, SC. Union SW 103(-), Confederate SW 98(+).

This concludes the abbreviated Reinforcement phase. Play ndyion Strategy Round 3:
proceeds to dealing out the cards. According to the Game Tuflthe Union plays the Riverine Ironclad card as an EC and in-
Record Track each player receives six cards. creases its Amphibious Assault modifier from zero to two. Union

The Union hand is: SW 103(-), Confederate SW 98(+).

Cotton is King (26) Copperheads (2) Confederate Strategy Round 3:
Riverine Ironclads (67) Admiral Foote (57) The CSA Recognizes KY, MO, MD and DE card adds 2 SPs to
Major Campaign (83) Missouri Guerrilla Raids (13) Springfield, MO. Remove the card from the game. Union SW

103(-), Confederate SW 98(+).
The Confederate hand is:

Pre-War Treachery (24) Trent Affair (52) Union Strategy Rounq 4 o

Major Campaign (84) Ball's Bluff (73) The Union pIay; Admiral Foote and Iaupches an Amphibious
Brazil Recognizes the Confederacy (48) Assault. The Union takes 3 SPs from Cairo, _IL and moves them
CSA Recognizes KY, MO, MD, and DE (47) to Dover, TN to assault the fort. The battle is a small battle (3

Union SPs versus 2 Confederate SPs). First, the Amphibious
During 3.31 when who goes first is determined, the Confederataodifiers are calculated. The Union gets +4 (+2 Amphibious
player declares he is not going to play a Campaign card, so tB&RM and +2 for Foote EC) while the Confederates get +2 for
Union will conduct the first strategy round. the fort. The net effect is the Union gets a +2 DRM in the battle.
Neither side has a force ratio advantage nor a leader so both
; L . sides roll the die. The Union rolls a 5 (+2 = 7), while the Con-
The Union plays th_e Cotton is King card reducing the C:onfede'f'ederate rolls a 3, which is unmodified. Both sides lose 1 SP, but
ate SW by two. Union SW 108(+), Confederate SW 93(-) the Union achieved an asterisk result so the Union wins the battle.
Confederate Strategy Round 1: The surviving Confederate SP retreats to Franklin, TN. The 2

The Confederate player plays the Pre-War Treachery card akliion SPs occupy Dover, TN and cease movement. The Con-
places forts in New Madrid, MO and Manassas, VA. Remove thtederate fort counter is removed from the map and is available

card from the game. Union SW 108(+), Confederate SW 93()for redeployment. The Union gains 3 SW (1 for removing the
Confederate fort and +2 for Changing Fortune of War) whereas

Union Strategy Round 2: the Confederate SW is reduced by 4 (1 SW for losing the fort

The Union plays Copperheads as a 2 OC card and creates gy —3 for Changing Fortune of War). Union SW 106(+), Con-
Army of the Cumberland in Lebanon, KY with 7 SPs. Buellis infgderate SW 94(-).

command, but the Union takes a 5 SW penalty (-2 SW because
Butler and Fremont both have higher political ratings than Buell,

Union Strategy Round 1:
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Confederate Strategy Round 4: e
The Confederate player uses his Major Campal m H— — -
card to fall back, now that his line has been b ! - 1 =

ken in the West. The AoT in Nashville moves '-_ ‘__.-’"

Corinth, MS via Decatur, AL, picking up the S .’ ’:1
in Franklin, TN on the way. General Polk in Ne =
Madrid, MO, leaves 1 SP in the space and mo @ et A
to Columbus, KY, where he picks up the 3 S e
there and moves to Corinth, MS. The Army " E
Northern Virginia falls back to Fredericksburg ] el
VA, abandoning its fort in Manassas which r 4 Fraanf
mains on the map as an ungarrisoned fort. Un 1.
SW 106(+), Confederate SW 94(-).

Ll
s

"'l-l-.._‘-/
+i_-

*
L ]
E 3
L

Union Strategy Round 5:
The Union follows suit by playing its Major Cam

paign card and follows up on its Western sy
cess. The AoP moves from Frederick, MD Z\\‘
Manassas, VA, eliminating the ungarrisoned f¢ 58P =

and expending an additional space of movem "'"!“i - "."“3 T'E" e
to place a Union PC marker in the space. Hallg I'%I 1 En i FoRI-0
moves a Corps with 4 SPs from Cairo in |;I
Paducah, KY (drops off an SP), then throu
Columbus to remove the fort (drops off another SP), then movi_:s
4

through Dover (where it picks up one of the two Union SPs xample shows the situation after Confederate Strategy Round

then through Franklin, Columbia and Waynesboro, TN to con- and Union round 5. l.DOlk with 3 SPs meet_s W't.h the Army of
cludes its movement in Pittsburg Landing, TN (total of eight ennessee from Nashville. HaIIeck_Ieaves Calro_W|th4SPs, p_lcks
spaces of movement). The Confederate AoT attempts an int o”ne Tr? rtehat AI? over ??hd egds E'S Imo(\j/e at Pr']ttSbturgNLa?]d'.“g'
ception, butrolls a 6 (fails). The Army of the Cumberland move uetl, wi € Army of Iné Lumberland marches o Nashviie
into Bowling Green, KY and expends an additional space 0§pend|ng.one additional MP to place PC markers in Nashville
movement to place a PC marker, then enters Nashville, TN eQ—nd Bowling Green.

pends another space of movement which destroys the Resoufte

Space due to PC marker placement. This increases the UniQpy State control is adjudicated. The Union gains control of
SW total by 7 SW (+5 SW for Nashville and +2 SW for the twoky, The Union SW increases from 113 to 123 (+10 SW for KY).

removed forts). The Confederate SW total is reduced by 7SW pc marker is placed in the KY state control box and the Politi-
(-5SW for Nashville and -2 for the two removed forts). Union.5| control Phase ends.

SW 113(+), Confederate SW 87(-).
War Weariness is assessed against the Union each Fall turn [12.9]

Confederate Strategy Round 5: and a comparable penalty (War Guilt) is assessed against the
The Confederate player plays Ball's Bluff and removes one Unioggnfederacy if the Emancipation Proclamation has occurred.
SP from the AoP. Union SW 113(+), Confederate SW 87(-). sjnce the Emancipation has not been played yet, only the Union
Union Strategy Round 6: _suffers a 5 SW penalty at this point in the game. The _Union SW
The Union plays the Missouri Guerrilla Raids card as a 2 OC tt réduced from 123(+) to 115(-) (-5 SW for War Weariness pen-
place a PC marker in Columbus and Paducah Kentucky. UnigHty @nd an additional =3 SW for change of fortune).

SW 113(+), Confederate SW 87(-). During the Attrition Phase the Union loses 5 SPs (1 SP each
Confederate Strategy Round 6: from Pittsburg Landing TN, Cairo, IL, and Manassas VA plus 2

The final card play for the turn is the Trent Affair. Increase the>r'S from Nashville TN) while the Confederates lose 4 SPs (2
Confederate SW by seven (+5 SW for the event and an addP from Corinth MS and 1 SP each from Fredericksburg, VA,

tional +2 SW for change of fortune). Remove the card from théd Springfield, MO). The SW levels at the conclusion of the
game. Union SW 113(+), Confederate SW 94(+). third game turn are Union 115(—_) and Confedgrate 94(+). '_I'h|s is
the last turn of the 1861 Scenario. The result is a Union victory.

During the Political Control Phase, all spaces with in-supply _ ) . .
infantry SPs have PC markers placed in them (or flipped). Th%layer Note: To achieve the setup in the 1862 Scenario, you would

Confederates gain control no new spaces. The Union gains cd}2Ve 10 give each side a free reorganization move to get the gen-
trol of: erals in the correct locations, create the Union Army of the

KY: Bowling Green (Union has 9 PC markers in KY) Cumberland, and add the reinforcements.
TN: Dover and Pittsburg Landing
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1.4 How to Interpret Rules Ambiguity Frederick, MD .......ccoooooeieeie e 1
If some combination of events or circumstances is not explicithyt. Louis, MO ........... Fremont ............... 2 PC
mentioned in the rules (inc|uding design and p|ayn0tes), theginCinnati, OH oo 1
you cannot doit. Columbus, OH oo 1
Pittsburgh, PA ..., 2
: Philadelphia, PA ......cccooiiieeee e 1
2' Settmg Up the Game Harper’s Ferry, VA ..., 2 PC
2.1 Choose Scenario Ft. Monroe, VA ........ Butler .....ooovvevenne. 1 PC

Decide which scenario of the game you are going to play. Th

setup for the Campaign Game and the 1861 Scenario app 5 Markers ] )
below in this section and is printed on the map. Alternative sef.N€ first game turn is the Spring 1861 turn, the Game Turn Record

ups exist for the 1862, 1863 and 1864 Scenarios (see rule g@arker is on the No Emancipation Proclamation side. Place the

tions 14, 15, and 16). Regardless of which starting point is uselockade marker on the 0 space of the Blockade Level Track
the players can end a gameFof The Peoplat the conclusion and the Amphibious Assault marker on the 0 space of the Am-

of any Fall game turn (using the appropriate scenario victorfnibious Assault Track. See the scenario section for the victory
conditions) or the Spring 1865 game turn (using the CampaigrPnditions for the 1861 Scenario or Campaign Game.
Game’s victory conditions).

2.2 Setting Up

At the beginning of the game, shuffle the Strategy Cards a
place them on the table. Place the pieces according to the i
tial setup locations listed below. Confederate pieces are plac
on the board first. Place the Game Turn marker on the fir

game turn of the scenario on the Game Turn Record Track an
begin play. 2.6 Border States

All spaces in KY, WV and MO are neutral and are initially not
2.3 Confederate 1861 Setup controlled by either sidé&xception: The St. Louis space begins
The Confederate player places the indicated pieces in the indinder Union control and the Columbus, KY and New Madrid,
cated spaces. All spaces in VA, NC, SC, GA, TN, FL, AL, MSMO spaces begin under Confederate contBath sides may
LA, AR and TX are considered to be Confederate-controlledyeely place PC markers and enter Border States from the begin-

Union Blockade
Marker
for use on the Union Blockade Level Track

Union Amphibious
Assault Marker
for use on the Union Amphibious Assault Modifier Track

unless a Union PC marker begins in the space [2.4]. ning of the game.

Space General SPs Other 2.7 1861 Strategic Will

Fayetteville, AR ........ Price ..o 1 Both sides begin with 100 SW: Confederate (+), Union (-).

Little ROCK, AR .....cooiiiiiiii e 1

MODIIE, AL ..o 1 2.8 1861 Reinforcement Phases

Columbus, KY ..., 1 Fort, PC The Reinforcement Phase is not conducted on the first turn of

Ft. Sumter, SC ... 1 the Campaign Game or the 1861 Scenario. Only steps B and C

Dover, TN ..o 1 Fort are conducted on game turn 3 of the Campaign Game or 1861

Memphis, TN............ PolK .o 1 Scenario.

Nashville, TN AS.......Johnston................. 1

Winchester, VA ........ J Johnston ............. 1

Manassas, VA.......... Beauregard ........... 3 3 General Course Of Play

RIChmOnd, VA .......cccoeiiriinneeeeeeene. 1 Fort, Capital InFor The Peopleach player takes one of the two sides (Union

New Madrid, MO (Island No. 10) ............... 0 PC or Confederate). The Union player is trying to defeat the Con-
federate player and bring the South back into the United States.

2.4 Union 1861 Setup The Confederate player is trying to defeat the Union player and

The Union player places the indicated pieces in the indicatedin independence for the South. A player wins by reducing his

spaces. All spaces in IL, IN, OH, MD, PA, NJ and DE are Unionepponent’s “Strategic Will” to the level that fulfills a victory

controlled. condition (see Victory Conditions in the applicable scenario,
found in sections 13 through 17). Actions taken by the player,

Spacg General SPs Other ! such as winning large battles, controlling states, destroying re-
Washington, DC......McDowell ................ 5 Fort, Capital, source centers, and playing event cards, affect the opponent's

s Army(Pot) Strategic Will. The game ends on the last game turn of a sce-
Ft. I_chk_ens, o 0 PC nario or when an automatic victory condition is met. The fol-
Sprlngfleld, IL e 1 lowing sequence of play is followed each turn, until all game
Cal_ro, IL s 1 functions have been completed in each step and phase.
Indianapolis, IN .......cccccceeeeiiiiiriieeeeeeee, 1

© 2006 GMT Games, LLC



12 FOR THE PEOPLE

3.1 Reinforcement Phase When a Strategy Card is played, the opponent can potentially
STEP A: Both players place their reinforcements on the maplay a card to “interrupt” the original card played. The player
(Union first, followed by the Confederate player). The UnionWho played the “interrupt” card still conducts his normal strat-
player receives his reinforcements from a fixed schedule [10.89Yy round if he has any cards remaining.

minus enemy controlled state capitals and foreign interventiorEXAMPLE. The Union plays an operations card (OC) to move
whereas the Confederate reinforcements are potentially reducgcborps aﬁd the Confederate player plays *

by the numbt_ar of Confederate S.tatgs .COT‘”O"EO' by the qn'o&ncel that move. The Confederate player still plays the next
[10.4], by Union control of the Mississippi, and by the Un'onStrategy Card
blockade [10.5]. The Union player places his reinforcements first. '

STEP B: Both players conduct Strategic Movement (Union first}":_';.L Pglltlcal CQﬂUOfI Phase Pl p | hei
followed by the Confederate player). is phase consists of two segments. Players first place their

Capital markers in a space (if necessary) and then determine
STEP C: All generals that are now available for play [10.6] ar@olitical control.

placed on the map (Union first, followed by the Confederate 41 CHANGE CAPITAL SEGMENT: If a side’ ital
player). These consist of newly arriving generals, as indicate? : ITasides capital was

by the Game Turn Record Track, or returning generals who WePé:CUpiEd by_enemy combat units, then the capital must be .mov.ed
removed from play during the previous turn because their forcganOther friendly space [11.22]. The player loses Strategic Will

was eliminated. It also includes Cavalry Generals returning t V\\//V) poir;t; if forcedtt)o regositior;] his c;lpitcal [12]6.]' Additi(_)_nal d
play after the elimination of their Cavalry Brigade. The Union penaities occur based on where the Capital Is repositione

conducts all general placement before the Confederate playgr.l'zg]'

After all generals are placed on the map, the reinforcement phage;2 pOLITICAL CONTROL DETERMINATION

is concludedExceptions: As noted in the scenario setup seCSEGMENT

tions, the Reinforcement Phase is not conducted on the first tuSTTEP 1: Both players place friendly Political Control markers

of the Campaign Game or the 1861 Scenario. Only steps B apdCs) in all spaces containing in supply friendly, infantry SPs. If

C are conducted on game turn 3 of the Campaign Game or 18@de space contains an enemy PC, it is immediately removed by

Scenario. Only step C is conducted on the first turn of the 1868ipping the PC onto its other side. If a Confederate SP is in a

1863, and 1864 scenarios. Southern state or a Union SP is in a Northern state and “flips” a
PC marker, in actuality the enemy PC marker is removed re-es-

g'z. Playet:‘s Deal Strhatelgy Cards h dealt S c Eglishing friendly control of the space (see 11.1). If a Union PC

uring each game turn the players are each dealt Strategy Cargg qr i placed on a non-destroyed Confederate Resource Space,

Four each on turn 1, five on turn 2, six on turn 3 and seven qh; : . .
is destroyed (and the appropriate SW effect is applied [12.2]).
turns 4 through 13 (as shown on the Game Turn Track). When- yed ( Pprop pplied [ D

ever the Strategy Deck is exhausted, or when demanded byS&EP 2: Next both players determine State control (i.e., who
special event card [4.4], the deck is reshuffled and play contircontrols the Confederate and Border States) and Union SW pen-
ues. Whenever the Strategy Deck must be reshuffled, reshufidties for the presence of Confederate PC markers in Union states
the played and unplayed Strategy Cards to form the new dedk2.1]. State control is determined by a side having PC markers
Do not include those cards which have been removed from thie the required number of spaces as denoted by the values on the
game permanently. map [12.11, 12.13]. In addition, naval control of the Mississippi

provides the Union with a one-time bonus [12.8].
3.3 Strategy Rounds

3.31 WHO PLAYS FIRST: If the Confederate player has a Ma- STEP 3: Lastly, Union War Weariness and Confederate War Guilt
jor or Minor Campaign Strategy Card, he may choose to go firseW penaltie_s are assessed [12.9]. Forts on the game turn track
if he wishes, but then must use that card as an EC card. Othafe now available [6.8].

wise, he tells the Union player to proceed. The Union playe§_5 Attrition Phase

then plays the first Strategy Card and goes first.
Pay 9y g During this phase all spaces containing three or more SPs expe-

3.32 PROCEDURE:After one player has played the first Strat- rience attrition (rule 9).

egy Card then the other player plays a Strategy Card. The play-

ers continue to alternate playing Strategy Cards until all cards 6 ENnd of Turn

each player's hand have been played. Based on how the strAfter all attrition has occurred, the game turn is concluded. The
egy Cards are p|ayed, one p|ayer may exhaust his cards priorq@me ends on the last turn of the scenario or if either player
the other player. In this event, the player who still has Strated/lfills an automatic victory [17.2]. If neither of these condi-
Cards plays them, one at a time, until he has played out his f2nS IS met, start a new game turn.

tire hand. When all the cards in each player’s hand have been

played, the strategy rounds end. A strategy round is the play of

one card, not two cards in succession.
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played. A Strategy Card whose event calls for the card to be

4. Strategy Cards _ ! .
DESIGN NOTE: The Strategy Cards are the engine that runremoved from play is only removed if the card is played as an
| C not an OC.

this design. The cards are designed to present the player wi

his political and operational options. The use of Strategy Cardg.22 ENEMY EVENT CARDS: A Strategy Card with an en-

as political instruments will slow the operational tempo ofemy event may be played as an OC. Event cards used as OCs do
military operations. The converse is also true. Both sides spefbt have their instructions implemented.

the first year of the war, 1861, mobilizing and organizing their
war efforts. 4.23 DISCARDING: If a player has at least one Strategy Card

in his hand when it is his turn, he must play it or discard. Dis-
4.1 Operations Cards (OC) carding a card counts as a Strategy Card play, but none of the
During a strategy round a Strategy Card can be used as an @pstructions of the card are implemented. Neither player can vol-
erations Card (OC) or as an Event Card (EC). You cannot uselatarily discard Special Event cards. The Union player may not
Strategy Card as both. When a player uses the numerical rativgluntarily discard the Red River Campaign card.

on the card (one through three) to conduct a game function, t%%4 EVENTS THAT REMOVE SPs: Certain cards force the

card is being used as an OC. P""‘Y'”Q a Strategy Card as an removal of infantry SPs, not cavalry SPs, from the map. The
allows you to do one of the following: o . . ]
card specifies which side chooses:

A Znodvz forces(SPs, generals or Armies). See rules sections 5 Confederate Choice: Balls Bluff, Union Arms Production De-
) lay

B. Create an Army: Playing a 2 or 3 value OC allows an Ar.my +_Union Choice: Union 90 Day Enlistment’s Expire, Draft Ri-
marker to be placed on any controlled space containing at _,
ots in NY, Contraband of War

least one general and five or more in supply SPs [5.2]. )
« Card Player’s Choice: Dysentery

C. Relieve an Army’s general[5.6] ]
. Note: The last infantry SP of an Army can be removed.
D. Reorganize generalg$5.6]

E. Place forts: A player may place a fort in any friendly-con- 4.25 INTERRUPT CARDS: Some cards allow a player to “in-
trolled space that does not contain a fort by playing a 3 O@rrupt” the other player’s action (such as Quaker Guns). When
Confederate or 1,2, or 3 OC Union [6.8]. a player interrupts the other person’s card play with a card, the

F. Place PC markers:A player may use a Strategy Card to conditions _of the “i_nterrupt” card overri_de or modify the origi-
place PC markers on the board [11.3]. nal card’s instructions. Upon completion of the interrupt se-

quence, the player who played the “interrupt” card then takes

These game functions are covered in the indicated section of tAg; normal strategy round. If an interrupt card is used to inter-

rules. rupt one of the moves of a campaign card, the remainder of the

moves are completed before the interrupting player takes his

4.2 Event Cards (EC) . strategy round. Each move on a campaign card may be inter-

4.21 PROCEDURE:AIl Strategy Cards can potentially be ,,teq distinctly in this manner. Naval moves cannot be inter-

played as an I_E_vent Card (!EC). Ev_ent Cards allow the player Fﬁpted unless specified by an event.

incorporate critical events into their overall strategy. The event

on each Strategy Card carries specific instructions as to whi¢h26 REMOVAL CARDS: Certain cards allow a player to re-

side can play it, when it can be played, and the effects of it beirgove a card from the other player’s hand (such as Confederate

Railroad Degradation). The removed card is discarded, after
which the player who lost the card takes his normal strategy
round.Exception: After the Confederate player removes a Union

Card I.D. NumbeVA-- card with the Forward to Richmond card, the Union player uses
)' 3) Forward to Richmond as his card play for the next strategy round.
Operation Card Value-
' ﬁ 4.27 REINFORCEMENT CARDS: Events that generate new
COLOR CODING: . A SPs, can never be brought into play in an enemy occupied space
A grey circle indicates a GO i o L .
Confederate event, a blue mp st R (SP or fort)_ even if thls_condltlon is missing from the card text
circle indicates a Union T other conditions are unique to each card.
event. A circle with both e . . .
colors indicates an event JOSAH GORGAS 4.3 Major and Minor Campaign Strategy Cards
which can be used by '[:h[ff ﬂf []']'d[lﬂ]]l:l: 4.31These cards allow a player to conduct two or three Army,
either player. Cosdedere ik e thice 5 Corps, Division, or Cavalry Brigade moves on the play of only
Event | s increly contrled space with 1 LOC, one EC. Complete the movement of each general or Army plus
__"’i:_‘ _'_‘I"':flj[‘"'* "*;.":_“ "“:l' any resulting battles prior to moving the next general or Army.
[ A — No SP, general or Army marker can be moved twice with the
same campaign card—you must move a different force each

.
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move. A force (Army, generals, and SPs) that is activated ardiscard causes the Strategy Deck to be reshuffled before the next
has its movement cancelled by an interrupt card cannot be agame turn.

tivated for the remainder of that Campaign event. More tha . . . -

one Major or Minor campaign card can be played as an E nce Foreign In'Ferventlon occurs the following conditions pre-
each turn. It is possible, but not probable, that a player coul\éall for the remainder of the game.

play two Major Campaign and five Minor Campaign cards inl) The Union Blockade Level is immediately reduced by one
the same turn. and cannot rise above a level of four for the remainder of the

] ] game. Flip the Union Blockade Marker to indicate this con-
4.32 Naval Movement:Only one of the moves in a Major or dition.

Minor Campaign can be a naval move (see rule 6). The Uniog The Uni d hi inf b | of 2 SP
player can use all of a Major or Minor Campaign card’s activa“ e Union reduces his reinforcements by a total o S

tions to conduct one Special Army move (6.15). durm.g each Remforcgment Phase (Union player choice of
location) for the remainder of the game.

