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BULLRUN

HLLL EIOA i Avalen LEN's Tisdemark name for 79 Ciwil Wi bacile game.

HEALL RUMN G 8 two-plaver game of the Ficst Batde of Bull Run
on Julv 21, 18&1. One player controls the Confcderate forees
and the other contrals the Union forees, Historically, the Union
Arrny stared the campaign on July 16 but paused when il ran
inea Confedersies al Blackbum's ford on July 18, For toe daye
the Federals camped ar Centreville and searched for s sale way
across Bull Run while the Confedersies were reinforced from
tlie Shenandosh Valley, Richmond, Aguin Cresk amd Leos-
buacs, Fimally, before dawn on July 21, the Union Arm staried s

THE PLAYING PIECES

1. The plavinp pleces include feaders, combel wits, TRESTLE,
ARA TS and EFNG mackeis.

2. Bach leadss and unit has o movereend fictor Lhat delines how far i
san move each Lucn. Leaders and unics are gronped inte bripages (o
arriiterw Eitashions), and the Unian brigadds arg growped into diewréas,
The [D code on a plecs identifies fs bripade and division, Plees
wirhaat codes are nol io any DLghds,

2.1 The cambat units inchede infantey, cavalry and taioerbes, Bach unic

has an qtack fecor and adeferse facfar rhat it uses in combal, Jpechal
“ach hareery hins two pieces, bl caly oo of Their at a rime enn be in

plaz: the ciber ane g left of f rhe map.

1.2 Ench lepder represents an afficer whoe led an army, division,

Arigade or ballalion; the simbals en his piece define his rank,

2.3 Eacly brigade hns 2 heipade piece thal can be salarituied for its

leader and some Gl its infantry unis. When nae io play, e brigade

piges Is lefr aff the map.

2.4 The CEA picves are divided inre the Army of see Posomoc {grey

preres) and the Arep of e Srenpddedh (Land, The atmies had joined

s pecently rliat lines o eommand had nol been work sd cur, g3 The rubkss

limil icler-army ceoperation, Johnstom and Beauregard vre in bl

ariles {rhey shared the commurd].

1. STOP markers wre usead to mark pieces chat cannol move.

4, Tlee TRESTLE and ABRATIS rapresent remnovalble reriain features.

ARATIS markers can be ramoved during play: the TRESTLE an b

deatroved during che imicial set wp bul et during play,

£ The remaining pieces awe used anly wich the aptional ruks. Laave

tleczn it of play unless the appropeisle oplooal fule is being wsed.
OPTIHNAL

.!i armn
1-2-4 2-3-1 0

ORDER OF BATTLE CARDS :
1, Thae OROER OF BATTLE carda display the pisces each sk uass1n
the wan. Each brigade is grouped toperher, swcepl dor ils reio-
Frrzaments.

3 The AT S1AR1 and TERREAIMN MARKERS arens contwin 16
pieces 1hat saart the gane oo 1he map. The Union AT STARL areqis
divided inre fwa seckirms that sel up wnder slightly different restric-
tirms. The C5A AT START aren is divided Gto oog section of

FROEEM pleess and cne seclivn of pioccs ihar are nar freeen.

i. The BRIGADE PIECES arca comeains each brigade’s brigade piece.
Bripade pleses stay in this area wlew 69 Fromesd.

4. The BATTERY PIECES area contains a box Jor each hatrery, Lo
hald whichever of ils pieces is coriently ot of play.

4. The REINFORC EMESTS area coniaiis piaes that move ool L
pnap during play. They stay on the card wneil the luon named,

ENE], The Avalen Hill Game Compasy. Proded in D5 A

riarch Lo bardle.

It ic at this moement (hal the gene begins, The Confedecate
plavers sets up his defenscs, the Union player sats up his Foress
in the positions whers Lhey [nish the nlght march, and play is
ready to bepin, Play is summarized oo pages | and 2 of this
rulebonk; the rules are explained in detail from page 3 o paps
1. Paps 11 conteins a ghossary of terrms,
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Speciol functions of the pieces:

Coarulry: Mong,
Imfamery: Each wiil soree s aies bartery ioits hex. Owly infanicy can
Jar Oeieade, Temove ABATIS markess or raliy,
Babery: Gach barlciy cin have only one piece @i play a1 & time, I
Feveens one infanlry wnil In ils hes and ¢an atiack at long rangs dusing
the Caenbat phass, Bule 9,
Leader: Acrive beaders activai: [Tiendly pieces {s=e the COMMAMD
CHARTI. & leader has no Z0A0, camged attack nor be artacked, ond ix
climinated by enemy ZOC LF e wirh o friendly unil, He can advance
amd cerpear wich wnids, 17 che last woil in bis hex ls eliminated, he redls oo
rhe LTET. Rul= 12.
Brigade feagder: Can form brigade and rafly,
Drigade piece: & substitute piece that van be eachanged for infaniry
erpunl covizs defense sioengrly, piug ins brignde leader (all foom thes brigade
pivee's bripade), Bule A
ATOP murker: Lscd o mark inachive pieces.
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THE MAP