4.4 Special Event Cards 3) Union Strategic Will is reduced by ten (one time penalty).

There are two special event Strategy Cards: Emancipation Proc- . ) )

lamation and Foreign Intervention. Once these cards have h4d® Strategic and Operational Concentration

their event implemented they are removed from the game. €ards

due to a discard event (e.g., Choctaw Indians) a Special Evenitere are five cards that allow for a Strategic or Operational

card would be discarded, its event still occurs if its conditiongoncentration of forces followed by a general being activated

have been met. who must then attempt to attack an enemy force (an ungarrisoned

EXAMPLE: The Confederate player plays Choctaw Indians angnemy fort counts as an enemy force for this purpose).

the Union randomly discards the Foreign Intervention card. If4 51 CONCENTRATING EORCES: All SPs moved must use
the Confederate Strategic Wil is at 110 or greater, the Foreigrlla“ connections exclusively, no road connections allowed. No

Intervention event is immediately implemented. Generals may move when concentrating SPs. Consequently, the

4.41 Emancipation Proclamation:Regardless of which player concentration space must have a rail connection to other spaces
picks the Emancipation Proclamation card, it must be p|ayeqnd be a space in an original Confederate state. This is even true
during a Strategy Round at the first opportunity if its condifor the Seven Days/Chattanooga event when played by the Union.
tions are fulfilled. If the conditions of the Emancipation areA player may forgo moving any SPs and just activate a general
fulfilled, flip the game turn marker to its Emancipation Procla-and attempt to attack an enemy force, in which case no rail con-

mation side as a reminder to apply Confederate War Guilt SWection is necessary. The Union player may use the B&O rail
penalties [12.9]. connection for the Chattanooga Operational concentration card

event.
Exception:|If the conditions for playing it are not fulfilled at the
time it is drawn or during the turn it is drawn, then it can be#.52 ACTIVATING THE FORCE: Ageneralin the concentra-
played as an OC as the last card by the person holding it. If tHen space must be activated who must attempt to attack an en-
playing of the Emancipation Proclamation as an OC were t8My force (ungarrisoned forts count). All rules for land move-
resultin a medium or large battle victory, the Emancipation Prodnent pertain. All SPs do not have to be moved from the concen-
lamation event is not triggered. The discarding of the Emancfration space, the player chooses how large a force to move as
pation Proclamation special event card or the play of it as an 0@ng as an attempt to attack an enemy force occurs. If the acti-
causes the Strategy Deck to be reshuffled before the next gaif@ied general attempts to enter a space with an enemy force that
turn. In the unlikely event that both the Emancipation Proclasuccessfully retreats before combat, the mandate to attack has
mation and the Foreign Intervention are in the same playerkeen fulfilled and the player may continue moving without any

hand, the Emancipation Proclamation is the last card p|ayé§rther restrictions. Note: Interrupt cards can prevent or modify
unless its condition is met earlier in the turn. the activation of the force, which removes the requirement to

attempt an attack and does not stop the concentration of forces
4.42 FOREIGN INTERVENTION: The Foreign Intervention prior to activation.

card must be played during the strategy round if its conditions

are fulfilled. However, you don’t have to play it right away, you4.6 Forward to Richmond

can wait until the last round if you wish. DESIGN NOTE: This card is intended to cause the Union player
to do something that they usually do not want to do. Histori-

Exception:If the conditions for playing it are not fulfilled, then (ﬂ;”y there was continuous pressure from Lincoln and the pub-

:t canno; .be Iﬁ)layled as, ar? Ezj/elr;t ﬁ.nd must bﬁ he!d to bt()ecorl’ne to capture the Confederate Capital. This card reflects this
astcard in the player's hand. Ifthis occurs then it can be play§Qey, ica) situation and prevents the Union player from ignor-

ahs an ocC (|fbthe IEma(\jnupann Proclgmatllon excgpulon O(;:CU_FE‘%this historical imperative. Players over the years have at-
then it can be played as the second to last card played). pted every dodge that human creativity can imagine or de-

playing of the Foreign Intervention event card as an OC or Fise to try and avoid the full impact of the “Forward to Rich-
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mond” event. This section of the rules is a further attempt t
close any doubt as to the strategic intent of this card.

4.61 Strategic Intent
The Union player MUST activate a Union Army and attempt tq Sy = e
capture Richmond.

PLAY NOTE: If the Union has only one Army covering Washg.,
ington, this event can be a game changer. Consequently, as |0
as the location of this card is unknown (draw deck or ene
hand), the Union is at risk. Conducting a Seven Days Canj# T T o s
paign (using Special Army Naval move to place an Army led b ;
McClellan in Fort Monroe) can neutralize the worse effects oé. Land Operatlons

this event. DESIGN NOTE: The Civil War was fundamentally a war of
4.62 Forward To Richmond Event maneuver. The game views land operations as a series of op-

The Union player has to move a Union Army that meets thgrations of varying size. The operational tempo of the game is

criteria on the “Forward to Richmond” event toward Richmonoqutated by the play of Operations Cards. The larger the opera-

by the shortest direct path possible and try and capture the spaté%n’ t_he greater its capability to alter Fhe political and milita_r Y
tuation on the ground. Hence, Armies have a greater ability,

When more than one such path exists the Union player ¢ . L o
choose, which one to take. The Union player cannot pick up e to their larger logistical organization, to advance and leave

drop off any SPs beyond the 1 SP allowed by the card if th@trail Qf PC markers_behind them. For the same reasons, Armies
Union movement originates in a space with a fort. The Unioft'®: with few exceptions, unable to use naval movemen_t. Atthe
cannot pick up or drop off any Generals during this event. Th8ther end Of_ the spectrum, the Confederacy's Cavalry Brigades,
Union can convert Confederate spaces as they move toward Ri%’)ﬁhen u;ed mdep.end_ently, can stop_the_ advance of a large Army
mond, which may allow the Union Army to run out of move- y preying upon its line of communication.

ment prior to reaching the Richmond space. However, the integt_l Land Movement Overview

is the Union Army, if possible, must attack and attempt to Caks 11 PROCEDURE: Land movement occurs along road and

:Ere R|chm§;nd. O%i:e t?ﬁ Army (,anters R.'Chmon? ?n(? CONVerSil connections between spaces. It costs one space of move-
e space (if possible), the army’s move is completed. ment to move from a space to any adjacent space, whether by

4.63 Forward to Richmond and a Default Commanding road or rail connection. Moving units which enter an enemy-
General occupied space [5.7] must stop and conduct a battle (rule 7).
An Army commanded by a default general (5.28) is unaffectedhere is no limit to the number of strength points that may be in
by the Forward to Richmond event. a space at one time.
4.64 Forward To Richmond when Richmond is Union 5.12 FOUR TYPES OF LAND MOVEMENT: Land SPs are
Controlled moved as either an Army, Corps, Division, or Cavalry Brigade.
DESIGN NOTE: View this as a Union army moving on RichAn Army move is when the commanding general of an Army is
mond to quell a local revolt. activated by an OC and moves the Army marker and all its asso-
ciated SPs. A Corps move is when a general without an Army is
Follow all of the conditions in 4.62. activated by an OC and moves from one to six SPs. A Division
move is when one to three SPs move without a general or Army.
- - A Cavalry Brigade move is when a Cavalry Brigade (which con-
sists of a Cavalry General and 1 SP amalgamated into one unit)
moves aloneNote: The terms Army, Corps and Division are
g s » used within the rules as terms of convenience rather than his-
N adaan ki torical designations.
“Forward to Richmond” 5.13 MOVEMENT RATES: Organizations move up to the fol-
U ey aric s i oy widhn 4 s lowing distances when activated: An Army move is six spaces
s T et with up to 15 SPs (Cavalry Brigade SPs count against this limit)
S R r;-.-;: and additional generals [5.29]. A Corps move is eight spaces
e 58 g el e s b with up to six SPs plus the Corps general and one additional
Eplonile i vra, i s general or Cavalry Brigade (which counts against both the SP
s U'moa Fasd whick s-derusicd wdvie e limit and as an extra general). A Division move is up to five
I et T N spaces with one to three SPs with no generals. A Cavalry Bri-
L, ¥, gade may move ten spaces, but may not include additional gen-
erals.
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5.14 ACTIVATION: Ageneral is activated when an OC is playedgeneral on the map (not Army Display) has a higher political
whose value is equal to or greater than the general’s Strateggting than the new commanding general’s political rating (re-
Rating. Normally only one general is activated when a Strategyardless of how many such generals exist).

Card is played (unless a Major or Minor Campaign event card is
played). However, that same general can be activated once each 3 m 3 E 3 3
round. EH .1-1 ll-ll' @lr—u

EXAMPLE: A general with a Strategy Rating of 3 can be movedxAMPLE: It is 1861 and the Union is creating the Army of the
on the play of a3 OC. A general with a Strategy Rating of 2 cagumberland. In the space are Buell and Rosecrans. Buell is
be moved on the play of a 2 or 3 OC. A general with a Strategyoing to command the Army, because his political rating is
Rating of 1 may be moved on the play of a1,20r30C.  higher than Rosecrans. However, at this time both Fremont and

5.15 PICKING UP AND DROPPING OFF SPs:An Army or Butler are on the map and each of these generals has a political
Corps move may freely pick up and drop off SPs during its mov@tmg of ?] The Unpr;}play(i:‘lr_would payjl penalty of 2 SW for
(even SPs previously dropped off) as long as there are nev@Fating the Army with Buell in command.

more than the maximum allowable units mOVing with the ArmyOnce a genera| is in command of an Army he can on|y be re-
or Corps at a given time. A Division move can drop off, but nopjaced with another general by relieving him [5.61]. The high-

pick up SPs. A Cavalry Brigade move can nelther. pick up NG&st ranking non-commanding general in an Army may not leave
drop off SPs. Generals may be dropped off and picked up lik@ie Army either by being dropped off or with a Corps move. The
SPs with nUmerIOUS restrictions (See 5.29 and 534), but the an‘ﬂy way to remove the h|ghest ranking non_commanding gen-
eral used to activate the move may not be dropped off [5.6]. eral from the Army is through the use of an event card or Gen-
MOVEMENT SUMMARY gral Casualty. Hovv_evc_er, due to the intro_duction of new generals
into an Army or relieving the commanding general, the highest

Srganization Max. Size  Movement  Generals ranking non-commanding general in an Army could change
Army 15 SPs 6 spaces  See 5.29 9 99 y ge.
Corps 6 SPs 8 spaces See 5.34 5.23 ARMY MOVEMENT PROCEDURE: An Army marker
Division 3 SPs 5 spaces 0 may move when its commanding general is activated [5.14]. An
Cavalry Brigade 1 SP 10 spaces  Associated Ca\f\rmy move may move the commanding general and up to 15 SPs

plus all generals [5.29] and Cavalry Brigades associated with that

General only Army. NOTE: Cavalry Brigade SPs count against the 15 SP limit.

5.2 Armies 5.24 ONE ARMY PER SPACE:An Army may move through
.21 ARMY CREATION AND ELIMINATION a space with another friendly Army. If as a consequence of move-
CREATION: Playing a 2 or 3 value OC allows an Army markerment, interception, or retreat there would be more than one
to be placed on any controlled space, with a LOC, containing gendly Army in a space at the end of a move, one of the Armies
least one general and five or more in-supply SPs. Cavalry Bris immediately removed from play (prior to battle if necessary)
gade SPs count toward this SP requirement. After the Army {3jih a1l generals being removed and available for returning to
created, move the generals, Cavalry Brigades an_d associated %E@ next turn, except Confederate cavalry generals return in
to the Army Strength Track located along the side of the mapy ee game turns. The removal of an Army in this manner car-
Use the corresponding Army SP marker to denote the currefkg the normal SW penalty (minus 10 SW Union or minus 5 SW
strength of the Army (including Cavalry). Place the Army markeconfederate, see 12.7) and an additional penalty of the political
on the map in the appropriate location. rating of the Army’s commanding general [5.61]. The SPs all

ELIMINATION: The instant that an Army has zero SPs (even i?€come part of the remaining Army (up to the maximum of 15
located on a fort) the Army is eliminated. This determinatior>!'S: Place any excess in the space).
occurs prior to retreat from a battle, so the Army is unable t®LAY NOTE: This is not a good mechanism for removing bad
retreat onto a friendly SP to avoid elimination. An eliminatedgenerals, see 5.6 for other methods.
Army has all of its generals (minus potential General casualties)
placed on the game turn record track to return to play next gan§e25 MOVEMENT RESTRICTIONS: Army moves may
turn except Confederate Cavalry generals who return in thr ver. .

use the rail movement bonus [5.9].

game turns. The elimination of an Army carries a Strategic Will L :
penalty (12.7) that is applied immediately. « use naval movement, unless it is one of the two special Army-

size naval moves listed in rule 6.15 or a naval retreat [7.62].
5.22 DESIGNATING THE COMMANDING GENERAL: If 6 MOVEMENT AND POLITICAL CONTROL: AnA
more than one general is present, then the one with the highés% - AnArmy

political value is the commanding general. In cases where t\/\}gat co?talns one olr:)ncﬂore |r|lfantry ?PS ha;gunqukJe c_apablllt¥[ tol
or more generals have the highest political value, the ownin nvertan enemy marker or piace a marker in a neutra

player determines the commanding general. When an Army enemy-c_ontrr]olled spac: tZ exp(;ndl(rj\g an addhltlonal Spf”‘cfe of
created, the player’s Strategic Will is reduced by 2 SW if an)movement In the space. An Army that does not have any infan-
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try SPs (comprised exclusively of cavalry brigade SPs) does NQJible to be moved via the “Forward to Richmond” event, even if
have this ability. An Army that starts its activation in an enemyplayed by the Union.

controlled space can use its first space of movement to convert

the space prior to displacing to another space. This space ccﬁ]—zg, NUMBER OF GENERALS IN AN ARMY: At the be-
version counts as the first space of movement for the “mud'"nN'ng and end of each strategy round, the number of generals

March” card. In 1861, 1862 and 1863, the Army must be in su n an Army may not be greater than three more than the number

ply to utilize this capability. This restriction is lifted from 1864 of SPs in the space. There can be fewer generals th.an SPs in an
until the end of the game for both sides. Army. Cavalry Brigades count as one general for this purpose.

If at the end of any strategy round this requirement is not met,

then excess generals (picked by the opposing player), not Cav-
% alry Brigades, are placed on the reinforcement track to reenter
L play next turn.

=, B EXAMPLE: If an Army has been reduced to 1 SP, it cannot have
e more than four generals in it.

& DESIGN NOTE: Armies had organizational structures that are

s abstractly simulated in the game. The idea is that each general
e, in an Army is commanding part of the forces present. If the
A forces are too small to gainfully employ all of the generals, then
I\f the excess are reassigned. Historically it was usually the better
officers who were promoted and reassigned (although not al-
ways). Since | can' trust to the altruistic instincts of competi-

EXAMPLE: If a Union Army entered the neutral space of Bowlﬁve players, I will rely on the good auspices of the opposing

ing G_reen, KY and expended an additipnal space of movemeB}ayer to pick which leaders are the best candidates for reas-
a Union PC marker could be placed in Bowling Green (total

. . ° %jgnment.

cumulative expenditure of two spaces). The Union Army coul

then enter Clarksville, TN and expend another additional spacg.3 Corps

of movement, placing a Union PC marker in Clarksville (UsingpESIGN NOTE: A Corps is a term of convenience to denote a
its fourth space of movement). The Union Army could then e8mall to medium size independent command. All generals in
ter Nashville, TN that contains an enemy SP and fight a battihe game were significant personages who were in control of
(on its fifth space of movement). If the Union Army wins thghdependent forces or part of an Army command organization.
battle it could either move into an adjacent space or expend itphe intent is that each of the generals in play must be either in
sixth and last space of movement to place a Union PC markgbmmand of someone at the beginning and end of each strategy

in Nashville. round or subordinated to another general. Additionally, the rules

DESIGN NOTE: The design assumes that an Army is a Iarz?tempt to impose a simple organizational scheme on thesg in-
infantry formation with some attached cavalry. Many player _ependent commands. Hence, you cannot QHOW several mfe-
through aggressive play circumvent this historical reality and'°" geljerals to commgnd . S.P' A.ny player a(_:tlon taken to a\_/0|d
run their armies down to very small size, often comprised of ysing, in some capacity, an mfenor generalis a contraventl_on
cavalry SP or two (represented by one or two cavalry brigade f the rules, no ”?a“ef what kind of Iooph.ole players may th'nk
with no infantry SPs. Players should note that ‘Mongol’ armie ey have found in these rules. The practical game applications

(cavalry SPs only) lose their ability to convert spaces througf?f this are that each general must begin qnd end each strategy
movement like a properly constituted army. round in an Army command structure or in a space that has a

number of SPs within one of the number of generals in the space.
5.27 BATTLES AND MOVEMENT: An Army move does not Historically this simulates each general in the space command-
necessarily conclude at the end of a battle [5.73]. ing a Division.

5.28 DEFAULT COMMANDING GENERAL: If an army 5.31 CORPS COMMAND: Any space with generals and SPs
marker loses its commanding general, the highest P rated gemhich does not contain an Army is considered to contain a Corps.
eral in the army immediately becomes the commanding getwhen there is an active general (the one who is in the process of
eral; in case of ties, the owning player chooses. If an army markeroving), the active general is in command. When no generals
temporarily loses its commanding general and no replacemeate active, then the general with the highest political rating is in
is immediately available, the Army has a default commandingommand. In case of ties, the owning player chooses the corps
general (no counter) with a Strategy Rating of 3 and offensiveommander. The distinction of being in command when inac-
and defensive battle ratings of 0, but it cannot voluntarily movéve is important for interception, retreat before combat, and
until this default commanding general is replaced by one with battle. During play the composition of a space will change due
counter. An Army with a default commanding general is not elito movement, interceptions, and retreats. Consequently, the gen-
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eral with the highest political rating is likely to change over thdf at the end of any strategy round this requirement is not met,
course of a turn. then excess generals, not Cavalry Brigades, are placed on the

Game Turn Record Track to reenter play next turn (the opposin
5.32 CORPS MOVEMENT PROCEDURE: A Corps may né play (the opposing

. . 4 ayer picks the excess generals). During the course of a strat-
move when a g_eneral_|s activated [5.14]. The Strategy Rgtlng y round these criteria may be and often are violated, just as
the general being actlyated for the Corps move determines t g as they have been satisfied at the end of the strategy round.
.OC cost. Any ger)eral In a space may be ac_tlvated, r_10t necesﬁﬂr'despite good intentions or enemy play, a general is in viola-
ily the general with the highest political rating, but if an addi-

. . o tion of 5.34, he is removed.
tional general moves with the Corps from the activation space,

his political rating must be equal to or lower than the activate§ LAY NOTE: Very competitive players often find ways to gain

general. Once a Corps leaves its initial activation space, gen&dvantage from loopholes in rules like this which require far
als who have higher political ratings than the active general corfl0re rules writing than is reasonable. If the opposing player
manding the Corps can be picked up and dropped off, but tﬁi@tgrmlngs that this requirement or 5.29 .has _npt been met to
active general is still in command. During the course of the Corgd/0id paying a SW penalty or some other identifiable game ad-
activation, SPs and the accompanying general may be droppédtage, then h(_e can cry foul to enforce the rule or allow the
off and picked up, but the organizational restrictions in 5.34 mugtituation to persist until all strategy rounds have been played.

be met by the end of the strategy round. The Cavalry Generglas corRPS MIXING WITH OTHER ORGANIZATIONS:
who is part of a Cavalry Brigade cannot be the commanding Corps may move through a space with any combination of
general in the conduct of a Corps move. friendly generals, SPs and Army markers. If as a consequence

E

and Burnside (P6) with 1 SP. The Union friendly Army marker at the end of its movement/retreat, then
activates Burnside with a 20C. who movesit IS immediately incorporated into that Army. A Corps move

alone to an adjacent friendly controlled space then moves badRrough a space containing a friendly Army is not incorporated

to its activation space and picks up Fremont and the 1SP. Burnsidd© that Army.

is the active general in command. After Burnside completes hiS3g cORPS DETACHMENT FROM AN ARMY: A Corps
activation, Fremont immediately becomes the commanding geRiove can originate from within an Army. The only restriction is

eral once the force is inactive due to his higher P rating. the general activated for the Corps move cannot be the Army’s

5.33 CORPS MOVE SIZE LIMITATIONS: A Corps move commanding general or the general with the highest political
can move up to six SPs plus one additional general. Cavalf@ting who is not the Army’s commanding general. The Strategy
Brigades count as 1 SP against the SP limit and as one gene :!i_tlng of the general being activated for the Corps move deter-
consequently a Corps that contains a Cavalry Brigade has reactiBifes the OC cost. If the Corps move takes the last SP from the

its limit of one additional general. A Corps move may use rail of 'y, the Army is immediately eliminated and an SW penalty
naval movement. A Corps move does not necessarily cease'&fSsessed.

the conclusion of a battle [5.73]. If for any reason the only SP i§ 37 BATTLES AND MOVEMENT: A Corps move does not
a Corps move is a Cavalry Brigade (such as a non-Cavalry Gel'?écessarily conclude at the end of a battle [5.73].
eral moving with a cavalry brigade), the force still moves like a

Corps (not like a Cavalry Brigade). 5.4 Division Moves

5.34 CORPS ORGANIZATIONAL RESTRICTIONS: Anin- >4t PROCEDURE:One to three SPs that occupy the same
space can be activated by the play of an OC or a campaign card.

active general may never be left with no SPs at any time. Not .
a fort is zero SPs not no SPs. Additionally, the beginning an‘?(;ne number of SPs that can move on an OC is equal to the value

. of Ithe OC. ADivision move initiated by a campaign card activa-
end of each strategy round, each general in the game must mge 2
one of two critefia: tion can be for one to three SPs. A Division move ends at the end

] of a battle. At the conclusion of a Division move, all restrictions
1) Must be part of an Army on its army track [5.29], OR in 5.29 and 5.34 must be met.

2) Must be in a space where the number of generals in the space o
is not greater than one more than the number of SPs in tRe#2 MOVEMENT RESTR'_CHONS: Division moves may
space. There can be fewer generals than SPs. drop off SPs, but may not pick up SPs. Division moves may not

enter enemy-controlled spaces in enemy controlled or neutral
Note: Forts are zero SPs and can support one general, but @order States.

empty space cannot support a general.

_ EXAMPLE: A Union SP conducting a Division move may NOT
EXAMPLE: A space with 2 SPs may not have more than thregter an enemy-controlled space in Tennessee if Tennessee is
generals in the space. still Confederate-controlled. A Union SP conducting a Division

Cavalry Brigades count as both 1 SP against the SP limit and move could enter a friendly space (Union PC Marker) in Ten-

one general Consequenty a Corps thatcotans a Cavay B o5 421 1 E7nessee Ul Confederate contolec | cole
gade has reached its limit of one additional general y P

Union-controlled.
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PLAY NOTE: Since an original Union state is always Union5.5 Cavalry Brigades

controlled, a Union Division move can always enter a Confedpes|GN NOTE: Cavalry Brigades are raiding forces whose
erate PC marker in an original Union state. A Confederate Dimain function is to cut lines of communication (covered in sec-
vision move can never enter a Union PC marker in an originajion 8 of the rules). They are not faster Corps movements de-
Union State E|ther side’s Division move can enter an enerrgigned to Capture territory_ The Cava_“‘y Brigades in the game
PC marker in a friendly controlled border or Confederate staterepresent the mounted cavalry. The Cavalry Generals in the
A Confederate Division move cannot enter a Union PC markegame not only represent the historical personage, but also rep-
in a Union controlled original Confederate state. resent the training and cost of raising cavalry units. Conse-

5.43 NAVAL MOVEMENT: Moving SPs by naval movement quently, When a C:_;\valry General is put into play he is_ im_medi-
without a general is still considered a Corps move. What thi"é,"te_Iy ”?a”'ed up W'th an SP already n play, t_he combination of
means is the Division move can enter an enemy-controlled po‘ﬁh'Ch 1S rgplacgd with a Cavalry Brigade piece. The Cavalry
without a general because the Navy is supplying that Ieaderstﬁp;'gade piece is both a genera_ll and 1 SP for all game pur-
as in a Corps move, but after entering the enemy-controlled pcﬂ SES. Whenever agame functlon_ causes one or bo_th. elements
all Division move restrictions then apply. Regardless of hOV\}O be eliminated (Cavalry General is killed or SP is eliminated)

many SPs make the Division move by sea, it still costs a 3 O_lg;rr]ep.resent_s thﬁ loss of t?'s spzuallzed unltdfor a peCnod ?f tllr?’ng.
card or an event card to make a naval move. e intent is that, once formed and moved as a Cavalry Bri-

gade, the unit cannot move into enemy territory and convert
5.44 DIVISION DETACHMENT FROM AN ARMY OR into infantry to circumvent the rules on Cavalry Raid limita-
CORPS tions [5.53].
A Division move can originate from a space that contains an
Army or corps. If the division move takes the last SP from thé'51 CAVALRY BRI.GADE. CRE-
Army the Army is immediately eliminated. If the division move ATION: A Cavalry Brigade is create

takes SPs from the Corps such that rule 5.34 cannot be met iWQen Ia Ca\(/qurylGeneraI IIS placed 02 tC v G land 1
likely an illegal move unless the situation is rectified by the en ap. Immediately upon placement, the Cavalry General an

of the Division move. Pin thg space are removed fror_n the map and replaced with the
appropriately named Cavalry Brigade. Once created a Cavalry

PLAY NOTE: Since a Division move cannot move after it fightBrigade cannot be separated into its constituent parts without

in a battle there are very few situations where making a Diviboth parts leaving play for a period of time. A Cavalry Brigade

sion move out of a Corps, such that rule 5.34 would be circunis a dual unit and at all times is both a general (is eligible for

vented, are legal. General Casualties and subject to organizational restrictions) and
1 SP (counts against all movement limits and can be eliminated
in combat).

Wl

EXAMPLE: The Union plays a Major Campaign card allowing a die roll of 1-3). That battle is fought before the Union player can
him three moves. His first move is a division move sending two SReke his third move, which is to activate the Army of Tennessee
to Somerset. Note that the two SPs cannot enter Clinton, Tennesid move it to McKenzie. Since armies can move six spaces, the
see because division moves cannot enter enemy controlled spatbson player uses an additional three MPs to place PCs in
in an enemy controlled state. His second move is a corp move whiBtaducah, Columbus and McKenzie. Note that the Army of Tennes-
activates McClellan with his 5 SPs. McClellan’s move is stoppedee cannot enter Dover because such a move is prohibited in rule
in Clarksville when Jackson’s corps intercepts him (successful 08.24 (crossing a navigable river into a fort space).
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PLAY NOTE: The use of cavalry brigade counters is not opthe sole general in the space. A Cavalry Brigade stacked with
tional, even when placing the cavalry general in an Army. Thafantry SPs and no General can attempt a discretionary retreat
only place a Cavalry general counter can exist is on the gameé.23 and if successful retreats the entire force.

turn track. OPTIONAL CAVALRY GENERAL REPLACEMENTS
5.52 MOVEMENT PROCEDURE: A Cavalry Brigade may There are optional Cavalry generals supplied in the game. When
move when its constituent Cavalry General is activated (5.14)ne of the original cavalry generals becomes a general casualty
whose ratings appear on the counter. A Cavalry Brigade can mogtae to battle or an event it is permanently removed from play
up to 10 spaces (or 12 spaces if using the railroad bonus) A Caand its designated replacement general is placed on the game
alry Brigade cannot be separated into its constituents parts tatn track in its place (except Sheridan who goes on the game
any time during movement. A Cavalry Brigade move ceases &irn track). If for any reason that a replacement leader cavalry
the conclusion of a battle. general subsequently becomes a leader casualty it remains in
play and is placed on the game turn record track for return as a

5.53 CAVALRY RAID LIMITATIONS: Through the play of gﬁneral reinforcement.

an OC in a strategy round, a Cavalry Brigade can remove
enemy PC marker in a friendly (one that bears the color code @friginal General Replacement General
that side) or border space. A Cavalry Brigade can never placeqyfederate

PC marker on the map. A Cavalry Brigade cannot place (NOgqrest Pegram

flip) a PC marker in any space during a Political Control Phaselvlorgan Armstrong

but may remove enemy PC markers during the Political Controk, 4t F Lee

Phase [11.1]. Van Dorn No replacement—permanently eliminated

PLAY NOTE: Cavalry Brigades are limited in what they canWheeler Wharton
accomplish politically, as the locals expect their imminent degjnion

parture. They can free their original spaces, but will soon bep|aasanton Kilpatrick
forgotten upon departure from border and enemy original statesgneridan Sheridan (no replacement counter)
5.54 CAVALRY BRIGADE DESTRUCTION: If at any time  Stoneman Mitchell

the Cavalry General is killed during a battle or due to an eve 6 Generals

card, the Cavalry Brigade piece is removed from play and 1 S . . .

) enerals enter play during the appropriate Reinforcement Phase

is placed on the Game Turn Record Track to return next game . )
X . . based on a fixed schedule printed on the Game Turn Record

turn during the Reinforcement Phase. If this was the last SP

an Army, the Army is immediately eliminated. The “dead” CaV_Jlnrack [10.6]. Generals are removed from the map when their

alry General is put on the Game Turn Record Track to return i%ntlre force is eliminated in battle and they re-enter play during
. . a future Reinforcement Phase. Generals can also be removed
three game turns (Confederate) or 1 turn (Union) (e.g., ifa Co

federate Cavalry General is “killed” on game turn 4, the Caval from the map when they are relieved of command [5.61] or

r
General returns on game turn 7). If the Cavalry Brigade SP ﬁ\rough the play of an event card.

eliminated in battle, the constituent Cavalry General is put 08.61 RELIEVING GENERALS: A player may only replace a
the Game Turn Record Track to return in three game turns (Cosemmanding general of an Army by relieving him. In order to
federate) or one game turn (Union). Whenever a battle resultsiiglieve an Army commanding general there must be at least one
SP losses where there is a choice as to which SPs are eliminaggdler non-Cavalry General in the Army. Cavalry Generals may
(cavalry versus infantry SPs) the owning player chooses whethgever be placed in command of an Army. The player plays an
or not to eliminate the Cavalry Brigade SP. If a cavalry generabC of any value and states he is relieving an Army commanding
is killed in a battle the owning player may use the associategeneral. The play of an OC initiates the relief of only one Army
cavalry SP to meet the loss requirements of that battle. commanding general, but if that general is also transferred, then

DESIGN NOTE: The Union has more cavalry than the Confec@nother Army’s commanding general will be relieved [5.62]. A
eracy through most of the war. The cavalry brigades represefi¢lieved general is either transferred, demoted [5.63] or perma-
the impact of cavalry on the war rather than what the raw numpently removed from the game [5.64]. The player that relieves a
bers would indicate. The Union Cavalry is designed to goverfieéneral inmediately reduces his SW by the general’s political
the number of offensive axes the North can prosecute simultgalue. If the Army was defeated in a large battle on the owning
neously; consequently it is replaced to maintain this limit. ~ Player’s last strategy round (even from the previous turn), the
SW cost to relieve the Army’s commanding general is half
5.55 CAVALRY BRIGADES STACKED WITH SPs: IfaCav-  (rounded up) of what it would be otherwise. The player may
all‘y Brigade is stacked in a space with infantry SPs and no Othéésignate any other genera| in the Army as the new command-
general, the Cavalry Brigade cannot move or intercept with th@g general. If the new commanding general did not have the
infantry SPs, although the Cavalry Brigade could still intercephext highest political value in the stack, then 2 SW points are

alone. If the space is attacked, the Cavalry Brigade (through ifaid for each general over which the new commanding general
general) can add his defense battle rating to any battle if heigas promoted.
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PENALTY SUMMARY: 5.63 DEMOTION: The commanding general of an Army who
< Reduce SW by an amount equal to the general’s political valugas been relieved can be demoted. A demoted general is placed
(cut the penalty in half, round up, if defeated in a large battlepn the Game Turn Record Track to re-enter play during the next

« Reduce SW by two for each general in the same space ovdginforcement Phase.

which the new commanding geperal is promoted. o EXAMPLE: To continue the example from 5.62, Meade after
* Reduce SW by two when creating an Army (not relieving arheing relieved by Grant as the commanding general of the Army
Army’s commanding general) if any general on the map (nNof the Potomac would be placed on the Game Turn Record Track
Army display) has a political rating that is greater than thyng then brought into play during the next game turn. Histori-
new commanding.general of the Army (regardless of how manya| Note: This is how Halleck was brought to Washington to
such generals exist). advise the President (plus add some defensive capability) and
[ —y Meade could be subsequently brought back into the Army of the

ﬁ 3 3 1 Iﬂ 3 Potomac as a subordinate to Grant.
S0-0| | LEo-2 || 3-3 -0

5.64 REMOVAL: A general who is relieved of command from
EXAMPLE: Fremont is the commanding general of the Army adin Army may be removed from the game at the discretion of the
the Potomac with McClellan, Butler and Grant present. Theswning player. Certain event cards permit a general to be re-
player plays a 1 OC card and states he is replacing Fremormhoved from play.

with Grant. Fremont is removed from the game and Grant is

the new commanding general of the Army of the Potomac with®> REORGANIZATION MOVE: Generals can move alone
McClellan and Butler remaining as subordinate generals. Th&Y Playing an OC card. The play of an OC card of any value can

Union player then reduces his SW by 10 points (Fremonts pdn©ve an unlimited number of generals, without SPs. The one
litical value of 8 plus 2 for General McClellan whose political ©<C€Pton to this rule is no space with an Army may move its
rating is 10; there is no penalty for Butler because his politica®Mmmanding general OR the general who is not the command-

rating is equal to not greater than Grants). ing general, but has the h|ghest. poI_ltlcr_all value in the space _(|f
more than one general meets this criteria, player chooses which

5.62 TRANSFERRING AGENERAL: The commanding gen- one stays). Cavalry Brigades may not be part of a reorganization
eral of an Army who has been relieved can be promoted immenove (Historical Note: Large cavalry forces usually had to re-
diately to command of a second Army (this assumes that thieploy via road). A general moves like a cavalry unit (10 spaces).
Armies are in supply and a valid line of communication [LOC]A general moving independently can move an unlimited num-
exists between the two Armies). If the player decides to reshufflger of spaces along the railroad. Generals can use naval move-
his command structure in this manner, the relieved general musient to go from port to port during a reorganization move. Com-
be immediately placed into the second Army and an immediatgining rail, road or naval movement during the same reorgani-
relieving the general penalty procedure is conducted for the sexation move is prohibited.

ond Army [5.61].

5.66 MOVING GENERALS: An Army may drop off a general
Army of the Cumberland Army of the Potomac with or without SPs during its move, although the restrictions in

5.34 must be met. An Army may pick up a general during its
E 1 1 ﬁ 3 IE 3 E 2 move, but the restrictions in 5.29 must be met. A Corps move
3-3 3-3 2-3 1-2 -1 may drop off and pick up generals, but the restrictions in 5.34

_ ) must be met. A Division move may be initiated from a space
EXAMPLE: Grant is the commanding general of the Army ofyith a general, but the restrictions in 5.29 must be met. Cavalry
the Cumberland With Sherman and Thomas as subordinate 9eBrigades may not pick up or drop off generals. A general mov-
erals (McClellan is not on the map). The Union player playsng without SPs may not enter enemy-controlled spaces (whether
any value OC and pays 8 SW points for relieving Grant angy enemy, neutral, or friendly controlled states) even if the en-
promoting Sherman as the new commanding general. Theredgny controlled space contains a friendly SP or fort. A general
no additional cost for Sherman because his political value i?noving without SPs may not enter ANY space containing en-
greater than Thomas’. Grant is intended to be the new comsmy Sps or a fort (even a Union general using naval movement
manding general of the Army of the Potomac which currentlmong a river connection under Union naval control).

has Meade in command with Burnside as a subordinate gen- . . . o
eral. Grant is placed in the Army and another relieving proceiBESIG'\.l NOTE‘ MOV|ng generals V\.”tho.Ut SPs is intended to
v\ge restrictive, so if there is some situation that a player can

dure is immediately conducted whereby the player pays an ad- that i i licitl tioned in 5.66. th
ditional 5 SW points for relieving Meade and no additional S gsr?\laén up that 1S not explicitly mentioned In 5.6, the answer

points for promoting Grant over Burnside, because Grant ha
a higher political value than Burnside. The total cost of this5 67 SPECIAL GENERAL CAPABILITIES (Optional)

transaction is 13 SW points. Grant is now in command of thg you wish to add more historical flavor, use this set of optional
Army of the Potomac and Sherman is in command of the Armiyles for several of the generals.

of the Cumberland. Historical Note: This is basically what hap-
pened in the Summer of 1864.
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A. McClellan D. Sheridan

DESIGN NOTE: One of the big problems with McClellan isDESIGN NOTE: Sheridan acted in a capacity similar to Van
finding good reasons to use him while knowing that there arBorn in that for part of the war he was a Corps commander
better generals to put in command of Armies. Historically, Mcand also acted as a cavalry commander of large mounted forces.
Clellan was a tremendous organizer, military icon, and was th&heridan combines the capabilities of both Van Dorn and
architect of the Army of the Potomac which adored him. To cag~orrest.

ture these subtleties the following optional rules can be used &

Shesisdan

better represent this enigma of a general. = Sheridan has a Cavalry Brigade counter. As

an exception to the rules Sheridan (who is
Besides his special naval capability (6.15a, which i 25p 3-2 designated a Cavalry general) can be placed
not optional), the Union player receives the follow- on the map and used as a Corps commander with a P rating of 1
ing two bonuses for McClellan: (use special replacement counter). Any time Sheridan is acti-
. . . vated and moves with only 1 SP, the Union player, at his discre-
1.V\(h¢n McClellan is placed n comm_and of an _Arm_y that 'Sion, can replace Sheridan with his Cavalry Brigade piece. Once
within fqur spaces of the Union capital, the Union Imrmd"designated a Cavalry General he remains one for the remainder
ately gains a one time bonus of +5 SW. of the game and follows all rules for Cavalry Brigades. Once the
2.The Union receives an extra SP during his Reinforceme®heridan Cavalry Brigade is formed it can be built to 2 SPs at
Phase when McClellan is an Army commander in an Armyany time that it occupies a space with a friendly SP. Once built
with a LOC located in or adjacent to the Union capital. Thigo 2 SP strength it cannot be voluntarily reduced. If the Sheridan
SP must be placed in McClellan's Army. Cavalry Brigade loses 1 SP in combat, it is not destroyed but
B. Van Do continues to act as a normal 1SP Caval_ry Brigade. It can be
DESIGN NOTE: Van Dorn for the majority of the time was anbU|It b?ck t(()j 2t SPs attanyttlmtla. If the Sheridan Cavalry Brigade
independent commander, such as at Pea Ridge. He also act't‘g'cldes royed it can returm to piay.
as a Cavalry General for parts of the Vicksburg campaign prioPLAY NOTE: If playing with the optional cavalry general re-
to his untimely and ignoble death. To simulate this diversity gllacement counters Sheridan acts as his own replacement

roles, Van Dorn can act as a Cavalry General or a Corps comeounter and returns to play with the same optional capabilities.
mander.

. _ 5.7 Movement into Enemy Spaces
1 :H Van Dorn has an optional Cavalry Brigade 5 71 \wHO MAY ENTER: An Army, Corps, Division or Cav-
| 15210 counter. Any time Van Dornis activated and 4ry Brigade move with at least 1 SP may attempt to enter a
moves with only 1 SP, the Confederate space containing enemy SPs. A general without any accompa-

player, at his discretion, can replace Van Dorn with his Cavalr},ﬁying strength points may not enter a space containing an en-
Brigade piece. Once designated a Cavalry General he rema'@ﬁ,]y general, fort or SPs.

one for the remainder of the game and follows all rules for Cav-
alry BrigadesException: If he is killed, he is permanently re- 5.72 OVERRUNS:If the force ratio is 10-1 or greater and no
moved from play, he does not come back into play like othéert is present, then there is no battle, although retreat before
Cavalry Generals and has no optional replacement cavalry gerpattle is allowed. Instead, the smaller force is eliminated and the
eral. larger force may continue moving. If the moving force has a
force ratio of 10-1 or greater, but a fort is present, then a battle is
C. Forrest _ . conducted. If a space is occupied solely by an ungarrisoned fort
DESIGN NOTE: Forrest during the latter period of the war coastal or counter), then there is no battle, the non-coastal fort

acted as an independent commander and operated with forcggnter is removed, and the moving force can continue its move-

larger than a typical Cavalry Brigade. To simulate this, thement. An overrun triggers Emancipation including the capture
Forrest Cavalry Brigade can be increased to 2 SPs. or removal of an ungarrisoned fort.

Yam Dlarn

F“"_"'I ;_:";' Once the Forrest Cavalry Brigade is formed peg iGN NOTE: The capture of a fort (whether garrisoned or
E it can be built to 2 SPs at any time that it ngarrisoned) is a Newspaper headline event and is sufficient

33 i i ' - o :
occupies a space with a friendly SP. Oncegqoq news to trigger Emancipation. This also prevents a game

built to 2 SP strength it cannot be voluntarily reduced. If thick of evacuating a fort that is about to be overrun to avoid
Forrest Cavalry Brigade loses 1 SP in combat, it is not destroygﬁggermg Emancipation.

but continues to act as a normal 1 SP Cavalry Brigade. It can be
built back to 2 SPs at any time. If the Forrest Cavalry Brigade i8.73 MOVEMENT AFTER BATTLES: An Army or Corps
destroyed and returns to play, it retains this ability to build to a pnove does not necessarily cease movement at the conclusion of
SP size. a battle. If the moving Army or Corps is twice (or more) the size

] ] ] of the defending force, before battle, and wins the battle, then
PLAY NOTE: If playing with the optional cavalry general re- o Army or Corps can continue moving. An Army or Corps

placement counters, if Forrest is killed, the Pegram countegq g theoretically fight as many battles of this type as it has
does not possess this capability. spaces of movement.
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5.74 GENERALS WITHOUT SPS: If a force enters a space EXAMPLE: If a Confederate force moves around a Union Army
solely occupied by an enemy general, then the general is placedCorps, the Union player may attempt to intercept it only once.
on the Game Turn Record Track for entry during the next Reirlf the Confederate move is part of a Major Campaign event
forcement Phase. card then the Union player may attempt to intercept the move
nce, but would still have the ability to intercept each of the

PLAY NOTE: Thisis a ‘justin case’rule, since Generals Shou@ubsequent two Confederate moves once each

not remain in play if they are alone in a space without a friendly
SP. PLAY NOTE: A player gets one interception attempt per enemy

i move. No set of circumstances removes this capability.
5.8 Interception

5.81 INTERCEPTION PROCEDURE: Any force with agen- .83 BATTLE DIE ROLL MODIFIER (DRM): The player

eral (not a general alone) may attempt interception. An intercef?at made the successful interception gets a +2 DRM and is con-
tion can occur whenever an active enemy force enters an adfidered the defender in the subsequent battle.

cent road/rail connected space that does not contain an eneg\_)g Rail Movement Bonus

SP or fort. The interception attempt is successful if the intercep—91 PROCEDUREA C Divisi Cavalry Brigade (b
tion die roll is equal to or less than the commanding general%‘ ‘A Corps, Division or Cavalry Brigade (but

defensive battle rating. Modify the die roll by -2 if a Cavalrynot an Army) gains a two-space bonus for movipg exclus_ively
Brigade is making the interception or if a Cavalry Brigade ilong fngndly (not enemy controlled or.nfautral) rail connections.
present in the Army or Corps. A successful interception allow the entire movement occurs along rail line connections through

the force to be placed in the space prior to the enemy force e|J;i_endly—controlled spaces—without using road connections-then

tering the space, causing an immediate battle. A retreat befo%e force moves two additional spaces along the friendly rail.

battle attempt is allowed after a failed interception. No retre (I“;enerals moving mﬁepegdent tc; f S'?S can uscle rail ;n ovglmercmjt,
before battle is allowed after a successful interception. If th ut.can move an uniimited number of spaces along the raiiroad.

interception fails, the enemy force continues its move. In a qufk‘]'.S rr]all move(rjnent bohnusR|§ df|fferent frorFr)lhstrateglc molveir(l)ent,
cessful interception, the whole force must move, not part of jfvhich occurs during the Reinforcement Phase (see rule 10).

Exceptions: SPs in excess of movement restrictions (on that tyges2 RESTRICTIONS: A force using the rail movement bonus

of force moved) must remain behind. One SP may remain if gay not enter an enemy-occupied space, even if it has a friendly
fort was present in the space from which the interception o@c marker in it.

curred. One SP may be left behind if the restrictions in 5.29 or
5.34 would be violated. If the fort SP was the only SP in th®-93 CONFEDERATE RAIL CONSTRUCTION: At the be-
intercepting force, the player must leave the fort ungarrisone@inning of the game the connection between Meridian, MS and

If a Cavalry Brigade is stacked exclusively with infantry SPsDemopolis, AL, as well as the connection between Greensboro,
the Cavalry Brigade can attempt to intercept alone. NC and Danville, VA are both road connections. At the begin-
. . o ~ning of the Spring 1864 game turn the Confederate player auto-

PLAY NOTE: There is an important distinction around the timmatically completes (no card play required) both of these ralil
ing of interception and retreat before battle. A successful intefconnections. Thereafter, these rail connections exist for all game
ceptimmediately causes a battle, hence there is no further posgrposes.
sibility of retreat!ng bef_ore battle. A failed retregt before battleDESIGN NOTE: This rail connection is built automatically, re-
also causes an immediate battle, hence there is no further pos-

o . : . . gardless of who controls the spaces.
sibility of attempting an interception prior to that battle. How-
ever, a failed interception does not preclude a later attempt te——m I I

conduct a retreat before combat. Also note that a force thatsu| | _ - -~

cessfully retreats before battle does not surrender its ability t TR — '
conduct an intercept at a later time. ] > 1.l =

one interception attempt per enemy move. Once a player h
attempted an interception he may not make any further intercep-
tion attempts during that enemy move. During a Campaign caf@i10 Northeast Alabama

event a p|ayer gets one interception attempt per enemy moﬂ-é]e two dotted land connections Ieading out of Jacksonville,
(two on a Minor and three on a Major campaign). A player thaf\labama to Decatur and Kingston, represent difficult country
has lost a battle does not lose his once per enemy move intercéy-military operations. Only Confederate generals (with or with-
tion ability and can still attempt interception during the enemy’®ut SPs) may use these paths, and only if activated with a 3
post battle movement (assuming the enemy force moves aftéalue OC or a Campaign card. These connections cannot be used
winning a battle). A player may still attempt interception afterto trace a LOC, nor may a Confederate force retreat or attempt
one or more successful retreats before battle. A force that higerception through these connections.

retreated before battle can intercept the same force that it previ-

ously retreated before battle from.

5.82 ONE ATTEMPT PER MOVE: A player may only make ﬁ — .;| oy
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erate PC marker does not allow naval movement to move past
the coastal fort.

6.14 CONFEDERATE FORTS: Naval movement is permitted
past a Confederate non-coastal fort by Running the Guns [6.3].

6.15 ARMY-SIZE NAVAL MOVEMENT: There were two ex-
amples of extraordinary Army-Navy cooperation during the war:
MccClellan’s Peninsula Campaign and the Western Riverine op-
erations along the Mississippi. To simulate these larger scale
operations, the Union has a limited ability to move Army units
using naval movement. The following two Army-size naval
moves may only be conducted if a Major or Minor Campaign
card is played and the naval move consumes all the moves al-

6 Comined Operations - lowed by the campaign card-no other move is allowed:

DESIGN NOTE: During the Civil War, the naval conflict brokea) An Army commanded by Generals Mg-—

. o L . _Clellan, Grant, or Sherman may condu| f==

into two distinct types of operations: the blockade and Union e
: ) ; a naval move between any combinatid

combined operations. The blockade portion of the naval Wal hese four spaces: Washinaton D

is handled abstractly through Southern reinforcement proces, P ' 9

. . . Aquia Creek VA, Urbanna VA, and For
dures. Other Union naval and combined operations arg,
. : : onroe VA.
handled through mechanisms for exerting Union naval con- .
trol of rivers, and for conducting amphibious operations.P) AnArmy with 9 or less SPs, commandsg

Southern forts, ironclads, and other naval defenses help d&y Generals Grant or Sherman, may cq

el

fend the Confederacy'’s rivers (especially the Mississippi) anduct a Riverine Movement [6.2]. The er
its key ports. tire movement must begin and end onl-

riverine port, follow navigable river paths, and, as in all naval
6.1 Naval Movement Procedure operations, may not conduct more than one Running the Guns
6.11 PROCEDURE:Basically, only the Union player can use procedure [6.3].
naval movement; however, the Confederate player has a limited ) ,
capability [6.5]. Naval movement is conducted from any singIéﬂSTOngAL N.OTE: These _speC|aI army ’moves S|mL_1Iate
Union-controlled port or coastal fort space (which are ports anMCCle”"’ms Peninsula campaign and Grants large turning
an LOC is not required) into any other port or coastal fort (either?10Vement around Vicksburg.

side’s control). Port spaces on rivers are included within thig 16 NAVAL RETREAT: The Union player may retreat from a

definition. To move a force by naval movement, the Union playeport space using Naval movement; the conditions and mechan-
must first either play an event card that permits a naval move @fs of which are covered in 6.32 and 7.62.

play a 3-valued OC. The Union force is picked up from its origi-

nation port and placed in its destination port. If any portion of.2 Riverine Ports and Riverine Movement

the movement is along navigable rivers, see Riverine movemeRbrt spaces on the map that have small letter codes in them are
6.22 for additional conditions. If the Union force fights a battleriverine ports. In addition each river has several arrows on them
and loses, the Union force is placed back in its port of origindenoting which way is down river. A riverine space may have
Upon arrival in the destination space, the Union force’s move i
complete. Units cannot use land and naval movement on t
same activation.

6.12 SIZE: A naval move can consist of up to three Union SP iﬂ{'
plus one genergéxception: see 6.15f a cavalry brigade con-

ducts naval movement it counts as both one general and one
of the three SP limit. The general is optional, and a force usir
naval movement without a general can still make an Amphib
ous Assault [6.4] due to the naval leadership not explicitly rep

resented in the game.
. EXAMPLE: Assuming the Union player has naval control of the
6.13 CONFEDERATE COASTAL FORTS: Naval movement Ohio, the Confederate force in Frankfort can cross the Ohio at Lou-

is never permitted past a Confedera’Fe coastal fort (except li‘sX/ille (due to the friendly fort), but not at Cincinnnati since it can-
the Farragut event). Naval movement into a Confederate coasigy; cross a river into a fort space (6.25). Likewise, the Union force

fort is .permitte(.i. The Unipn playe_r may move past a coastalannot enter Louisville due to the Confederate fort, but can attack
fort to its associated port, if the Union player has a friendly PGalmouth—entry into a space that lacks a blue bar is never consid-
marker on the fort. A Union SP on a coastal fort with a Confedered crossing a river (6.2).
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one or more of its sides containing a blue color bar. A force iBranklin or Clarkesville, TN. It also means that the Confederate
crossing a river the instant it enters or exits a riverine port spagdayer cannot cross from Manassas into Washington, DC if a
by crossing a blue bar which is part of the port space. Forts dbrt is in the Union Capital.

fect entry into a riverine port space when crossing the blue bar

that is part of the port space. Union naval control affects botﬁ'26 Paducah, KY and Dover, TN

the entry and exit from a riverine port space at the instant t ESIGN. NOTE: The rver system in this areals ;omet|mes dif-
force crosses the blue bar that is part of the port only. Not |g:ult to visualize. No special rules apply to this region, but know-

Entry into a space that lacks a blue bar is never considered crodd how to apply the rules to these two spaces can be difficult to

ing a river. The space letter codes stand for: integrate.

A Arkansas River R Red River é OCIVIa:\r/IOEtlc\)l'II?Aagl&arF]’ anneﬁUoKan N 5

C Cumberland River T Tennessee River Cairo 1L ' adut():a A P oy

M Mississippi River W Wabash River halrof arc: cor(;necte A y tW‘; route| (e | =

O Ohio River Y Yazoo River ereafter referred to as the northern an T Y
; southern route. The northern rout{ Pk

P Potomac River . . , s g it

leaves Cairo (does not cross a river) an :

6.21 RIVERINE PORTS: Ports on rivers are treated similarly enters Paducah (crosses a river into the space). The Southern
for naval movement purposes like those on the coast. The onlyute leaves Cairo (crosses a river) and enters Paducah (does
distinction is the naval movement must be traced along naviot cross a river). Rivers only impact the movement of forces
gable river paths, through an unlimited number of river portsywhen you cross them. You can only cross rivers when you enter
until the destination is reached. or exit a Riverine port. The Confederate can never cross a river

6.22 RIVERINE MOVEMENT: Riveri is af either by entering or exiting a riverine port if the Union has
: - Riverine movementis aform .4 control over that stretch of river. The Union can always

of naval movement. To conduct riverine movement, the SPtrac% oss a river whether it has naval control or not. Forts only

its movement along navigable rivers through an unlimited NUM3tfect movement when yOu Cross a river to enter a Riverine port
ber of spaces until it reaches its desired location or enters a SPRGEh a fort. not exit one. Neither side can enter a Riverine port

with a Confederate coasta}l fort or ironclad. If the moving forcg, crossing a river to enter (not exit), the Riverine port with the
passes through a space with a non-coastal fort, conduct the Rlld t. Consequently any Riverine port that does not contain a

ning the Guns procedure [6.3] to see if it can continue MOV&=onfederate fort can always be entered by the Union via land.
ment. Confederate SPs, PC markers, and Torpedo markers (ex-

cept as a running the guns modifier) have no effect on Unioli Cairo contains a Union fort and Paducah contains a Confed-

Riverine movement. Union riverine movement is allowederate fort the Union may never take the northern route, since a
through spaces that are denied Union naval control and spadesce may not cross a river when a Confederate fort is present.
where the Union does exert naval control. However, the southern route allows the Union to enter Paducah

without crossing a river (exiting Cairo by crossing a river has
6.23 CONFEDERATE IRONCLADS AND COASTAL no effect). Consequently, the Union can always enter Paducah

FORTS: No Union riverine movement is permitted through from Cairo in all cases and vice versa, because it always has a

space coqta|n|ng a Confederate .|ronclad or Coastal fort, but fSute available where it can enter a Riverine port without cross-
permitted into the space with the ironclad or Coastal fort. Ther

: " ) . INg a river.
is no additional effect for a Coastal fort space with an wonclaj1 g
onit. If there is a Union fort in Cairo, the Confederate can enter Cairo

6.24 UNION ABILITY TO CROSS RIVERS: Union f from Paducah by the northern route if Union naval control is
) Lo - UNIon T0rees — yanjed, since it can enter Cairo without crossing a river to enter
can cross a river into any space that does not contain a Conf

fort. The denial of Uni | Lor th f(? e space. The Confederate cannot enter Cairo via the Southern
erate fort. The denial of Union naval control or the presence ol 1o pecause it would have to enter Cairo by crossing a river

Confederate ironclad does not prohibit the Union player frorTihto a Riverine port that contains a Union fort. A Confederate

crossing the river. fort in a Riverine port always denies Union naval control over
6.25 CONFEDERATE ABILITY TO CROSS RIVERS: The that Riverine port's blue bar (river). The corollary is that the
Confederate player may cross a river at a location that is denié®nfederate can never cross a river that is under Union naval
Union naval control and does not contain a Union fort. If a spacgontrol (6.6). So, when a Confederate fort is present in Paducah,
is under Union Naval Control [6.6] or if a fort is in the space0r due to broader circumstances that deny Union naval control

then the Confederate player may not cross the fNay. Note: ~ over the Paducah space, a Confederate force can always cross
Neither side may cross a river if a B into Cairo. If Union naval control is not denied over Paducah the

enemy fort is presentConsequently, e ok = Confederate may never cross from Paducah to Cairo.
Bg;ulaelzj’sog\lis(rf;rrdtsr tlc;l iggurznudr - - I,.. ey Bottomline: The Cairo/ Paducah situation is such that the Union
M

less an amphibious operation is co T =) @ fort or if Union naval control is denied.
ducted or an attack is launched frol- :

= \\l_ can always cross, but the Confederate can only cross with a
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B. Dover one die—on a die roll of 1-3 it fails; on a roll of 4-6 it succeeds.
DESIGN NOTE: Dover is the towrfFT— = = If successful, the force continues moving toward its destination.
closest to Fort Henry and Donaldsor}sss 'I-I." ™ If the die roll fails, the moving force is placed in the space from
Itis the combination of the Dover an i which it began its movement. A moving force may not conduct
Clarkesville, TN spaces that reprel [ ™ |-Z =Lk, more than one Running the Guns procedure per move. If the

sent this historical fort complex ang’ | .' 'LTE'\\'_ naval move is attempted past a fort space that has a torpedo
is somewhat abstracted in the gaml- I ji | counter in it, =1 is subtracted from the Running the Guns die
Dover has a connection on its left side that connects it tooll. If the naval move was initiated by using the Foote, Porter,
McKenzie, TN. or Farragut events, add 2 to the Running the Guns die roll. All

co ) . Ié’unning the Guns die roll modifiers are cumulative.
MMENTARY: Dover sits on both the Tennessee an

Cumberland rivers. The blue bar on the west edge of the Dovér32 RETREATING PAST CONFEDERATE FORTS: If a
space represents just the Tennessee river. A Confederate fortrooving Union force successfully passes a Confederate fort us-
ironclad in Dover allows the Confederate player to freely movéng the Running The Guns procedure or through the Farragut
through the space and all up-river spaces on both rivers. Aard and loses a subsequent Amphibious Assault battle in its
Confederate fort in Dover will prohibit the Union from cross- destination space, the surviving force is placed in its origination
ing the Tennessee into Dover from either Paducah or McKenzispace and the force loses an additional SP.

A Confederate ironclad in Dover will not prevent the Union o

from crossing the Tennessee into Dover from either Paducah &4 Amphibious Assault

McKenzie. Note that the Union may always enter Dover frorR-41 PROCEDURE: An Amphibious Assault occurs when a
Clarksville or Franklin. naval move enters an enemy-occupied space. The Confederate

defender of an Amphibious Assault receives DRMs in the ensu-
If there is no Confederate fort or ironclad in Dover then th6|ng battle if he has one or more of the fo”owing in the space: an
situation becomes more complicated. Except in the unusual Cigpnclad, fort, torpedo or the Hunley submarine. The Union player
cumstance where the Confederate player has managed to de@¥eives a DRM equal to his current Amphibious Assault Modi-
Union control over most of the Ohio river, the Cumberland rivefier as indicated on his Amphibious Assault Track (it starts at
will be under Union Naval Control. This would prohibit the zerg and is increased by the play of certain event cards) and a +2
Confederate player from crossing between Dover angf conducting the attack with the Admiral Foote or Admiral Por-
ClarkSVi“e, Nashville and ClarkSVi”e, and Nashville and BOWI'ter event card. If both sides have DRMs, then subtract the lesser
ing Green. Furthermore the space of Dover is considered Urfrom the greater to obtain a single DRM. After subtracting one
der Union Naval Control from the Cumberland. Thus any Uniorsjdes’ DRMs from the other, the final Amphibious Assault modi-
force in Dover would be in supply, have ariver based LOC, anfler may not be greater than +3; that is the maximum benefit for
would enjoy all other capabilities related to a port under Unionthjs category (although other DRMs, such as battle ratings and
Naval Control. force ratios, are applied still).

If neither Paducah nor Dover is occupied by a Confederate foyEFENDER’S AMPHIBIOUS DRMs [6.7 & 6.8]
orironclad, then the Tennessee river is under Union Naval con=2  if an ironclad is present (no more than one)

trol as well (excepting an heroic Confederate control over the+2 if the space contains a fort
Ohio river that includes Paducah) unless subsequently denied1 if the space contains the Hunley submarine
further upstream at Pittsburg Landing, Tuscumbia or Decatur. +1  if the space contains torpedoes

If Paducah is occupied by a Confederate fort or ironclad buExXAMPLE: The Union has an Amphibious Assault Modifier of
Dover is not, then the Tennessee river is denied Union Navah  the Confederate has a fort, ironclad, torpedo and the Hunley
Control. As above, Dover remains under Union Naval Control{a total of +6). The final DRM for Amphibious Assaults is +3

only the blue bar on the west edge of the space is denied Unigd} the Confederate. Players would then apply the other modi-
Naval Control. Thus a Confederate force may move betwegas.

Paducah and Dover and between McKenzie and Dover. (The

Union can always cross a river unless attempting to enter & 42 EFFECTS ON MOVEMENT: If the Union wins the
space that has a both a fort and a blue bar across the conneattle with surviving SPs, the movement is complete and the
tion.) Similarly Confederate movement upstream betweelprce remains in its destination space. If the Union loses the
Pittsburg Landing and Waynesboro is permitted. Except for thigattle whether there are surviving Confederate SPs or not, the
capability of the CSA to cross the Tennessee river, Dover is stfiPrce is placed in its origination space. This rule is an excep-
consider a port space under Union Naval Control. tion to rule 7.33.

6.3 Running the Guns 6.5 Confederate Riverine Movement
6.31 PROCEDURE:A Union force using riverine movement 6.51 CONFEDERATE RESTRICTIONS: A Confederate unit

may attempt to move through a space with a Confederate fort fjay not cross a river when the Union has Union Naval Control

running the guns. To resolve a Running the Guns attempt, rdﬁG] Where the Union doesn’t have naval COﬂtrOl, the Confed-
erate player on any value OC play may make a Division move
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of 1 SP using riverine movement [6.22]. The Confederate play@8.6 Union Naval Control
may never make any other types of naval movements. DESIGN NOTE: Union Naval Control should be thought of as

6.52 CONFEDERATE PROCEDURE: A Confederate Divi- & Pressure that is exerted along all navigable rivers from the
' ' orth and against Confederate coastline spaces from the Sea.

sion move using riverine movement may never enter or paé\é . )

through a space containing either of these: Union navql pressure _prevaﬂs unless the South can bloc!< '_the
s i pressure with forts or ironclads. One way to think about it is

1) Union SP (thereby preventing the Confederate player frorynion Naval control emanates from where the Ohio (both ends),
ever making an Amphibious Assault). the Wabash and the Mississippi rivers flow off the North edge

2) Union Fort (Running the Guns is not allowed). of the map (even though they are not navigable at those points).

o . t the beginning of the Campaign game Cairo is connected to
However, a Confederate Riverine naval move can be intercepted /<. <o irces of Union naval pressure that flow down the Mis-

with the battle .“.es,ONEd as an _Amph|p|ous A_ssaglt. When thassippi, Ohio, Cumberland and Tennessee rivers. The Confed-
Confederate Division move arrives at its destination spaces %\fate fort at Dover, TN (Forts Henry and Donaldson) blocks

riverine movement, its movement ends. this pressure from reaching Nashville, TN. The Confederate fort

6.53The Confederate player may use riverine movement to mowt Columbus, K blocks this pressure from reaching south along
1 SP from a Coastal fort to its associated port and vice versa.the Mississippi.

PLAY NOTE: Confederate riverine movement is conducted dh61 EFFECTS OF UNION NAVAL CONTROL: The Union
the play of any value OC, not just a 3 OC as in Union navanas naval control over all port spaces unless the Confederate

movement. Basically, the Confederate should, as a rule of thuntjayer negates that control through the placement of forts and
use 1 OCs to conduct riverine movement. ironclads. Confederate coastal forts negate Union control over

their associated ports unless the coastal fort is captured [6.8].
Union naval control prevents Confederate movement across navi-
gable rivers [6.51], prevents Confederate riverine movement
[6.52], blocks Confederate LOCs, and turns a Union-controlled

Paducah port space into a Union supply source [8.1].

4 ////// 6.62 DENIAL OF UNION NAVAL CONTROL: Union naval
control is denied by Confederate forts and ironclads. Four basic
situations are possible. These four cases are not exclusive of one
another; combinations of these conditions are possible.

Dover
141
= .
= o

EXAMPLE A. A Confederate fort in Paducah, KY denies Uniop T
naval control over Pittsburg Landing TN, plus Tuscumbia andl
Decatur, AL, but not over Dover, Clarksville and Nashville, TN
(these last three are on the Cumberland river while Paducah {s
only on the Tennessee and Ohio rivers). A Confederate fort |n
Paducah, KY denies Union naval control over the Tenness¢e
river (Pittsburgh Landing, Tuscumbia, and Decatur). Dover,
Clarksville, and Nashville are under Union naval control on

the Cumberland. However, Dover's blue bar is the TennessgexAMPLE B. If there was a Confederate fort in Dover, TN, it
River, so Confederate units can still cross from Paducah angenies Union naval control into Dover, Clarksville and Nash-
McKenzie into Dover (and vice versa) even though Dover ijjle, TN (Cumberland River) and Pittsburgh Landing, TN,
under Union naval control. Tuscumbia AL, and Decatur, AL (Tennessee River).
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1. Alone space has a fort or ironclad which negates Union naval
control into that space. In this case the Confederate player may
cross any river connection (blue color bar) that leads into the
space Example: A Confederate fort in Vicksburg, MS permits
Confederate movement into Monroe, LA.

Mis=gurh

Confederate
forts at the
start of the

1861 scenarid

2. A fort or ironclad negates Union naval control between that
point and all upriver spaces on the same river if the river origi-
nates from a Confederate Stedee examples A and B below.

3. Two locations, each with a fort or ironclad, negate Union na-
val control into the spaces and all spaces between those two lo-
cations. To determine this condition locate the downriver space
on that river (see letter code) and trace upriver to the furthest
upriver space that contains a fort or ironclad. Union naval con-
trol is denied in all spaces that fall between these spaces inclu-
sive, potentially including those on other rivers such as in con-
dition 2.

'-‘_/__m b EXAMPLE A. If New Orleans was Union-controlled with a Con-

= e e federate fort in Vicksburg, MS and another Confederate fort is

! i in Columbus, KY, then Union naval control is denied in Colum-

= bus, KY, New Madrid, MO, Memphis, TN, Yazoo City, MS, Ar-

| = - bl kansas Post and Little Rock, AR (the last two spaces are denied
= [_l‘-- Union control due to condition 2 also). If the fort in Vicksburg

- |E_ o - o - were moved to Port Hudson, LA, then all of the Confederate

E= —rr..L“
'ﬂ/ f = =] spaces on the Red River would also deny Union naval control.
Missi=sippl
-\_‘-\'ﬁ\.\_\_

— - o I EXAMPLE B. If Fort Phillip-Jackson were Confederate-con-

a;
[=]
i

trolled and Confederate forts were located in St. Louis, MO,
Vincennes, IN and Lousiville, KY, then the Confederate player
would deny Union control over Cairo, IL (and all spaces be-
tween these locations) and would enable Confederate move-
ment from Paducah into Cairo.

4. Into a coastal port whose associated fort (as indicated on the
map) is still Confederate-controlled. The following coastal forts
e | guard the listed ports and nullify the Union pressure from the

- g ', [ Emamm— | S€A:
"E‘ i e T T Ft. Morgan-Mobile, AL

Ft. Phillip/Jackson-New Orleans, LA
At the start of the Campaign game the Confederacy has de- Ft. Pickens-Pensacola, FL
nied Union naval control over all sections of the Mississippi, ~ Ft. Gadson-Columbus, GA
Tennessee, Cumberland, Yazoo, Arkansas, and Red Rivers in Ft. Pulaski-Savannah, GA
Confederate territory. If the Union captures either Colum-  Ft. Sumter-Charleston, SC
bus, KY or Fort Phillip/Jackson then this entire region ex-  Ft. Fisher-Wilmington, NC
cept for the Tennessee and Cumberland rivers due tg the Ft. Monroe-Norfolk, VA
Dover fort are under_ Union nqval control. I_f the Confeder- 6.63 POTOMAC RIVER: There are
ate subsequently builds a fort in New Madrid (to replace|the
. only two spaces on the Potomg
loss of Columbus, KY fort) or in New Orleans (to replace|the _. ) |
o A River (Washington, DC and Aquig
loss of Fort Phillip/ Jackson) the situation is more or less =
. S Creek, VA). The Confederate playe
back to the where it was at the beginning of the game.| The
. .. may not cross from Manassas, V.
loss of Dover, Tennessee for all intents and purposes yjelds . ) .
. . 'Into Washington DC if a fort is
Union naval control over the Tennessee and Cumberland riv- :
L . present [6.25]. If Aquia Creek con
ers, which is very hard to deny from other locations. Beyond ;.
; L ) . . tains a Confederate fort, then all
this the situation becomes more complicated, but this baSICthe followina apolies:
opening configuration and backup should make the more g applies:
complicated situations more tractable to understand.

&

o
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A. The Union player must first conduct Running the Guns [6.3]6.82 COASTAL FORTS: Coastal forts guard the entrances to
if an Amphibious Assault originates in or attempts to entespecific Confederate ports. Coastal forts are controlled by the
Washington, DC. side whose PC marker is in the fort space. Coastal forts are never

B. Washington, DC cannot act as an ultimate supply source (46Stroyed, they just change sides. If the Union player controls
do all ports with free access to the sea, 8.2). Consequently{t€ fort that guards a port, a Union force may use naval move-

the Confederate player could build a fort in Aquia Creek ang€nt to enter the port. A Union SP on a Confederate fort with a
capture Baltimore, Annapolis and Frederick, MD, the UnionConfederate PC marker still denies Union naval movement into

capital would not have a line of communication and Uniorihe port, although the Union SP still gains the fort benefit in a
forces in that space would suffer attrition effects. battle (possible in Fort Monroe). If the Confederate player con-

C s . b q di trols a coastal fort, then the Union player may not use naval
’ tratgglc movement may not be conducted into or out Qf . ement into the pofexception: Farragut eventhut may
Washington by sea.

assault the fort directly in an Amphibious Assault. Note: Once
the South loses control of a coastal fort it cannot get it back
because it cannot make Amphibious Assaflftsception: Fort

Monroe, which may be attacked from land or the Galviston card).

Hlianibey
—mimnla

6.7 Confederate Ironclads, | wisgmis

Torpedoes and the Hunley |t ==
These Confederate naval weap
ons are placed as a consequence of event cards. These cardsGaRD NOTE: The Ball's Bluff event can be used to remove a
be used multiple times per game (for the ironclad cards, whilgnion SP from a Coastal fort.

you don't have to use the ironclad named on the card, you can- _
not have more than three in play at any one time). Each of thege83 COASTAL FORT GARRISON LIMIT:  No more than

naval weapons may be placed in any Confederate-controlled p&@e Confederate SP may ever occupy a coastal fort. There is no

or coastal fort space and once placed it never moves again {&stnctlon on the number of Union SPs in a coastalEotep-

the remainder of the game. No more than one Ironclad and offgn: The Confederate pla}yer treats the Fort Monroe space as
Torpedo marker may be placed in any space. Confedera®dy other space for stacking purposes and may stack an unlim-

ironclads provide a +2 DRM against Amphibious Assaults anbIed number of SPs in that space).

prevent Union riverine movement past their location. Torpedoeg 84 CONTROL OF UNGARRISONED COASTAL FORTS:
(no more than six in play at any one time) provide a +1 DRMan ungarrisoned, Confederate-controlled coastal fort changes

against Amphibious Assaults and a —1 against Running the Gurgees (place the appropriate PC marker) if its associated port
The Hunley (only one allowed in play at any one time) provideghanges sides to Union control.

a +1 against Amphibious Assaults and is removed after one use.

If one or more Union SPs end their move, even an unoppos&KAMPLE: If Charleston, SC is attacked from the land side
amphibious assault, in a space with one of these weapons, or #8d becomes Union-controlled, and Fort Sumter was
PC marker is placed in a coastal fort where one of these nawtgarrisoned and Confederate-controlled, then Fort Sumter
weapons is located, the weapon is eliminated. Confederay¢ould automatically become Union-controlled by placing a PC
ironclads can also be eliminated through the play of the uskarker in it.

Monitor event card. 6.85 FORTS ST. PHILIP-JACKSON, LA: When the Union
6.8 Forts player plays the Ship Island/Key West event card, a Union PC

6.81 IN GENERAL: There are two kinds of forts in the game marker is immediately placed in the Forts Philip-Jackson coastal

forts (counters) and coastal forts (printed on the map). Forts afr%rt’ if it is not occupied by a Confederate SP and/or ironclad.

either garrisoned or ungarrisoned. A garrisoned fort has one grge BUILDING FORTS: A player may place a fort in any
more SPs present. An ungarrisoned fort has no SPs present. f\@ndly-controlled space that does not contain a fort by playing
ungarrisoned fort entered by land, not naval movement, is elimg 3 OC Confederate or a 1,2, or 3 OC Union. The space must be
nated (counter) or captured (coastal fort). An ungarrisoned fofi supply [8.1], and no enemy SPs may be present. No more
or coastal fort attacked by Amphibious Assault has a nominghan one fort can be placed in a space. The Union player may
strength of 0 SPs for combat calculation purposes, and autRave up to twelve forts in play at one time, the Confederate may
matically loses all ties in combat if the attacker has any survivhave up to six forts in play at one time. Once a fort is in play it
ing SPs after losses are taken. The attacker always receives acifinot be voluntarily removed. Forts that are removed are placed
force ratio DRM when attacking an ungarrisoned fort. on the game turn track and are available for use at the end of the
PLAY NOTE: For all intents and purposes if the Union Am-ext Reinforcement Phase. The removal or capture of a Confed-

phibious assaults an ungarrisoned fort with 2 or more SPs it i§rate fort affects Strategic Will, see 12.11.

an automatic victory. Against garrisoned forts a Union Amphibi- 87 FORTS IN BATTLE: A garrisoned fort gives the defender

ous Assault usually requires an asterisk result on the CRT. Uniof +2 DRM in a land battle. An ungarrisoned or garrisoned fort

amphibious assaults against forts (garrisoned or ungarrisoned)coastal or counter) gives a +2 Amphibious DRM. A Union force

with 1 SP almost always fail. in a Coastal fort with a Confederate PC marker still gets a +2
DRM in a land battle.

i
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Cavalry Brigade, then the Cavalry Brigade may automatically
retreat before battle (if desired). This may occur even if the mov-
ing force contains a Cavalry Brigade. If the Cavalry Brigade is
stacked with infantry SPs it loses this ability, but may still at-

tempt a discretionary retreat (7.23).

7.22 ARMY/CORPS IN RETREAT: If an Army or Corps has
lost a battle during the current movement then the Army or Corps,
at the player’s option, can automatically retreat before battle. If
the Army or Corps that meets this condition enters a space with
other friendly forces that contain a general with a higher P rating
this temporary ability is lost. In all other situations this ability is
retained until the end of the current enemy move. On a cam-
paign card, this ability does not extend to later enemy moves,
only the move when the battle was lost.

DESIGN NOTE: Most histories of the Civil War place extraor-/-23 DISCRETIONARY RETREATS: Any Army or Corps
dinary emphasis on the large battles fought during the conflicthat has not lost a battle in the current movement may attempt to
In actuality, it was the constantly evolving Union strategy ofetreat before battle. To resolve the attempt, roll a die. If_the roll
logistic warfare that eventually brought the South to its kneedS |€ss than or equal to the commanding general's defensive battle
The primacy of the strategic turning movement and the tactic&Rting, then the attempt is successful. As in interceptions, if the
defense were the key dynamics of the military art of this period\'My or Corps has a Cavalry Brigade present, the die roll is
Basically, an Army could not be destroyed, except in extraordModified by minus 2. A Cavalry Brigade that is stacked with
nary circumstances when its line of retreat was obstructed byigfantry SPs can attempt a discretionary retreat using the de-
river or enemy forces (e.g., Vicksburg and Appomattox, respega_nse rating of the cavalry general and the d|e_ roll is modified by
tively). This fact is built into the game mechanics whereby afftinus 2 for the Cavalry Brigade. A general with a zero defense
Army, once defeated, is very hard to re-engage in battle [7.22]ting that is stacked with a Cavalry Brigade can attempt a dis-
cretionary retreat, which is successful on a die roll of 1 or 2 as
While on the note of casualties, if one were to look at the nunthe modified die roll is equal or less than zero.
ber of strength points lost in an historical account, and look a

. o : EXAMPLE: Sherman moves against the Confederate Army of
the amounts a side could lose in this game, it would appear

. ) i , ) EFennessee in northern Georgia. The Confederate Army is led
first glance that this game will produce higher casualties tharby J. Johnston (defensive battle rating of 2) and contains a

the h|stor|cgl r?co“?' would indicate. The reason f_or_ t_h's IS aCavalry Brigade (Wheeler’s). The Confederate Retreat Before
strength point in this game represents a Union Division or Battle attempt would succeed on a die roll of 1-4
Confederate brigade, not a gross aggregation of men as in other '

strategic Civil War games. Pickett’s Division at Gettysburg wa¥.24 RETREAT BEFORE BATTLE PROCEDURE: The de-

not wiped out to the last man, but 3 SPs were “combat ineffeéender may move his entire force into any adjacent friendly-
tive” after the unit was repulsed. The Combat Results Tableontrolled or neutral space as long as it is not the one from which
was developed using an algorithm which takes losses in thhe enemy force is moving and is free of enemy SPs. If such a
battle and converts them into SPs made ineffective due to caspace is not available or the Retreat Before Battle roll was un-
alties. This is why the battle casualties will appear higher thasuccessful, then a battle occurs. Effectively, this means that a
a strict multiplication of SPs times losses would initially indi- Cavalry Brigade deep in enemy territory can be brought to battle,
cate from historical accounts. if it is surrounded by enemy PC markers. The Union can use
2 1 Battle Definitions 7.62 to retreat from ports before battle.

A battle occurs whenever an Army, Corps, Division or Cavalry’-25 GENERALS WITHOUT SPs: If a force enters a space
Brigade enters an enemy-occupied space and the defender c&plely occupied by an enemy general(s) with no SPs, then the
not be overrun [5.72] and cannot or chooses not to Retreat B@eneral(s) are placed on the Game Turn Track for entry during
fore Battle [7.2]. A space occupied by only generals does ndfie next Reinforcement Phase.

trigger a battle [5.74]. If a battle occurs, it is resolved immedi- .
ately. The moving force is always the attacker and the non-m0\7—'3 Battle Resolution

ing force is always the defender, regardless of the overall stratb=31 proced_ure: ) )
gic situation. In the case of an interception, the intercepting for Players f|rs_t count up the t_otal numbgr of SPs (both sides) in
is always the defender. the battle. This sum determines the size of the battle (Large,

Medium, or Small). If the total SPsis 5 or less it is a small battle.
7.2 Retreat Before Battle If the total SPs is 6 to 19 SPs it is a Medium battle. If the total

7.21 CAVALRY RETREAT: When an Army, Corps, Division, number of SPs is 20 or more it is a large battle.
or Cavalry Brigade moves to enter a space occupied solely by a

© 2006 GMT Games, LLC



FOR THE PEOPLE 31

B) Then the players individually determine their cumulativeinvolving no asterisk, both sides retain 1 SP, but the attacker is
DRMs [7.5]. the loser.

C) Each player rolls a die (and modifies it as calculated in step.35 DISPLACEMENT OF ARMY MARKERS AND GEN-

B above) to determine his opponent’s battle losses on the ColBRALS: If an Army is eliminated, remove its marker from the
bat Results Table, also known as the CRT [7.9]. The attackemap and place it on the Game Turn Record Track to become
determines the defender’s losses from the defender column aadailable for building during the next Reinforcement Phase
the defender determines the attacker’s losses from the attackgR.7]. When an Army or Corps is eliminated in battle, all gen-
column. Read across the die roll line into the appropriate cokrals (minus any lost due to General casualty procedure) are
umn (large, medium or small). Each side loses the specifigilaced on the Game Turn Record Track and brought back into
number of SPs. Neither side can inflict casualties in excess pfay during the next Reinforcement Phase (exception Confeder-
twice its own strength. Exception: An ungarrisoned coastal fordte Cavalry Generals are brought back in three turns).

can cause a maximum of 1 SP of damage even though it counts i
as zero SPs. 7.4 Battle Ratings

7.41 IN GENERAL: Each general has an offensive and a de-
7.32 POST-BATTLE RESOLUTION: The side that took the fensijve battle rating. These ratings are used as a DRM for battle
most losses on the CRT (not those actually taken), loses the batigsolution. Each side’s commanding general’s battle rating is
In case of ties, the defender wins unless the asterisk result hased in each battle. The attacker uses its offensive battle ratings
occurred or its an ungarrisoned fort (6.81), which indicates thaind the defender uses his defense battle ratings for all battle pur-
the attacker wins a tied battle. The loser of the battle retreaipses (an intercepting force uses its defense battle ratings). If
[76] The winner now SOIE|y OCCUpieS the battle space. If thﬁ]e Commanding genera| is with an Army’ up to two of his sub-
winner was the defender, then he remains in the space. If tiedinates may also contribute their battle ratings [7.42]. If the
winner was the attacker and began the battle twice the strengice is not an Army, the active general (if it is the attacking
or more of the loser, the winner can continue his movement, if force) regardless of political rating or the inactive defending
was an Army or a Corps move. If the attacker won the battle angbneral with the highest political rating in the stack is the com-
is less than twice the strength of the winner, he remains in thﬁanding general (in case of ties owning player chooses). Note
battle space. that in an Army, the general with the highest political rating is

7.33 WHEN THE WINNER IS ELIMINATED: The elimina- "0t @lways the commanding general [5.22].

tion of the winner does not change who won. If the attackey 42 ARMY VS. ARMY BATTLES: When two opposing
wins but is eliminated, the defender does not retreat, but instea@mies are in a battle, each Army receives a DRM for both its
remains in the space. When a Union Amphibious Assault againgsmmanding general and one or two of its subordinate generals,
an ungarrisoned Confederate coastal fort eliminates the Unigzpending upon which of the following situations prevails (note:

force, the Confederate player retains control of the fort. If thg‘]e Owning p|ayer a|Ways chooses which subordinate he’ll use).

_defender in thg battle _vvms but is totally eliminated, the foIIow—A. If the Union commanding general has a battle rating (after
ing procedure is used:

_ ~ the effects of 7.52 Cavalry Intelligence have been taken into

A. If the space contained a fort or coastal fort, the defender wins gccount for both sides) equal to or greater than the Confeder-
and the attacker retreats. ate commanding general’s battle rating, then the Union

B. If the space did not contain a fort or coastal fort, and the Army’s DRMs are equal to the sum of the Union command-

defending force had a general present, the attacker occupiesing general, plus the battle ratings of any two subordinate
the space, but his movement ends. generals in the Army (no more than one of which may be a

C. If the space did not contain a fort or coastal fort, and the Cavalry Brigade).
defending force did not have a general present, then the - If the Union commanding general has a battle rating less than
tacking force can continue moving if it began the battle more the Confederate commanding general’s battle rating (after
than twice the size of the defender; otherwise, the attacker’s the effects of 7.52 Cavalry Intelligence have been taken into
movement ends. account for both sides), then the Union Army’s DRM is equal

. ) o ) to the sum of the Union commanding general’s battle rating
Exception: When a Union Amphibious Assault against a space plus one subordinate general battle rating.

with no fort loses the battle and the Confederate force is elimi- The Confed A DRM s al I to the Confed
nated, the Union force still retreats and does not capture the spa%e e Lonie eratg rmy X IS always equa to the Conied-
erate commanding general’s battle rating plus the battle rat-

6.42).
( ) ings of any two subordinate generals in the Army (no more

7.34WHEN BOTH SIDES ARE ELIMINATED: Insmalland than one of which may be a Cavalry Brigade).

medium battles it is possible for both sides to be eliminated. In 3 S0 ORCES-Wh figh
this situation the side that inflicts the larger CRT result is thg:4 ARMYVS. OTHER FORCES:When an Army fights any

winner and retains 1 SP despite the losses shown by the CRTSK® force other Fhan another Army, the Army r_]as a battle DRM
f the commanding general, plus the battle ratings of two subor-

CRT asterisk result is “larger” than a non-asterisk result of thé. Is in the A h f th bordi
same value and the attacker wins and retains 1 SP. In case of g%ate generals in the Army (no more than one of the subordi-
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nate generals chosen may be a Cavalry Brigade). The Army playgré Retreat
chooses which subordinates to use. 7.61 PROCEDURE: Retreat occurs after all losses from the

7.44 NON-ARMY FORCES: Only the commanding general’s battlepgave beer; aszp]Li[ed.hLosses dge to re'ltreagn_lqhonlto an ?n—
battle rating is used if the force is not an Army. A Cavalryemy are applied after the retreat is completed. The loser of a

Brigade’s battle rating may only be used in lieu of another gerp_attle must retreat one space. A retreating force retreats as a unit
eral if the Cavalry general is the sole general in the space. and cannot detach any SPs or generals. For special retreat rules
related to failed Amphibious Assaults, see 6.32 and 6.42. For

7.5 Battle Resolution Die Roll Modifiers movement after retreats, see 5.73. For subsequent discretionary
+2 For intercepting [5.8] retreats by the losing force, see 7.22.

+2 Defending in a fort [6.87] THE ATTACKER: The attacker must always retreat into the
+? Commanding general rating [7.4] space from which it entered the battle. If this space was enemy-
+? Ratings of 1 or 2 subordinate generals in Army [7.42] controlled, then the attacker loses one additional SP after the
+1 Per Elite unit committed [7.51] retreat. If the attack was an Amphibious Assault, the force is

—2 If no Cavalry intelligence (in Army-to-Army battle only) returned to its origination space.

[7.52] THE DEFENDER: The defender can never retreat into the space
+? Force Ratio [7.53] from which the attacker entered the battle or any space that con-

+2 If opponent is out of supply [8.3]: Note: Supply cannot pdains an enemy SP or fort. Beyond these restrictions the space

traced through the space from which the attacker left wthat a defender must retreat to is determined by the following set
enter the battle. of priorities. If more than one space meets the criteria for a given

priority then the victorious player decides which space to choose
NOTE: All die roll modifiers are cumulative. The DRMs, ex-if priorities 5 or 6 were applied. Otherwise the retreating player
cept for elite units, cannot be withheld from a battle for anydecides. The Confederate player cannot retreat across a navi-
reason (such as reducing the possibility of leader casualty). gable river under Union Naval Control. If a force has no legal

7.51 ELITE UNITS: Elite units enter play through path of retreat, the force surrenders [7.63]. See 8.1 for how to
% the three Elite Units Strategy Cards. Each player ha etermine a LOC.

s two elite units and this is the maximum that can be int. Into a friendly-controlled space where a LOC can be traced.
play on each side at any one time. Each elite unit present in yoRIrinto a neutral space where a LOC can be traced.

force provides you with a +1 DRM. The use of an elite units, Into a friendly controlled space without a LOC.

DRM is voluntary. Once placed in an Army an elite unit may no#. Into a neutral space without a LOC.

be transferred to another Army. If a player uses one or more eli2|nto an enemy controlled space from which a LOC can be
unit DRMs, and the force takes two or more SP losses, one elitetraced.

unitis eliminated (Note: This removal does not satisfy a SP l0ss3. Into an enemy controlled space without a LOC.
An eliminated elite unit can reenter play by playing the Elite )
Units Strategy Card again. If the retreat ends on an enemy PC marker, the retreating force

loses one additional SP after it ends its retreat. If the retreat is

7.52 CAVALRY INTELLIGENCE: InArmyvs.  also on to any additional SPs or into an Army, then the force is
Army battles, a side’s commanding general hasonsolidated before the 1 SP penalty is lost. This means that a

his battle rating reduced by two, but never lesSorce that would otherwise have been eliminated would not be.
than zero, if no Cavalry Brigade is present with|n the situation where one Army is forced to retreat into the space
e the Army. This penalty does not apply in non- occupied by another Army, apply rule 5.24 before assessing the
Army battles or when an Army fights a non-Army [7.43-4]. 1 SP penalty. If the number of generals in the space needs to be

7 53 EORCE RATIO: A force ratio is the relative size of the reduced (5.29, 5.34) that action occurs after the 1 SP penalty is

larger force to the smaller force. If a side has a force ratio adva’gg,sessed. All generals in the space, not just those involved in the

tage of 5-1 or greater in the battle, that side receives a +4 DR ‘?‘ttle’ are eligible for removal.
If a side’s advantage is less than 5-1, but 4-1 or greater, that sid&2 NAVAL RETREATS: A Union force may be required to
receives a +3 DRM. If a side’s advantage is less than 4-1, bufeg in some cases, choose to retreat using a Naval Retreat. If the
3-1 or greater, that side receives a +2 DRM. If neither side hastreat is the result of a failed Amphibious Assault, then rule
an advantage of at least 3-1, then neither receives a force ra§®2 or 6.42 apply and take precedence over this rule. Other-
DRM in that battle. When the Union Amphibiously Assaults anyise, a naval retreat is from the occupied port space to a Union
ungarrisoned Confederate fort, the Union force receives an agontrolled port, with an LOC, in an original Union state. If ei-
tomatic +4 DRM. ther the retreat's origination port, destination port, or both are on
rivers, then the retreat path is traced per Riverine Movement
(6.2). Otherwise no retreat path per se is required as the move-
ment is executed using the same provisions as 6.11. As long as
the retreat path is traced along rivers that are under Union Naval

© 2006 GMT Games, LLC



FOR THE PEOPLE 33

Control, the path may pass thru CSA controlled spaces and CSide battle) unless exempted by an event or the Commanding
SPs. General (exception Chickamauga and Shiloh cards) are eligible

. . for the General casualty procedure.
DESIGN NOTE: A retreat by sea occurs in actuality after the yp

battle. This situation occurred after the Seven Days battle. 7.71 LOW FORCE RATIO ATTACKS: If an attack is made
at odds of 1-3 or less, or the attacker is out of supply, then there

Whenever the .Un|on retreats using Naval Movgment, 'F mu% no defender General Casualty die roll. The attacker still makes
retreat to a Union controlled port, with an LOC, in an original; a4 Casualty die rolls if applicable

Union state. A naval retreat may never pass an ironclad or a fort.

Because a valid Naval Retreat will always end in a Priority .72 HIGH FORCE RATIO ATTACKS: If an attack is made
eligible space, it must be selected before any lower priority reat odds of 3-1 or greater, or the defender is out of supply, there is
treat option is selected (see 7.61). The Union player may onho attacker General Casualty die roll. The defender still makes
choose to not use a Naval Retreat if another valid Priority 1 eliseneral Casualty die rolls if applicable.

gible space exists. As long as these restrictions are satisfied, a

Union force may conduct any type of Retreat Before Battle (7.25'73 PROCEDURE:Each player Who. Is eligible for a IeaQer
by using the Naval Retreat process. asualty makes one attempt to determine whether one of his gen-

erals is dead. The player that rolled the modified 10 loses a gen-
When attempting a Confederate Naval Move (6.52) that resultral on a die roll of one to three. The player that did not roll the
in an inadvertent Amphibious Assault and the Confederates bothodified 10 loses a general only on a die roll of one. The com-
lose the battle but still retain their 1 SP, the Confederate foraaanding general of an Army (not corps), is never killed unless
will retreat pursuant to 6.42. Otherwise Confederate forces maye is the only general in the battle or due to the conditions on a
never retreat using Naval Movement. Strategic Concentration EC. If several generals could be killed,
. . determine the death randomly (excluding the commanding gen-
7.63 SURRENDERIIf a force cannot retreat while meeting all eral). If both players roll a modified 10 then they each make one

the requirements of 7.61 and 7.62, then it surrenders and is i&ader casualty determination, with a general lost on a one to
moved from play. Generals are placed on the Game Turn Tra ee for both players

and can be brought into play as a reinforcement in the next game
turn, or in three turns for a Confederate Cavalry general. [5.54].741f an Army has its Commanding General killed it ceases its
movement after any retreats have occurred. If the active general

7.7 Casualties to Generals in a Corps is killed it ceases its movement after any retreats have
If either or both players rolls a modified 10 or greater on the digccyrred.

roll, then a General Casualty may occur. All generals (including
Cavalry generals) present (even if their rating was not used in

R-F. Lo Ewell Lergsimsi | | . P H#l
e 3|lEl2| g 2 1 | e
. 33 1-1 @2-3 L] 1-1 1sr1-2 %
(12 SPs) (14 SPs)

COMPREHENSIVE EXAMPLE OF PLAY: This example is based taking Meade’s +2 and adding +2 for the interception, +2 for Pleas-
on the historical battle of Gettysburg. The Army of Northern Vir-onton, +1 for Reynolds or Hancock and +1 for the elite unit. Note
ginia is in the Chambersburg, PA space. The Army of the Potomabat the Union player is allowed to count two subordinates because
is in the Frederick, MD space. The Army of Northern Virginia is ledLee’s offensive battle rating, due to his lack of cavalry, is less than
by Robert E. Lee, who is its commanding general with Ewell, Hil,Meade's defensive battle rating. Since the number of combjned
and Longstreet as subordinate generals with 12 SPs. There is siwength points in the battle is 26, it is a large battle. The Confeder-
Cavalry General with the Confederate Army. The Army of the Poate player rolls the die, adds four to the result, and looks up the
tomac is led by George Meade, with Pleasonton as a Cavalry Brilefender’s result. The Confederate player rolls a 4, which results in
gade and Hancock and Reynolds as subordinate generals. The Uném8, yielding a 4* result. The Union player rolls a 2, which resplts
Army has 14 SPs and one elite unit (Iron Brigade). The Confedein a 10, yielding a 6 result. Because the Confederate player|took
ate player uses an OC to move the Army of Northern Virginia whictmore casualties than the Union player, the Confederate player|loses
enters the Gettysburg, PA space. The Union Army makes an intethe battle. Because the Union player rolled a modified 10, lepder
ception die roll, which is successful on a 1-4 (Meade’s defensiveasualties are calculated. The Union player has a 50 per cent chance
battle rating of 2, and -2 for Pleasonton). The die roll is two, andf losing a subordinate or Cavalry General, the Confederate has only
the Army of the Potomac is placed in the Gettysburg space, which 16 per cent chance. The die rolls result in Reynolds being killed.
initiates a battle. The Army of Northern Virginia has a +4 DRM. Reynolds is removed from play and both sides reduce their Army
This is calculated by taking Lee’s offensive battle rating of 1 (orditracks by the indicated number of SP losses (the Union player also
narily a 3, but reduced by two because there is no Cavalry Brigadgiminates the Iron Brigade because his losses exceeded 2 SRs) and
present) and adding +2 for Longstreet and +1 for either Ewell aothe Confederate player retreats his Army back into the Chambergburg,
Hill. The Army of the Potomac has a +8 DRM. This is calculated byPA space.
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7.8 Battle Casualties and the defender (Longstreet) must retreat, with 4 SPs remain-

7.81 PROCEDURE:The CRT indicates the number of SPs theing. This leaves Thomas and 1 Union SP “victorious” in the
opponent's force loses in the battle. No force can inflict losses igPace of the battle.

excess of twice its strength, regardless of the CRT result. EXAMPLE 2: A Union force with 2 SPs commanded by Sherman
Exception: Forces with zero SPs IOSS, such as when a(pffenSive battle rating of 3) attacks a Single Confederate SP in

ungarrisoned coastal fort defends against an amphibious attagkfort at Little Rock, AR (a Resource Space). A total of 3 SPs

still inflict one loss, if the result on the CRT calls for at least onér€ involved, so the battle uses the Small columns of the CRT.
loss. The Union rolls a 4 (+3 = 7), which achieves a 1* result. The

. ~ Confederate rolls a 3, which yields a 1 result. Each side loses 1
7.81 ELITE UNIT CASUALTIES: If one or more elite units  Sp, pue to the asterisk result, the Union would have won this
are used as die modifiers in a battle and the force loses two |g4ttle, except Little Rock is a Resource Space which negates
more SPs in the battle, then one elite unit is removed as a caghe asterisk. Sherman retreats with 1 SP, but the fort at Little
alty [7.51]. Removal of an elite unit does not satisfy a SP 10SSRock is now ungarrisoned.

7.9 Combat Results
Each player adds up his die roll modifiers (DRMs) and rolls on
die on the appropriate column for the battle size.

7.10 Combat Results Table (CRT)
Note: The attacker rolls on the “Def” Column to determine the
step losses inflicted on the defender and the defender rolls
the “Att” Column to determine step losses inflicted on the atf_
tacker.

Large Battle ~ Medium Battle Small Battle

> 20 SPs 6-19 SPs <5 SPs
Die Roll
(1D6) Attt Def Att  Def Att  Def
1 1 1 1 0 0 0
2 2 2 1 1 1 0
3 3 2 11 1 0 8. Logistics
4 3 3 1 1 1 1 DESIGN NOTE: The logistic system in the game is designed to
5 3 3 1 1 1 1 capture the most important aspects of lines of communication
6 4 3 1 2 1 1 without any bean counting. The Strategy Rating for most gen-
. . . erals was based on their perception on the state of logistic sup-
7 4 4 2 2 1 1 port they required before they would move. Generals with higher
8 4 4* 3 2* 1 1* Strategy Ratings required very complete logistic arrangements
9 5 5* 3 0% 1 1* before they would take the offensive. One of Grant’s great
10 5 5+ 3 3% 2 1% strengths was his ability during the Vicksburg campaign to take

logistic risks which most of his contemporaries would have
Key: deemed unacceptable.

# Number of SPs lost. . . .
Cze.l Lines of Communication

*| ftiesi -R /non-capital , the defi . . L
f case oTfies In hon-Resource/non-capital spaces, the deten elrjmt is "in supply" if it has a Line of Communication (LOC). A

loses the battle. A destroyed Resource Space still helps t it h LOC if it i th of " timat
defender. A national or Union State Capital is considered git has a 1t can trace a path of spaces 1o an uftimate

. supply source. All spaces of the path (except the space of the
capital space. .

force) must be friendly-controlled or neutral, and free of enemy

EXAMPLE 1: A Union force with 3 SPs commanded by Thom&sPs or forts (exception: Riverine spaces under Union naval con-
(offensive battle rating of 2) attacks a Confederate force of @ol). If a unit cannot trace a LOC, it is out of supply and must
SPs commanded by Longstreet (defensive battle rating of 3).farage during the Attrition Phase.
total of 9 SPs are involved, so the battle uses the Medium CE—

umns of the CRT. The only applicable DRMs are the battle ra >.11 Unique Confederate LOC Conditions : .
ings. The Union player rolls a 6 (+2 = 8), which achieves a 2* he Confederate LOC path cannot cross a Union-controlled river.

result, while the Confederate rolls a 4 (+3 = 7), which achieveéA Cpnfedgrate LOC can b? traC(_ad along a nay|gable fiver over
hich Union naval control is denied through friendly or neutral

a 2 result. Since both results are 2's, the asterisk breaks the tY(V-z . .
spaces that do not contain a Union SP or fort.
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8.12 Unique Union LOC Conditions where they are in supply are in supply for the battle even if the
The Union can trace along navigable rivers through friendlgpace being attacked does not have a LOC due to Confederate
controlled or neutral spaces whether Union naval control is or ferts or ironclads.

not denied. The Union can trace along navigable rivers through

enemy controlled spaces (with or without an infantry or cavalrg-4 Shenandoah Valley

SP) where the Union has naval control. The Union cannot traddESIGN NOTE: The Shenandoah valley was a key supply source
along navigable rivers through spaces that contain a Confedd®" the Army of Northern Virginia during its offensive opera-
ate fort, or ironclad. Confederate Torpedoes have no effect dipns. This rule simulates this aspect of the valley.

Ukr:.ibqn LOC. A ‘I”‘.ioﬂ force IWi]Eh a LOE): thlat Condlijtbs aﬂ Am'8.41 DEFINITION: The Shenandoah Valley consists of Win-
pniblous Assaultis in supply for any attle caused by the Améhester, Staunton and Strasburg, VA.

phibious Assault. A Union force without an LOC can conduct

Amphibious Assault as long as all other conditions are met, a8.42 SUPPLY SOURCEIf the Confederate player controls all

though the Union will be out of supply for any battle caused byhree of these spaces then one Army or one Corps may trace a

the Amphibious Assault. LOC to any one of these spaces and be considered in supply for
. attrition purposes only. The Shenandoah valley cannot be used
8.2 Ultimate Supply Sources as supply for a battle.

Ultimate supply sources for the Union are:

1) Union railroads that exit the North map edge. 8.43 STATE CONTROL IMPACT: Each space of the

. . . Shenandoah valley counts as two spaces for determining Union
2) Union-controlled coastal ports (if its associated coastal fort i84ate Control of Virginia [12.11]. Note: Even with this rule, Vir-

Union controlled). _ ginia cannot be controlled unless Richmond is destroyed and
3) Any port space where the Union has naval control. Norfolk is a closed blockade runner port.

Note:_A port without a Union control marker only supplies agy appLE: if the Union-controlled all three Shenandoah Val-
force in that space and not beyond. ley spaces it would count as if the Union-controlled six Virginia

Ultimate supply sources for the Confederacy are: spaces and would require control of eight more Virginia spaces
1) Undestroyed Confederate Resource Spaces to gain control over the state.
2) Open Blockade Runner Ports [10.52] ‘.

9. Attrition
To be valid, a Confederate ultimate supply sources must ha ) . .
a LOC to another undestroyed Resource Space or open Block- .SIGN NO.T.E' More men d.led from disease than from battle
ade Runner Port. For example, Richmond would be an yieduring the Civil War. The Union lost 93,400 men due to battle

mate supply source if it has a LOC to Wilmington Orand 210,900 due to disease. The comparable Confederate sta-

Fayetteville, NC. If all Confederate Resource Spaces and Bloc%s“(.:s are 94,000 due to battle and 164,000.due to disease.
uring a normal game turn, even if no battle is fought, a tre-

ade Runner Ports are destroyed or closed the Union player wins : . .
o mendous drain of resources will occur due to attrition.
an automatic victory.

EXAMPLE: If the Union has naval control over Vicksburg, then9'1. Normal Attr't'on
a Union force in Vicksburg with a friendly PC marker is in sup-Puring the Attrition Phase, all spaces on the board are evaluated

ply because it is in a friendly-controlled port over which it hasfor attrition. Cavalry SPs are notimmune to attrition. If the space
naval control. In this situation, if a Union force in Meridian, contains 1 or 2 SPs, it suffers no attrition. If the space contains 3
MS can trace a path of friendly spaces through Forest and Jack? 6 SPs, itloses 1 SP. If the space contains more than 6 SPs, it
son, MS to Vicksburg, it is in supply. loses 2 SPs. After attrition, those units that cannot trace a LOC
must forage [9.2].
8.3 Out-of-Supply Effects
Armies without a LOC cannot receive reinforcements or genelg'2 quage _ . .
als. A force engaged in battle without a LOC (judged at the inf?nY unit that cannot trace an LOC is considered to be foraging.
stant of battle) gives a +2 DRM to the opponent—both sige@uring the Attrition Phase all forces that are foraging suffer at-
could receive the out-of-supply DRM in a battle. The attacker&rition a_s_econd time based on their new size after suffering nor-
LOC is determined through the space from which he enters tfal attrition.

battle (e.g., A Union force in Humboldt, TN (no PC marker) iSgx AMPLE 1: If a force were at a strength of 3 SPs was forag-
in supply through a LOC through New Madrid, MO. If the Union it would lose 1 SP for normal attrition, but no further attri-

attacks into Grand Jct, TN, it is out of supply). A defending forcg;y, que to foraging, because the size is now 2 SPs not 3.
cannot trace supply through the space from which the attack

originated. Cavalry Brigades traveling alone and SPs in coastaKAMPLE 2: A 7 SP force without a LOC would first lose 2
forts are not affected by being out of supply. Any unit that canSPs for attrition, bringing it down to 5 SPs and then would lose
not trace a LOC is considered to be foraging and will suffell SP due to the forage.

attrition [9.2]. Amphibious Assaults that originate from a port
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10. Reinforcements 10.23 VIANAVAL MOVEMENT:  The Union player can move

DESIGN NOTE: Both sides receive reinforcements through dif: Ps that are in Union ports by sea to .frlendly-contr.olled ports,
. . . ; ut no enemy forts may be passed using the Running the Guns
ferent means. The Union reinforcement rate is more reliable

whereas the Southern reinforcement rate is tied to its abilit tgrocedure. Any Union SPs moved by naval movement count
y against the Union Strategic Movement limit. An Army has a LOC

produce the implements of war. Consequently, Confederate re: . )
; . Via port to port connections for Strategic movement purposes.
inforcements are based on state control and blockade running
to arm its manpower, and tend to be local in nature. Some EC.24 B&0O RAILROAD: The B&O railroad can be used for
affect reinforcements. As stated in the Battle section design notrategic Movement, to determine the Washington, DC connec-
a Strength Point represents a unit, not a pure aggregation afon to the North edge of the map (10.31 East), to determine
men. The South had a superior replacement system wherebyion LOCs at any time, and to play the Chattanooga Opera-
standing units were reconstituted with fresh recruits. The Uniofional Concentration card event. The B&O railroad connection
system placed new recruits in new regiments while allowingannot be used for movement during strategy rounds with the
standing units to deteriorate until they were disbanded. Thessne exception of the Chattanooga Concentration card event. Only
realities are built into the reinforcement system. Due to its morgne Union player may use the B&O railroad connection.
efficient replacement system, the Confederacy generates a higher ) .
proportion of units from their population base than the Union.10.3 Union Reinforcements

10.31 PROCEDURE:Union reinforcements are always re-
10.1 In General ceived first. The total Union reinforcement SP total is reduced
Both sides receive new SPs and generals during the Reinfordgs 1 (Union player’s choice) for each Union State capital con-
ment Phase of each game turn. Reinforcement SPs can onlythsiled (not just occupied by a Confederate SP) by the Confeder-
placed in friendly controlled spaces with a LOC. First, SPs argte player [11.23]. The Union player receives the following rein-
placed on the map (Union first). Then, Strategic Movement iforcements each game turn during the Reinforcement Phase:
conducted (Union first). Then, available generals being placed ] ] ] ]
on the map (Union First). The Reinforcement Phase is abbreJfAST: If Washington is held by the Union and it can trace a

ated or skipped during some game turns of some scenarios,'—a@c via rail connections off the north map edge, the Union player
follows: receives8 SPsin Washington. If the above condition cannot be

. . ' et then the Union player receiv¢sSPsin any friendly-con-
A. The Reinforcement Phase is not conducted on the first turn ﬁ?olled space in PA, DE or NJ free of Confederate SPs. If no
the Campaign Game or the 1861 Scenario. legal spaces are available then the SPs are lost.
B. Only steps B and C are conducted, on game turn 3 of the

Campaign Game or 1861 Scenario. Skip step A [10.7]. CENTRAL: The Unipn player receivés SPsin any friendly-
controlled space(s) in OH or IN free of Confederate SPs. The

C. Ondlylsthefg is condu%iq, on thegirstc;ulgn of the 1862, 186?épace(s) must be able to trace a LOC via road or rail connections
an cenarios. Skip steps Aand B. off the north map edge. If no legal spaces are available then the

10.2 Strategic Movement of Reinforcements SPs are lost.
10.21 PROCEDURE:After all reinforcements are on the board, WEST: The Union p|ayer receivdsSPsin any friend|y_con_

each player may move in-supply infantry SPs (even ones akolled space(s) in IL or in St. Louis, MO. The space(s) must be
ready in play), up to their Strategic Movement limit [10.22] tofree of Confederate SPs and must be able to trace a LOC via

any space connected by a railroad. All spaces in the rail pagBad or rail connections off the north map edge. If no legal spaces
must be friendly-controlled spaces. Neutral spaces may not Bge available then the SPs are lost.

used for this movement. An Army can receive a SP if it is in

supply and has a LOC directly to the location of the SP (it doe0.4 Confederate Reinforcements

not have to be a rail connection; however, each reinforcemef0.41 IN GENERAL: The Confederate can receive up50SPs
taken directly into an Army counts against the player’s Strategias reinforcements per game turn—up to nine for the Confederate
Movement limit). In case it is not clear, any SP, even ones n@tates [10.42], one each for the Border States of MO and KY
placed during the current Reinforcement Phase, are eligible ffit0.44] and up to four for blockade running activity [10.5].

Strategic Movement. Generals and Cavalry Brigades cannot us _
Strategic Movement [10.6]. 18.42 CONFEDERATE STATES:The Confederate player re-

ceives up t® SPsper game turn for his states, plus any former
10.22 STRATEGIC MOVEMENT LIMITS: The Union Stra- Cavalry Brigade SPs on the Game Turn Record Track. The Con-
tegic Movement limit id5 SPswhereas the Confederate Strate-federate reinforcement rate is reduced by one for each Confed-
gic Movement limit is7 SPsper game turn. Neither side may erate State-not Border State—that is under Union control. It is
exceed its limit in a given turn and unused portions cannot badso reduced by one if the Union player currently has naval con-
saved from turn to turn. Use of the rail movement bonus durintyol of the entire length of the Mississippi River. Reinforcements
the strategy rounds [5.9] does not count against this limit. Aor Confederate States can never be reduced below zero.
counter is supplied for use on the Army Strength Track to keep

track of Strategic Movement use.
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10.43 PLACEMENT: These reinforcements—no more than onetrack of his current blockade value with the Blockade Value Track
SP per state—can be placed in any of the eleven Confederate the mapboard. The blockade value starts at zero in the Cam-
States which are currently under CSA control and in a space thadign Game and in the 1861 Scenario and can never exceed five,
has a valid LOC. The space may not contain a Union SP, fort, or 4 if Foreign Intervention has occurred or go below zero. The
Union PC marker. Reinforcements (either due to reinforcementsllowing cards can effect the Blockade Value:

or due to card play) may not be placed in a pro-Union space. _ . .

Exception: Southern Religous Revival (8®nfederate rein- ° Ship Island/Key West .

forcements can be taken directly into coastal fétseption: B_eaufort/Port Royal Captured

The return of a Cavalry Brigade's SP that was removed upon the Lincoln Declares Southern Blockade

death of its Cavalry General [5.54] must attempt to stay within gldeonlvgelles,_lzl;]heANaval Ii;rogrlam
the “one per state” placement restriction, but if this is not pos- eneral Scott, The Anaconda Plan

sible it can be placed in any Confederate-controlled space with Bro_oklyn Navy Yard Conversions
a LOC. « Union Naval Supply Shortage (decreases value)

« Hatteras Operations*
10.44 BORDER STATES:If the Confederate controls MO it x yisiorically, it was the capture of the forward logistic bases,

gains an additional SP. If the Confederate player controls KY i jjjystrated by the Beaufort/Port Royal, Hatteras Operations,
gains an additional SP. These SPs must be placed in friendlyny ship Island/Key West cards, that enabled the Union block-
contrglled spaces in the Border State that generated them (a valige forces to stay on station longer, dramatically increasing
LOC is not necessary). the effectiveness of the blockade.

10.5 Blockade Running Activity 10.54 GENERATING REINFORCEMENTS: For each block-
10.51 BLOCKADE ZONES: There are four blockade zones: ade zone, the Confederate player rolls a die. If the die roll is
North Atlantic, South Atlantic, East Gulf and West Gulf. Eachgreater than the current Union blockade value, then the Confed-
zone has a list of ports associated with it [10.52]. As long as évate player receivesSPin any open Blockade Runner Port in
Blockade Runner zone has at least one open Blockade Runmié&t zone. If the die roll is equal to or less than the Union block-
Port, the Confederate player makes a Blockade Runner die ralfle value, then the Confederate does not receive an SP for that
for that zone. Note: There are no Blockade Runner die rolls dugone and pays a two point SW penalty.

ing the first turn of any scenario, or during game turn 3. If all ] .

Blockade Runner Ports for a particular zone are closed, then E&¢AMPLE: The Union blockade value is 3. In the West Gulf

blockade runner die roll attempt can be made and a 2 SW pet,l?_e die roll is 2, in the East Gulf the die roll is 3, in the South
alty is charged against the Confederacy. Atlantic the die roll is 4, and in the North Atlantic the die roll is

5. This results in no reinforcement for the two Gulf zones (with
10.52 BLOCKADE RUNNER PORTS:Blockade Runner Ports  a four-point SW penalty) and one reinforcement in each of the
are those Southern ports that have a blockade runner symbxilantic zones. Each SP must be placed in an open Blockade
and through which blockade reinforcements are received. Runner Port within that zone.
Blockade Runner Port is either open or closed. An open port is o
one which is Confederate-controlled, whose associated coast#)-6 Bringing Generals Into Play
fort, if any, is also Confederate-controlled, and has an LOC t$0.61 PROCEDURE:During each Reinforcement Phase, newly
another Resource space. Any port which does not meet all thragiving generals are placed face down on the map. Generals are
of these conditions is closed. The following ports (listed fronplaced after Strategic Movement. Prior to randomly picking a
northeast to southwest) are associated with the four Blockageneral to be placed on the map, the player must first announce
Zones: the space into which it will be placed. Aleader may not be placed
in a space that does not have a LOC or a friendly SP. If more
) Y than one unrevealed general is to be placed in the same space,
City, NC and Wilmington, NC, there must be at least 1 SP per general in the space. Generals that
South Atlantic: Charleston, SC, Savannahg s are already in the space count against this limit for these pur-
GA, Fernandina, FL and Jacksonville, FL, poses. After all unrevealed generals from both sides have been

North Atlantic: Norfolk, VA, Morehead

East Gulf: Columbus. GA. Pensacola. FL. St Marks. FL (re_placed on the board, reveal all of them for both the Union and
quires card #117) and Mobile, AL Confederacy simultaneously.
West Gulf: New Orleans, LA and Sabine City, TX 10.62 LEADERLESS ARMIES FIRST: Any Army which is

Note: Fort Pickens, FL starts all scenarios Union controlled,iN Supply and without any general in the space must have a gen-

hence Pensacola is never really available as a blockade runn&Fa! placed there before other spaces are chosen. The first gen-
port. eral placed in the space regardless of P rating is the command

general. If a general can not be placed in a leaderless Army be-
10.53 BLOCKADE VALUE: The Union player’s blockade cause it does not have a LOC, then the player is free to place
value is determined by the number of Strategy Card events thgénerals in other spaces.
he has played to affect the blockade. The Union player keeps
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10.63 COMMANDING GENERAL: The first general in a EXAMPLE 2: The Forrest and Morgan Cavalry Brigades enter
space with a leaderless Army is automatically the commandingY with Forrest ending his movement on a Union PC marker,
general (no SW penalties are paid-an exception to rule 5.22).while Morgan ends his turn in a neutral space. During the Po-

10.64 CAVALRY GENERALS: Wh Cavalrv G li litical Control Phase, Forrest removes the Union PC marker,
' ' enatavalry GeneralISré- \iq Morgan cannot place a PC marker in his space.

vealed, he immediately absorbs an SP in his placement space
and is replaced with his appropriate Cavalry Brigade unit [5.5FEXAMPLE 3: Stoneman’s Cavalry Brigade ends its turn in At-
lanta. During the Political Control Phase no PC marker is

10.7 Ninety-Day Volunteers placed in the space and Atlanta retains its resource capability.
Neither player receives reinforcements on the Fall 1861 turn.

This reflects the expiration of the enlistment time of the 90-dayL1.2 National Capitals
volunteers. Players still receive generals and may use Stratedit.21 PURPOSE:At the beginning of the game Washington,

Movement. DC is the Union national capital and Richmond, VA is the Con-
federate national capital. A player must have his Capital piece
11 POlltlcal Warfare on the map in order to be eligible to place PC markers with an

OC. Events which place PC markers or armies are exempt from

DESIGN NOTE: The game is won or lost by the Union's abilityns condition. National capitals may never be repositioned vol-
to penetrate and destroy the Southern political and logistic iNgntarily.

frastructure as portrayed through the placement of political con-

trol markers. 11.22 FORCING THE GOVERNMENT INTO FLIGHT: If

) o a force enters the space with an enemy capital, the Capital piece
11.1 Changing Political Control Due to is immediately removed and placed in the designated holding
Occupation box on the map. If the move into the space causes a battle, the

During the Political Control Phase of each turn, you must placEapital piece is removed only if the enemy wins the battle. The
a friendly PC marker in any space containing one or more friendigapital piece remains in the designated box until the Political
in-supply infantry SPs that have a LOC. Note that an Army comeontrol Phase. If a player is forced to relocate his National Capi-
prised of only Cavalry SPs cannot place PC markers during tel, he suffers a severe SW penalty [12.6].

Political Control Phase. SPs can be chained, such that . .
olncal LOontrol Fhase. »r's can be chained, such ta Convﬁﬁ.z\% REPLACING THE NATIONAL CAPITAL: Ifthe Capi-

ing them in sequence extends the LOC. If an enemy PC mar é?l piece has been placed in the designated box, it must be re
I t, iti d by flipping th ker to its oth . " ' i
Was a$so preser, It IS Temovec by Tipping ne markerto its o laced on the map during the Political Control Phase (of the

ide. A Cavalry Brigad t pl flip) a PC marker iff . . .
siae avalry Brigade cannot place (nor flip) a arker Iﬁ@me turn) in any friendly-controlled space with a LOC. A player

any space during a Political Control Phase, but may remove e . . ) . ; .
emy PC markers during the Political Control Phase. may place his Capital piece in any friendly-controlled space in a
state which began the Campaign Game under that player’s con-

Edition Note: The preceding is - { trol. If the Confederate player places his Capital piece in a space
e

a significant change from the firs
edition.

which is neither a Resource Space nor a Blockade Runner Port
then the Confederate immediately loses 10 SW points. The Union
i loses 10 SW points if the Union places his Capital piece in any
space which is not: Harrisburg (PA), Trenton (NJ), Dover (DE),
Annapolis (MD), Columbus (OH), Indianapolis (IN), Spring-
field (IL), or Philadelphia (PA) (the names of these spaces are in
all capital letters on the map). For rules purposes [10.3] these
spaces are called Union State Capitals.

EXAMPLE: On the east coast the Union has Philadelphia, Tren-
ton and Dover as spaces he can place his capital without suf-
fering the 10SW penalty

-

EXAMPLE 1: During the turn a
Corps move with 5 SPs leavd
Cincinnati and moves five spacse
to Knoxville, TN, leaving 1 SP in
each space. During the Political
Control Phase, the SP in Fal{
mouth KY is converted, becaus
it has a LOC to Cincinnati, then
the SP in Lexington, KY is con
verted because it has an LO
through Falmouth and so on un
til Knoxville, TN receives a PC
marker. If this same move wal
conducted without a LOC, ther
none of the spaces would be co
verted.

11.3 Placing Political Control Markers: Strategy

Rounds

A player may use a Strategy Card to place PC markers on the
board. If the Strategy Card is played as an EC, place the number
of PC markers indicated within the specifications of the card. If
the Strategy Card is played as an OC, then the number of PC
markers placed is equal to the value of the OC.

EXAMPLE: If you played a Strategy Card with an OC value of
3, you could place three PC markers.

ek ] Er vl
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RESTRICTIONS: player. Once a Confederate state becomes Union-controlled,

A) A p|ayer may p|ace PC markers in any space that Contair{énion Division moves are permitted into Confederate PC mark-
any number of friendly in supply infantry SPs or in a Borderers within that state [5.42].

State space that is sill neutral (no PC marker, enemy .SP 25.12 UNION STATES:During the Political Control Phase, if
forts present, B_ord_er State can be contrqlled by either side ffe confederate player gains control of three or more spaces in
neutral).Exception: See 5.53 Cavalry Brigade. an original Union state, not a converted neutral or Confederate
B) A player cannot use an OC to place PC markers if his Capitatate, the Union player loses 5 SW points and the Confederate
has been captured that turn. A player can still place PC marfstayer gains 5 SW points per game turn per state. This penalty
ers with an EC or an Army even if his capital is displaced. does not apply to original Confederate or Border states under
C) Aspace can never contain more than one PC marker. the control of the Union. The Union loses 1 SP of reinforce-

D) A player can never use an EC to place a PC marker such thrg{ants for each Confederate controlled State capital.[10.31].
it would destroy a Resource Space, displace a National capi2.13 BORDER STATES:Border States start the 1861 and
tal (can be placed in Union State Capitals), capture a coas@hmpaign scenarios uncontrolled. The first side to gain control
fort (either directly or by converting its associated port), ofof a Border State gains its SW value and removes all enemy PC
destroy a fort markeException: Farragut card and Wilson's  markers from that Border State except from spaces containing
Raid card. enemy SPs and forts. After removing those PC markers, he can
place his own PC markers in all empty spaces in that Border

State. If the Union player gains control of a Border State first, it

] becomes a Union State and remains Union-controlled for the
remainder of the game. If the Confederate player gains control

of a Border State first, then the Union can gain control of the
,_,i' Border State, just as if it had begun the game as one of the origi-
' nal eleven Confederate states (at which time the Confederate

player must subtract the Border State’s SW value and the Union

player adds the SW value). When the border state is converted

12. Strategic W||| to Union control it it does not become a Union State for pur-
8oses 17.3.

DESIGN NOTE: The Strategic Will model in this game shoul
drive a player’s actions. Players should become familiar wittPlace one of the special control markers in thd/*
which events alter Strategic Will. It is the absolute and relativespaces when the border state becomes controlle
value of each side’s Strategic Will that determines the current

state of the war. A player must simultaneously manage both tﬂ'g'ld' STATE CONTROL VALUES: )
absolute risks taken, such as whether to fight a large battle Spaces Required

and the direction of his fortune. The ability to change the direc—Border State SW Value for Control

tion of public perception yields bonus effects. The ability tdVlissouri (MO) 10 7
manage the changing fortunes from good news to bad and vikgntucky (KY) 10 7
versa is an important strategy element in the design. The sid#est Virginia (WV) 5 4

that makes the most benefit from change of fortune bonus points

can often determine the winner. Spaces Required

Confed. State SW Value for Control

Each side begins the Campaign Game with 100 Strategic Witlennessee (TN) 10 13
(SW) points (with the Union marker on its minus side, the Conarkansas (AR) 5 6
federate marker on its plus side). Various actions taken by eagh, o (TX) 7 3
player can reduce and increase the respective SW values. Louisiana (LA) 7 6
12.1 State Control Mississippi (MS) 7 10
12.11 CONFEDERATE STATES: During the Political Con- Alabama (AL) 7 9
trol Phase, if the Union player controls a number of spaces in@eorgia (GA) 15 12
Confederate state equal to its control value (as listed on the magprida (FL) 5 5
AND there are no undestroyed resource spaces or open blo@fyrth Carolina (NC) 7 10
ade runner ports in the State, the Union player gains control %f uth Carolina (SC) v 9
that state. When a Confederate state becomes Union-controll -

Ifginia (VA) 15 14*

the Confederate player loses SW points equal to the value of the
state (as listed on the map). Once a Confederate state has f8henandoah Valley Rule [8.4], each space of the Shenandoah
come Union-controlled, it cannot revert back to Confederatgalley counts as two spaces for determining Union State Con-
control even if all spaces are recaptured by the Confederag®l of Virginia. In case of ties, the Union controls the state.
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12.2 Confederate Resource Spaces ironclad [not Hunley] in any of the river port spaces). This is a
If a Union PC marker is placed in a Confederate Resource Spa@€-time bonus and is not lost if the Confederate later recap-
it has a destruction marker placed in it. Cavalry Brigades mai{/fés one or more spaces on the river.
not place a PC marker in a Resource Space [5.53] and therefgn_’gr the purpose of this rule, the Mississippi consists of the fol-
cannot destroy them. Once destroyed, a Resource Space cangQlin .

X i ) g spaces:
be repaired, even if the Confederates regain control of the space.
Whenever a Resource Space is destroyed, the Confederacy logé¢: Wheeling, Parkersburg
its value in SW points and the Union gains its value in SW point®H: Cincinnati

(value is printed in space). IN:  Evansville
KY: Louisville, Paducah, Columbus
12.3 Battle Outcome IL:  Cairo, Alton

The winner of a large battle (20+ SPs) gains 3 SW points and they:  Memphis, Clarksville, Dover, Nashville, Pittsburg Land-
loser of the battle deducts 5 SW. All other battle sizes have no ing

SW effect. MS: Vicksburg, Grand Gulf

12.4 Impact of Changing Fortunes of War LA: I;cc))rltjgl-;udson, New Orleans, Ft. Phillip-Jackson, Baton
The last movement of the SW markers is denoted by placing j, . :

; ) . . ’ . L: Tuscumbia, Decatur
on its plus side (if SW points were added) or negative side (N‘/I . : .

X LS New Madrid, St. Louis

SW points were subtracted). Whenever the direction of the SW
marker changes from negative to plus, the value of the SW tranhese port spaces, except Fort Phillip-Jackson, have a special
action is increased by two (for example, winning a large battleolored port symbol on the map.
after some previous SW subtraction adds 5 SW, not 3). When- i i
ever the direction of the SW marker changes from plus to nega-—z-_9 Union War Weariness and Confederate War
tive the value of the SW transaction is increased by three (fésulilt
example, losing a large battle after some previous SW additidburing the Political Control Phase of each Fall game turn, the
subtracts 8 SW, not 5). During the Political Control Phase, th&nion player loses 5 SW points. During the Political Control
order of multiple SW effects in the same segment or step is dBhase of each Fall game turn after the Emancipation Proclama-
termined by the player whom they affect. tion special event has taken effect, the Confederate player loses

) 5 SW points.
12.5 The Union Blockade
Each time the Confederate fails to gain an SP from a blockade2.10 Army Commanders
runner die roll, or is prevented from making a die roll becaus8&ee 5.61 regarding procedure.
there are no eligible Blockade Runner Ports, he loses 2 SW points

[10.54]. PENALTY SUMMARY:
_ ) « Reduce SW by an amount equal to the relieved general’s po-
12.6 National Capitals litical value (cut the penalty in half, if defeated in a large battle).

Each time the Union player must relocate his capital, he loses 30Reduce SW by two for each general in the same space over
SW points. Each time the Confederate player must relocate hiswhich the new commanding general is promoted.

capital he loses 15 SW points. This penalty is paid the instapt paquce SW by two when creating an Army (not relieving an
the Capital piece is removed (11.22). There is an additional 1O'Army’s commanding general) if any general on the map (not
point SW penalty if the Capital piece is not placed in one of the Army display) has a political rating that is greater than the

appropriately designated replacement spaces [11.23]. new commanding general of the Army (regardless of how many
12.7 Army Markers such generals exist).

If a player must remove an Army marker due to elimination im 2 11 Confederate Fort Removal or Capture
battle or retreat, or if stacked with another Army marker, he l0S&&/henever a Confederate fort is removed or Coastal fort cap-

SW points. A Union Army removed costs the Union player 1Q,req, the Confederate player deducts 1 SW point and the Union
SW points; a Confederate Army removed costs the Confederjgrf'-ayer gains 1 SW point.

player 5 SW points. Also, see McClellan’s effect (5.67A an
12.10). If the last SP in an Army is a Cavalry SP and it is elimi-
nated, the Army is eliminated.

12.8 The Mississippi River

If the Union player during the Political Control Phase has naval
control of all spaces on the Mississippi River, he gains 10 SW
points (i.e., if the Confederate player does not have any fort or
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SCENARIOS

The scenariosare intended to be played in the following man-Corinth, MS ............ AS Johnston, Polk, .5. Army (Tenn)
ner. Begin and end a scenario as indicated in the description and Beauregard, Bragg
determine victory as per the relevant victory conditions. AlterWilmington, NC ..., 1
nately, start a scenario and play to the end of a later scenarkt. Sumter, SC Pemberton ...........ccc.ccceonne 1
This allows for a play of the game to varying lengths-from thre€hattanooga, TN ...........cccccceiiiiiiiiiiiiiieenneeenn. 1
to six, nine, twelve, or thirteen game turns-while still reachindKnoxville, TN ........... Smith ..., 1
an adjudication of the winner. Strasburg, VA ... 1

. Fredericksburg, VA .J Johnston, Stuart ..6. Army (NVa)
In the setup references, the following rules hold true for all SCERACKMON, VA ... 2 Fort
narios. Williamsburg, VA ..., 1

a) The commander of an Army is underlined. _
b) PC stands for the placement of a friendly PC marker. 14.2 Union 1862 Setup

c) Fort stands for the placement of a friendly fort marker. The Union player places the indicated pieces in the indicated

d) Army designations are for historical purposes onl spaces. All spacesinIL, IN, OH, MD, PA, NJ and DE are Union-
Y 9 purp Y- controlled. With the exception of New Madrid and Springfield,

e) The SW markers indicate, with either a + or - sign, on whicly5 || Border State space in MO, KY and WV are Union-con-
side they start at the beginning of the scenario. trolled (PC markers are present, but not listed in setup).
f) Washington, DC is the Union capital in all scenarios, place

the Union Capital marker in this space. Space General SPs Other

: . oo . Washington, DC.........ccccociiieeiiiiieee e 3 Fort
9) Richmond, VA is the Confederate capital in all scenariosy, o, g "y~ 0 PC

place the Confederate Capital marker in this space.

i _ Ft. Pulaski, GA ... 1 PC
h) Only Step C of the Reinforcement Phase is conducted on tI%epringfield IL 2
first turn of the 1862, 1863 and 1864 Scenarios. Cairo IL...: ............... Pope ..o, 3
i) Where the setup indicates a Cavalry General and 1 SP, oigmerset, KY ..........c.cccoovvverrireiernisinnennns 1
Cavalry General in an Army, substitute the appropriate Cavannapolis, MD ......... Butler ..o 3
alry Brigade and remove 1 SP from play. St. LOUIS, MO ... 1
Pittsburg Landing, TNHalleck*................... 5 Army (TN), PC
13. 1861 Scenario gashvil_lrel\,lTN ........... Buell, Rosecrans ... 4. A(\)rmlya/((:Cb), PC
OVEL, TN i
13.1 Setup o ] Winchester, VA ........| Banks .......ccccceeeenn. 3. PC
The setup for the 1861 Scenario is in section 2. Harper's Ferry, VA ........cococeeveeeeveeneneennnnn, 0 PC
13.2 1861 Victory Conditions Manassas, VA.......... McClellan, .............. 13 Army (Pot)

The 1861 Scenario ends at the conclusion of the Fall 1861 garpe \1 o oe VA McDowell, Burnside 1 PC

turn. The Union player wins if he controls MO, KY, and WV or Lewisbura. WV Fremont 5
Confederate SW is less than 80. The Confederate player wins F G VWV e FIEMONE o
he controls MO and KY or Union SW is less than 85. All othef® Grant is the real commander, but in terms of the game Halleck

results are draws. is calling the shots and soon after Shiloh takes the field. Grant’s
independent role really begins in 1863.

14. 1862 Scenario 14.3 Markers

14.1 Confederate 1862 Setup The first game turn is the Spring 1862 turn, the Game Turn Record

The Confederate player places the indicated pieces in the indfarker is on the No Emancipation Proclamation side. The Union
cated spaces. All spaces in TN, VA, NC, SC, GA, FL, AL, MS’NavaI Blockade is on 2 and the Amphibious Assault Modifier is
LA, AR and TX are considered CSA controlled unless a Uniof®" 2. There is a Resource destruction marker in Nashville.

PC marker begins in the space. 14.4 Cards

Space General SPs Other Remove the following cards from the Strategy Deck prior to
Ft MOrgan, AL ... 1 beginning the scenario:

Springfield, MO ....... Van Dorn, Price ....... 3 PC (24) Pre-War Treachery

Little ROCK, AR ....cooviiiiieiiiiiie e 1 (26) Cotton is King

Pensacola, FL .......c.cccovviviiiiiiiiii 1 (29) Crittenden Compromise

Savannah, GA ... 1 (42) Kentucky Anarchy

New Madrid, MO .........ccccviiiiiiiiiiini, 1 Fort, PC (43) Kansas
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(44) Western Virginia
(47) CSA Recognizes KY, MO, and DE
(48) Brazil Recognizes the Confederacy

Union-controlled (PC markers are present, but not listed in setup).
Tennessee is Union-controlled.

(52) Trent Affair, (68) Lincoln Declare a Blockade Spacg General SPs_Other
(91) Letters of Marque, (90) Habeas Corpus Washlngton, DC....... Halleck, Butler....... 8 Fort
Ft. Pickens, FL ..o 0 PC
14.5 1862 Starting Strategic Will Ft. Philip/Jackson, LA ........cccccevveeeveeennnne. 0 PC
Union SW 115(_), Confederate SW 94(+) Jacksonville, FL .....coooviiiieeiiiiiiieeeee e, 1 PC
Ft. Gadson, FL ....ccccceeviiiieeeiiiiieee e 0 PC
14.6 1862 Reinforcement Phases Brunswick, GA ........cccovvieeerieeieeeesieenes 1 PC
Only step C is conducted, on the first turn of the 1862 Scenari®t. Pulaski, GA ...........cocoiiiiiiveiee e, 1 PC
Skip steps A or B. (@2 11 o TR | S 2
) .. Louisville, KY ... 1
14.7 Victory Conditions Somerset, KY ............ Burnside............... 5
The 1862 Scenario ends at the conclusion of the Fall 1862 Gamgton Rouge, LA...... Bank....owoooi 3 PC
Turn. The Union player wins if he has a SW that exceeds th@ew Orleans, LA .........cccoovveeeeeeceereesn, 1 PC
Confederate player's SW. All other results are a Confederagaltimore, MD .............c...cccoveurvcreesenrennn. 2
victory. Springfield, MO ........ Curtis ....coeveeevieinns 5 Army(MO),PC
St. LOUIS, MO ... 1 PC
15. 1863 Scenario COrNth, MS ..o, 2 Fort, PC
151 Confederate 1863 Setup  higronead iy NG 1 PC
The Confederate player places the indicated pieces in the indjremphis, TN .............cccoooooviverreeesiecsnens 6 PC
cated spaces. All spaces in TN, VA, NC, SC, GA, FL, AL, MS,\1ckenzie, TN ..o, 0 PC
LA, AR and TX are considered CSA controlled unless a UnioRumpoldt, TN ............ooveerveereerneeessreeerennee. 0 PC
PC marker begins in the space. Grand Junction, TN ......c.coeeeeeerererereenns 0 PC
Space General SPs Other Lgxmgton, TN R AR E PP ARRA 0 PC
Little Rock, AR ......... PriCe oo 1 Pittsburg Landing, TN ......cccccviivvereeeeniiiins 0 PC
Mobile, AL J.Johnston......mmmniin. 1 Nashville, TN s 4 Fort, PC
Pensacola, FL .......cccoveveiiniiecee e 1 Murfreesboro, TN ....Rosecrans,............ 12 Army (Cb), PC
Savannah, GA ..........ccccceeeeeeveveneeeeeeennans 1 McDowell
Shreveport, LA ........ SMith oo 1 Dover,_ TN e 0 PC
Port HUdSOﬂ, LA 2  Fort Franklln_, TN s 0 PC
\ﬁcksburg, MS oo Pemberton............... 5 Fort, Army (MS) ClarkSVl”e, TN o, 0 PC
JACKSON, MS ... 1 Waynesboro, TN ..., 0 PC
TUPEIO, MS oo 1 Columbia, TN ... 0 PC
Fayetteville, NC......c.ccooevvveeeeeeeeee e 2 Manassas, VA.......... Hooker, ................ 15 Army (Pot), PC
Wilmington, NC ........ccceviiviiieeeee e 2 Pleasonton, Stoneman
Charleston, SC ....... Beauregard............. 2 Ft. MONroe, VA ... 2 PC
Ft. SUMLEL, SC oooeveeeeeeeeeeeer e e eeeeeeesee e 1 NOI‘fO”(, VA 2 PC
Shelbyville, TN ......... FOIrest ... 1 Parkersburg, WV ... 1
TuIIahoma, TN..... Bragg, PO"(, Wheeler .7. Army (Tenn) Charleston, WV 1
McMinnville, TN ...... MOFGaN ..o 1 Grafton, WV ............. Fremont ................ 1
Chattgnooga, TN oo 1 REMOVED GENERALS: McClellan, Buell and Pope
Knoxville, TN ..., 2
Sabine City, TX .ovcvieveeieeeeeceeeeeeee e, 1 15.3 Markers
Fredericksburg, VA ..Lee, Jackson, ......12  Army (NVa) The first game turn is the Spring 1863 turn, the Game Turn marker
Stuart is on the Emancipation Proclamation side. The Union Naval Block-
Richmond, VA ... 3 Fort ade is on 3 and the Amphibious Assault Modifier is on 3. Place
Petersburg, VA ........ Longstreet............... 2 resource destruction markers in Nashville and Memphis, TN.

REMOVED GENERALS: A.S. Johnston, Van Dorn
15.2 Union 1863 Setup

15.4 Cards
Remove the following cards from the Strategy Deck prior to
e%eginning the scenario:

The Union player places the indicated pieces in the indicat
spaces. All spacesinIL, IN, OH, MD, PA, NJ and DE are Union¢24) Pre-War Treachery
controlled. All Border State spaces in MO, KY and WV are(26) Cotton is King,

(29) Crittenden Compromise, (31) Contraband of War
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(42) Kentucky Anarchy Weldon, NC ....oeviiiiiiieee e 1

(43) Kansas Goldsboro, NC......ccvvvevveieeiiieeeee e, 1

(44) Western Virginia Charleston, SC.......coooccviiiiieeeeeee e 3

(47) CSA Recognizes KY, MO, and DE Rodgersville, TN .....Longstreet, Morgan 3

(48) Brazil Recognizes the Confederacy Nacogdoches, TX ...ccooovvicciiiiieirieee e 1

(52) Trent Affair, (68) Lincoln Declares a Blockade Strasburg, VA ..., 1

(76) Great Sioux Uprising Wilderness, VA .......Lee, Ewell, Hill, .....12 Army (NVa)
(81) Emancipation Proclamation. Stuart

(91) Letters of Marque, (90) Habeas Corpus Richmond,VA ..., 2 Fort

. . . Petersburg, VA ........ Beauregard.............. 1 Fort
15.5 1863 Starting Strategic Will

Union SW 85(+), Confederate SW 80(-). REMOVED GENERALS: Jackson, Van Dorn, A.S. Johnston,

_ Pemberton and Bragg
15.6 1863 Reinforcement Phases

Only step C is conducted, on the first turn of the 1863 Scenarid-5-2 Union 1864 Setup

Skip steps A or B. The Union player places the indicated pieces in the indicated
_ N spaces. All spaces inIL, IN, OH, MD, PA, NJ and DE are Union-
15.7 Victory Conditions controlled. All Border State spaces in MO, KY and WV are

The 1863 Scenario ends at the conclusion of the Fall 1863 Gargaion-controlled (PC markers are present, but not listed in setup).
Turn. The Union player wins if he has a SW that exceeds thBennessee and Florida are Union Controlled.

32{(1)1‘reytljerate player’s SW. All other results are a Confederatgpace General SPs Other
Washington, DC....... Halleck.................... 4 fort
Little Rock, AR ......... Curtis* .....cccvveennn. 5 Army (MO), PC
Arkansas Post, AR ......cccvceeiiiiiiiiieeeeeeeee, 1 PC
Clarksville, AR .......coovvvvveriiccceeee e, 0 PC
Fayetteville, AR ......oovvvveeeiiiiiiiieeeeeee, 0 PC
Decatur, AL ....cooooveviiiei e 1 PC
Ft. Pickens, FL ..., 1 PC
Ft. Gadson, FL ..., 0 PC
Tallahassee, FL ...cccooeeeviiiiiiiiiiiiiiiiiieeeeia, 1 PC
St. Marks, FL ccooovviiiiieiee, 0 PC
Jacksonville, FL .........vvvvviiiiiiiiiceieieeeeeeeene. 1 PC
Brunswick, GA .....ccoooeviiiiiiiiiiiieeeeeeeeeeeas 1 PC
. Ft. Pulaski, GA ......oovvvveeeiieiiciieeeeeee e 1 PC
16. 1864 Scenario CAIO, IL oo 1
16.1 Confederate 1864 Setup Lexington, KY ..., 1
- . . . Somerset, KY oo 1
The Confederate player places the indicated pieces in the m(i_ew Orleans. LA 1 PC
cated spaces. All spaces in TN, VA, NC, SC, GA, FL, AL, MS JLA

LA, AR and TX are considered CSA controlled unless a Uniogg,[(t);“éisuogné LL'?\Al .f.oEr){':mks """""""""" S (I)DC PC

PC marker begins in the space. Tennessee and Florida are Uni&n—

controlled altimore, MD ........ouvvviiiiiiicicece e 3
' Springfield, MO ......ccccceeveeiiieeee e, 1 PC
Space General SPs Other St. Louis, MO Rosecrans, Pleasonton..3 PC
Demopolis, AL.......... [=10] | 3 Grand GUIf, MS ... 0 PC
MOBIIE, AL ..o 1 Fort Forest, MS .......coviiii 0 PC
Camden, AR ............ Price .oooevvveeeiin, 3 Meridian, MS ... oo 0 PC
Pensacola, FL .....ouuueeeeeieeeeeeeeeeeeeee e 1 JACKSON, MS ... PC
BaldWin, FL ...coeeeeieeeeeeeeee e 1 Vicksburg, MS ... 4 fort, PC
AANTA, GA .o 1 Fort Corinth, MS ..., 1 fort, PC
Savannah, GA ........coceevcveeeiiiee e 1 Fort New Bern, NC .......ccccoviiiiiiiiiniiis 1 PC
Dalton, GA............... Johnston, Hood, ....2  Army (TN) Morehead City, NC.........cccoovvveeieeeeeiiiiiinns 1 PC
Wheeler Knoxville, TN ........... McDowell* ............. 4 PC
Shreveport, LA ....... SMithe.eeeeeieeeeei, 1 Memphis, TN ..o 1 PC
Alexandria, LA ....oooeeeeeeeeee e 1 Cleveland, TN ... 1 PC
Gainesville Jct, MS .Forrest.......ccocceuvuvene. 1 DoVeEr, TN .o 1
WIlmIngton, NC .....c.oooviieieceeceece e 1 HUumboldt, TN ..o 0 PC
Grand Junction, TN ........ccceevvvvvvvvvvniiiiinnnn. 0 PC
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Lexington, TN ......oooviiiiiieiieeeee e, 0 PC 16.6 1864 Reinforcement Phases
Pittsburg Landing, TN ... 0 PC Only step C is conducted, on the first turn of the 1864 Scenario.
Franklin, TN s 0 PC Sk|p steps A or B.
Clarksville, TN ..o 0 PC
Waynesboro, TN ......ccccoevveeeveeeeeeseeieeenes 0 PC 16.7 Victory Conditions
Columbia, TN ..o 0 PC The last game turn is the Spring 1865 game turn. The victory
McKenzie, TN ....coooiiieeeeeeee e 0 PC conditions are the same as the Campaign Game, including the
Shelbyville, TN ..., 0 PC possibility of an automatic Confederate win at the conclusion of
Nashville, TN ....ooorieeeiiiir e 4 fort, PC the Fall 1864 game turn if the Union SW total is less than 50
Murfreesboro, TN ......cccccevveeeiinicciiiieeeeeeen, 2 PC points [17.2, 17.3].
Tullahoma, TN ..o, 2 PC
Chattanooga, TN.....Sherman, ............. 15 Army (Ch),PC
Hooker, Stoneman, McPherson, Scofield
Sabine City, TX .o 1 PC
Winchester, VA ... 0 PC
Manassas, VA ........ (CT7-11] PR 15Army (Pot), PC
Meade, Burnside, Hancock
Ft. Monroe, VA ......... Butler......cccceeeeinnee 7 PC, Army (TN)**
Harper's Ferry, VA ..., 1 PC
NOIOIK, VA .o 2 PC

Grafton, WV ............. Fremont ............... 1 .
* Leaders marked with an asterisk have historically been reassigned 017 . Cam pal g n G ame

removed from command, but are used here to denote other minor indg7 1 Setup
pendent commands. The Campaign game uses the 1861 setup found in section 2. The
** Actually this is the Army of the James. Campaign game begins on the Spring 1861 game turn and con-

REMOVED GENERALS: McClellan, Pope, Buell and ReynoldsCUdes on the Spring 1865 game turn, unless an Automatic Cam-
paign Game Victory condition is met prior to the conclusion of

16.3 Markers the Spring 1865 game turn.

The first game turn is the Summer, not Spring, 1864 turn. Th : : .
Game Turn marker is to the Emancipation Proclamation sid i77 221égtR?Ang?CC\i\ﬁLmLp?r?:Ucrif)an()ela\;(I;tvc\:lLys instantly if

The Union Naval Blockade is on 4 and the Amphibious Assau
Modifier is on 4. Place resource destruction markers in Nasl%-e Confederate SW value reaches zero. The Confederate player

ville, TN, Memphis, TN, Little Rock, AR and Jackson, MS wins instantly at the end of the Fall 1864 game turn if the Union
B B ' 77 player SW value is less than 50, OR at the conclusion of any

16.4 Cards game turn if the Confederate SW value is greater than twice the

Remove the following cards from the Strategy Deck prior tdJnion SW total. If both sides SW reaches zero during the same

beginning the scenario: phase, the Union player wins.

(24) Pre-War Treachery 17.22 CONFEDERATE RESOURCES:The Union wins in-

(26) Cotton is King stantly if all Confederate Resource spaces are destroyed and all

(29) Crittenden Compromise, (31) Contraband of War Blockade Runner Ports are closed.

(42) Kentucky Anarchy L .

(43) Kansas 17.3 Winning the Campaign Game

(44) Western Virginia At the end of the Spring 1865 game turn, if the Union player has

(47) CSA Recognizes KY, MO, and DE control of ten Confederate or Border States he wins, all other

(48) Brazil Recognizes the Confederacy situations are Confederate victories. Each original Union State

(52) Trent Affair, (68) Lincoln Declares a Blockade or Border state that converts to Union first with three or more

(76) Great Sioux Uprising Confederate PC markers in it cancels one Confederate State con-

(81) Emancipation Proclamation, (90) Habeas Corpus trolled by the Union player for victory condition purposes. If a

(91) Letters of Marque, (110) Gettysburg Address Border state converts to Confederate it does not count for this
condition.The Union player gains the equivalent of one state for

16.5 1864 Starting Strategic Will each 25-point differential of SW points he possesses greater than

Union SW 65(+), Confederate SW 50(—). The Union has alreadhe Confederacy. For example, if the Union player has 51 more

received the Mississippi River SW bonus. SW points than the South, it counts as two states.
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Designers Notes to the 2nd Edition of For The

People

For The Peopléas been an interesting 2 year odyssey since it was
published in August 1998. First off the day after it was published,
Monarch Avalon announced that it had sold Avalon Hill to Hasbro.
This put the future support for the game in serious jeopardy. Sec-
ond, the initial print run of 1500 games sold out in less than 6 weeks
with little prospect of any follow on print runs while Hasbro sorted
out what it had acquired.

. , | have been blessed by a very bright daughter (Lara) who built a
. website for me. This allowed me to support the owners of the game
18. Designer’s Notes bsite for me. This allowed h fth

This is the third game based on the We The People system. Onevdtile AH was in turmoil. One of my personal policies is | will sup-
the critical design issues that | wanted to reflect in this design wa0rt any game that | design for as long as | am able. | wrote support
the extreme difficulties Lincoln and Davis had in coordinating op-2rticles that would have eventually showed up in the General, but |
erations between theaters. The card system handles this issue véappily discovered that the internet moves at light speed. This game
handily, but it was found in playtesting that there was too much/as far better supported in this venue over the traditional magazine
military activity in the early phases of the war. This necessitated th&upport that | used in the past. The game gained a loyal following
restriction on the number of Strategy Cards dealt prior to 1862. ThaNnd | was able to answer the rules questions and close some minor

restriction reflected the mobilization and training required to getoopholes that needed fixing. | owe a debt of gratitude to Mark Si-
the war in motion. monitch who fully supported my efforts pro bono. He is a true asset

to the hobby. Through our continued collaboration we were able to
Another critical issue that faced both Presidents was the difficultyipdate the rules which were supplied free of charge dfdh&he
in replacing commanding generals who had political constituenpeoplewebsite. The best part of this phase in the games evolution

cies. The cost in Strategic Will reflects the loss of political supporyas it won the Charles Roberts Award for best Pre-WW Il game
engendered by these actions. Another subtlety in the system is tigring the 1999 Origins.

loss of several 3 valued operations cards when they are used as an
event card. This puts pressure on both sides to replace commanditymake a long story short in April of 2000, Hasbro officially de-
generals with strategic ratings of 3 with ones with lower ratings ofided that the game didn't fit into their current line of games and
suffer lower probabilities of movement due to card distribution. returned the rights to me, which | promptly turned over the GMT
Games for republication. | want to thank the staff at Hasbro for
One of the biggest changes between this game and the previous t{iking this a fairly easy and swift transition. What you hold in
in the series is the replacement of the battle cards with a more tragur hands is the fruit of this journey. So, what has changed?
tional combat results table. This was done for two reasons. First, |
wanted to have the maximum number of Strategy Cards in the mikhe short answer is not a lot, but what has changed is significant.
due to the length of the game and the need to reshuffle at least ongée of the compromises | made in the first edition was to keep it
Second, the number of combat situations would slow the game dowithin shouting distance of We The People, as far as complexity is
with Battle Cards. An important consideration of the CRT is it reconcerned. Even in that state the Avalon Hill R&D staff thought it
flects Something that most games on this topic get wrong. There S too intricate a dESign. One of the hallmarks of this edition is |
alarge body of research, including my own, that shows that comb@@nted to pour more of the history back into the game.
outcome was fairly insensitive to force ratios. The size of the batt
had a far greater impact on the kinds of casualties inflicted. This
reflected in the types and kinds of results found in the CRT.

l.‘lehe generals now have offense and defense ratings, which gave me
fRe ability to show greater differentiation between the key military
leaders. A player would no longer wonder why he should use a
The area of the designs that went through the most revisions wiftcClellan to lead an Army as opposed to finding every nuance in
the naval game. The goal was to capture the importance of the Uniii€ rules to avoid using him or other inferior leaders. | also re-evalu-
naval and riverine advantage without having it dominate the deited my ratings based on another two years of research that are part
sign. Each revision amalgamated more and more of the detail intc@d parcel to a large ACW game | am doing with my good friend
more streamlined set of procedures. This latest version seemsaad well known designer, Richard Berg. Not only were the general
meet all of my objectives while keeping faithful to the history. ~ battle ratings augmented, but the political ratings coupled with the
SW system now create the environment for a more historical use of

Due to the more maneuver orientated character of the war, the m@fg military leadership. This issue bothered me and was something
has a significant number of spaces relative to the previous two dgefixed in this edition.

signs. This allows you to execute the campaigns of the war, but it

did add campaign playtime. By giving you a scenario for each ye&ne change that killed two birds with one design stone was the

of the war and the ability to end the game at the end of any scenafggvention of river crossings where forts are present. Unless you

should allow you to customize yoBor The Peoplexperience to  play very precisely in the first edition Washington was vulnerable

your life style. to capture. This was and still is an important design feature of the
Eastern campaigns. However, the DC forts, although not as good as
historically advertised, were sufficient to prevent river crossings.
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The ancillary effect of easy river crossings was the South didn’At the end of the game turn, all cards in all Operations Queues
have to use the Shenandoah valley to conduct Northern invasiorge automatically discarded and cannot be carried over to the
Lastly, the Union tended not to build up its Amphibious Assaulhext game turn. At any given time each player is restricted to
capability, because it was much easier to move an Army across ridaving one active operations queue. The play of an interrupt or
ers to take out forts such as Henry and Donaldson. removal card during the other player’s turn, does not break the

This one change had two immediate benefits. The South now hasqgeratlons queue sequence. The play of the Forv\{ard to Rich-
use wider flanking attacks through the Shenandoah valley to threatB#PNd card breaks the sequence. If the general designated as the
Washington, causing more historically motivated maneuvers. Ad2Perations queue participates in a battle whether his modifier
ditionally, the Union now has to build up their Amphibious Assaultvas used or not, the operations queue is lost.

modifier by building more ironclads, so they can break through the

Confederate’s Mississippi defenses akin to the real war. This is one

of my favorite improvements.

Cavalry Brigades were the last major design change. There w| CREDITS

much confusion and use of loopholes in the first edition over th

ability of SPs to place PC markers except when a Cavalry genel GAME DESIGN AND DEVELOPMENT:Mark Herman
was present. By marrying up the SP with the general the proble
was solved, plus | could more accurately demonstrate the historig
investment in mounted forces.

PLAYTESTING: Jeff Brown, Andy Daglish, Joel Feldman, Grant
Herman, Jan Kraheberger, Andy Lewis, Jason Matthewg, Dr.

Steve Owen, Peter Perla, Rich Phares, Dick Shay, Bill Thoet,
Of course what would the new edition be without a bit more chromqd Rob Winslow and George Young

so there are a few new optional rules for those looking for that add{ ART DIRECTOR & PACKAGE DESIGNRodger MacGowan
bit of history. My favorite addition is the new Confederate concen . .
tration cards that bring a bit more surprise into the game. MAP, CARDS & COUNTERSMark Simonitch
RULES LAYOUT: Mark Simonitch
My gift to the hobby is the We The People system. It has noy\
spawned a new game genre with many designers contributing
the growing number of available titles. The adoption of this systef] Special thanks go to Andy Lewis, Doug Whatley, James|Pei,
as a staple genre in our hobby is very satisfying to me. | hope yq Steve Bucey, Mike Welker, Peter Perla, Tod Reiser, Dick Shay,
enjoy this edition as much as | have had creating it. Itis rare, as il Don Chappell, Sandon Kallstrom, Tom Thornsen, Bafon

has never happened before, that | have gotten a third chance. | h August, Taylor Golding, and Bruce Wigdor for aid abdve

you think | made the most of the opportunity. and beyond the call of duty.

—Mark Herman PRODUCERSTony Curtis, Rodger MacGowan, Andy Lew|
Gene Billingsley and Mark Simonitch

PRODUCTION COORDINATION:Tony Curtis

i

19. Operations QueugOptional Rule)

DESIGN NOTE: This rule enables a player to use multiple opf
erations cards to activate a leader to simulate a logistics buildug. Q UESTIONS

RULE: A player can designate a general in a space as an opefanternet users can find support feor The Peoplet http://
tions queue. Once made this choice cannot be changed. To pgembers.tripod.com/~MarkHerman/index.html. Also ch
tablish an Operations Queue place the operations queue marke&ut the GMT Games web site at www.GMTGames.com

on the appropriate space showing the value of the OC used|i&jon-internet users can write GMT Games at P.O. Box 1B08,
start the queue. During subsequent strategy rounds once an pp4anford, California 93232. Please include a self-addrepsed

erations queue has been established an OC can be played|seamped envelope and phrase questions so they can pe an-
quentially into this imaginary queue. Adjust the Operationy swered with a yes or no.

Queue marker to show the current total. When the total value pf
the OCs in the Operations Queue are equal to or greater than the

Strategy Rating of the designated general, he is activated, ahy

excess is lost. Once a general’s activation rating has been reac el}lNVE NTO RY

or exceeded the general must be activated, it cannot be delaypdA complete game dfor The Peopléncludes:

If the player breaks the sequence by not playing a card into the® 1 22x34 map sheet
queue for any reason (i.e., plays a card during his turn for afy * 1 @nd 12 Countersheets
other purpose), the queue is lost and all cards in it are discardgd: 130 Strategy Cards

The sequence is broken whether the card played during the® 2 Six-sided dice
player’s turn was played voluntarily or involuntarily (e.g., Eman{ ° 1 Box with lid

cipation Proclamation). . 'T'hp'layelrbAid Ifard
« This ruleboo

14

pck
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STRATEGY CARD LIST

The first number is the card number, the second number denotes the 61. 3-U Ship Island/Key West
OC value, and the letter code denotes who can use the event (B=both, 62. 2-C Financial Crisis

C=Confederate, U=Union). 63. 2-U Beaufort/Port Royal Captured
64. 1-U USS Kearsarge sinks CSS Alabama
Card Ops Event 65. 1-C Union 90-Day Enlistments Expire
1. 1-U Empty Haversacks Conduct forage if no LOC. 66. 1-B Wilson’s Creek
2. 2-C Copperheads 67. 2-U J.B. Eads, Riverine Ironclads
3. 1-B Forward to Richmond 68. 2-U Lincoln Declares Southern Blockade
4. 1-B Costly Mistake 69. 3-U Gideon Welles, The Naval Program
5. 1-B Dysentery 70. 2-U Gustavus Fox, Ironclad Building Program
6. 1-B Ambush 71. 3-U General Scott, The Anaconda Plan
7. 1-B Mud March 72. 2-U John Ericsson’s Monitor Fleet
8. 1-B 3 Cigars 73. 1-C Ball's Bluff
9. 3-U Clara Barton 74. 2-U Political Crisis
10. 3-U Dorothea Dix 75. 2-C Western Concentration Block
11. 2-U Nathaniel Lyon 76. 2-U Great Sioux Uprising
12. 3-C Cabinet Intrigue 77. 2-C Stop the War
13. 2-C Missouri Guerrilla Raids 78. 3-B Personal Advisor
14. 3-U Red River Campaign 79. 1-C Indian Allies
15. 1-C Mosby’s Raiders 80. 1-C Southern Religious Revival
16. 2-U Grierson’s Raid 81. NA-B Emancipation Proclamation
17. 3-C CSA Purchasing Agents 82. 3-B Foreign Intervention
18. 2-U Confederate Inflation 83-84. 3-B Major Campaign
19. 1-B Belmont 85-88. 3-B Minor Campaign
20. 3-C Union Arms Production Delayed 89. 1-C Quaker Guns
21. 3-C Confederate Overseas Agent 90. 3-C Habeas Corpus
22. 3-C Josiah Gorgas, Chief of Ordnance 91. 2-C Letters of Marque
23. 2-C Bermuda Blockade Surge 92. 2-C Baltimore Revolts
24. 3-C Pre-War Treachery 93-96. 2-U Strategy Board
25. 1-U Confederate Railroad Degradation 97. 1-C Dauvis Tours the South
26. 3-B Cotton is King 98. 2-U Cape Hatteras Operations
27. 3-C Choctaw Indians 99. 3-B Minor Campaign
28. 1-B Franz Sigel 100. 3-C Shiloh
29. 2-U The Crittenden Compromise 101. 3-C Chickamauga
30. 3-U Glory Hallelujah 102. 3-C First Manassas
31. 2-U Contraband of War 103. 3-B Seven Days/Chattanooga
32. 3-C Dixie Land 104. 1-B Big Bethel
33. 1-C Orphan Brigade 105. 1-B Detach Cavalry
34-36. 1-B Elite Units 106. 3-C British Clydeside Shipyards
37. 2-C Confederate Scientist 107. 1-C Guerrilla Raids Delay Supply
38. 2-C George W. Rain, Increased Gunpowder Production 108. 2-U Richmond Bread Riots
39. 2-C Draft Riots in New York 109. 2-C Fortified Lines
40. 3-U Emergency Call for Volunteers 110. 3-U The Gettysburg Addres
41. 2-C Gov. Harris, Tennessee Confederate 111. 2-U Wildon’s Raid
42. 2-B Kentucky Anarchy 112. 2-C Severe Storms at Sea
43. 1-U Kansas 113. 2-U Washington Defenses
44, 2-U Western Virginia 114. 3-U Frederick Douglas
45. 3-U Food Shortage 115. 2-C Galveston
46. 1-U Pro Union Secessionist in Tennessee 116. 2-C Confederate River Flotilla
47. 3-C CSA Recognizes KY, MO, MD and DE 117. 3-C Clandestine Blockade Runner Port
48. 3-C Brazil Recognizes the Confederacy 118. 3-C Mexican Supply Pipeline
49. 3-C CSS Alabama, Commerce Raider 119. 1-U War in the West
50. 1-C CSS Sumter, Commerce Raider 120. 1-B Horace Greeley Editorial
51. 1-C Confederate Torpedoes 121. 3-B Minor Campaign
52. 3-C Trent Affair 122. 3-U Crisis in the West
53. 1-C CSS Arkansas 123. 1-B Quantrill's Raiders
54. 1-C CSS Virginia 124. 2-U Confederate Desertions
55. 1-C CSS Tennessee 125. 1-U Confederate Locomotive Shortage
56. 1-C CSS Hunley 126. 1-U Valley Devastation
57. 2-U Admiral Foote 127. 2-U Brooklyn Navy Yard Conversions
58. 2-U Admiral Porter 128. 3-C Union Naval Supply Shortage
59. 2-U Farragut 129. 2-C USS Cairo Hits Mine and Sinks
60. 2-U USS Monitor 130. 3-U Union Siege Guns

© 2006 GMT Games, LLC



48

FOR THE

PEOPLE

ACHVALION ..o
Amphibious Assaults
AMMIES e
Armies in Battle
Army Moves
Ability to Place PC markers
Corps Detachment from an Army
Creating armies

INDEX

Effect of Cavalry on Armies in Battle .............. 7.52
Eliminate Armies .......ccccvvvevevereiieeeeee e

Elite Units in Armies ........cccooevieeiiiee e,
Default Commanding General .
Designating the Commanding General ............ 5.22
Highest Political rated,

non-Commanding General ...........ccccoeeiieeeeenne 5.22,5.65, 5.66
Leaderless ArMIES ....ocvveveveveeeieeeeeeeeeee e, 10.62
Movement ReStHCONS ........c.cevvveeeriieeniiiee e 5.25
Naval Retreat .........oocceeviieiiiiiiiiee e 7.62
Naval MOVES .......cccueieiiiieiieee e 6.15
Number of Generals in an Army ...........cccce..... 5.29
One Army Per SPACE .......coeeeeveiiiniiieririneeeeeeeeeens 5.24
Picking up and dropping

off SPS/Generals .........cccovcveiiiieeiniie e

Railroad Movement Bonus Prohibition ....
Relieving Commanding General

Retreat Before Battle ...........cccceeeeeeeeieeiiiiiieiinnnn. 7.22,7.23,7.24
ALION TUIE .o, 9
B&O Railroad ..........cooovviviiviiiiieeeeeeeeeeeeee 10.24
Battle Casualties ........ccccvvvvvvvveeiiiiiieeeeeeeeeeeeeeeen 7.8

Battle DRMs
Battle Ratings
Blockade Value
Blockade Running
Blockade SW effect
Border States
Capitals
Cavalry Brigades
Cavalry Brigade Creation
Cavalry Brigade Movement
Cavalry Intelligence
Cavalry Brigade Retreat Before Battle
Cavalry Brigade Retreat Restriction
Cavalry General Casualty Effect
Cavalry SP loss Effect
Cavalry Brigade stacked with SPs
Cavalry Brigade in a Corps Move
Cavalry Brigade in an Army Move
Cavalry Brigade and PC Markers

Coastal FOrS ......uueiiiiiiiiiiee e .

COMPS it 53
Cavalry Brigades in COrps ........cccooeveenciveennnen. 5.34
Corps Command ..........ccceevieeeriieieiniiee e 5.31
COrps MOVEMENT ....cccoviiiiiiiiiiiiiiic e 5.32
Corps Move Size Limitations .............cccceevveeen. 5.33
Corps Organizational Restrictions.................... 5.34
Corps Mixing with other Organizations ........... 5.35
Railroad BONUS .........ooooiiiiiieiiiiiieeeeieeee e 5.9
Naval Retreat .........cccccveviiieeiiiiiiiiie e 7.62
Naval MOVES .......ccueieiiiieeiie e 6.11
Number of Generals in a Corps ......c.ccecvveeeennne 5.34, 10.61

Picking up and dropping
off SPs/Generals
Retreat Before Battle
[V o] [T
Movement Restrictions
Naval Movement
Elite Units
Forage

GENEIAIS ..o
Bringing into play
Casualties
Generals without SPs
Moving Without SPS ..........cccoeoiiiiieieiiieeeee
Relieving, demoting and transferring
Special capabilities

Hunley Submarine

Interception

Ironclads (Confederate)

Land MOVEMEN .......ooocuiiieiiiiiiiiee e

Lines of Communications (LOC)

Major/Minor Campaigns

MCCIEHAN ...oveeeiiieeee e

Mississippi River

Movement Rates .........ccuvviviiiiiiiiiiieieeeeeee e,

Movement into Enemy Spaces

Naval Movement

Northeast Alabama

Operations Cards

Out of Supply

Overruns

Determines Space Control
PlAaCING .eeiiiiieeiiiee e
Determines State Control
Effects on Movement
Effects on Retreat
Potomac RIVEN ...,
Rail Movement BONUS ..........cvvveviieiiieeieeeeeieieeee,
Reinforcements (Confederate)...
Reinforcements (Union)
Resource Spaces
REtreats ......ccovvieeeeciee e
Retreat Before Battle
Riverine Movement
Running the Guns
Shenandoah Valley
Sheridan ...
Special Event Cards
State CONtrol ........uvvviiiiiiiiieieieeeee e
Strategic Movement
Strategic Will rule
TOIPEAOES ...t
Ultimate Supply Sources ..
Union Naval Control
Van Dorn
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