1. Themap porfrays the ¥iopdics countoyside whers the Toll Bun cam
paipn was Joughs. The SAMPLE TERRATH seccian dllusicates rlw
terTain and summanzes s effesds on play,

1.1 The gral ol hieses regulates the mevement of pisces in the game;
sach piece must alwnys he prsiioned wirkin a b, anc (e places nove
by poitg Temb ek 1 adjacent hiex. Pacliol beves on the map edpe ane:
pluyuble anly if they contain enardinpics. & pioce js clivninated T
prlrse i n mnonegs OFT 1l A Gr enters g e withowl coordinabes.

1.2 The EALLY howes an the map edgs ars used ro hold eliisinared
unirs fat can be breupht beck inlo play (see rule 143,

2. A RIVER h=x i 0 hex thar contalieg 3 omeer bl decs wdy coilladn @
Fred or bridpe. Bvary noo-beidges, non-Tocd bes Lhal corlzins any parc
al & river & 4 RIVER hex, ever if the river =ncs in that hex

2.1 A hex chat eonrping & bridge i3 a BRIDGE hes, nol a siver hex.

2.3 A bex where g road cus inta a Tiver is o FORI hex, nor a roeer hes,
Hexes 1130, TH11L and JFLS conain wnoamed fods o Cub Bun. Al
oifner Dords are nammed on e map.

1.3 Bull fur s the river chat cuns foom hes 00 00 hes TT34; Buses sasl
ob Bl Kun arg 20 the Uniog {Cealreville) sde of the miver, heooss vt
wf il are on che Confederate |(Manassagh gide, Cub 8y ons toom KK
o B E (KK S s a siver les, BB is nol and CurAcrdn Croek Tuns fam
[4 L Qd {14 ix a river hex, 13 i not),

3, A STREAM bex s = aom-river hex that conrains any part af a
sloeamn, =ven if the seream o snds nothar her, A e eontadidicg ol a
stream And -4 Eiver is a civer hes, nof g siream hes.

SLUMMARY OF PLAY

Yoo v OOF covelr fr swiiim’ 2= ap and reigforcevieats, e TEC foe
ferrain effoces, and e O R T fer fanhal resais

SET L'P: Bripades can Foorns and Baioerics can change pisces as ey el
. Rule 1.

C8A The ChA plaver sstaap Flrst, He alao s up Clis terrazn orackers.
FROLER phaies sl up fwee down.,

L'aion: Bach piecs must set up within aes hes o a voad that sensecls
back 1 Cenpeeville, KL or ¢3rd Division only OO0, withaut coming
wilhin r=con range af any C5A pieces.

ML KM SR EMCE: Plas siarls al (e % AR lurn. Each gama sarn een-
sisty ol a Uoion turn fellowed by p 054 narm, The player 1aking s tuen
15 the arngcéer who docs the Tive phases oullitvs] below, Bule 3

ANY phase, eliber ployer-iurn:
* Hrigades enn brenk up & any cine, seenin gnery £OLC, Hule d.4.

*Either plarer can examioe (ace up snemy ]1IE|::§.'T|1: Lldon player can

NEWE examioe Erazen pisces. Ruls £ 59,

* & frazen piece is matanrly unirecei whien o Union piecs comes wiibio
reeen range. All pieces are unfrozen i 2 Unlon plest oo withiz
recon rnge af a frocen leadsr, Rule 4,52, .

1, Pamie phase; Tl delender wins instantly iF be has 2 cambar nnit
Be allacker's base. The CS5A base iz Mannczas JFF32, QGIZ), Cle
Lonian hase 15 Centrevilis pO0S, BRS). Bule 3.

2, Commamd phose: The atiacker dersrmive= w hicls of ILs ploszs am
aitive this furm, InAeriad piates canoel meve ducing the Wavemens
{ahazs, Bl They perform all -'.ltl'i:t"p;h.'nq_e funerinna rarmally, Buls 4.

* Pieoes with red mf arg: nhw‘bﬁmh [tz whfraxen]

™ s Are Aulcisatically sctive when within command Tnng: at an
ENEmy piece or hoss,

* Tezders are petive (Eslben weic Boitibarded -;luti:'ng IJLE]H.':LEnErn:.rtum

* Acrive Daders wotissle liendly pisces as shawrsim the GOSN
CHART. swnre: & CRA leader con petivane iy hizawo anmy. The 5
armyes are the el of e Poceios (emey pieces ) and the Arney ol the
J'kenrﬂﬂu'k i{tun pieces). Jaknstar and Hepureoard v i botlh acimies.

.F'.l"."'l'.-hr.".tu ] u{-.‘a.uﬁ cagnul be H.I.I.'I'-'.J.I.Ed. Al pigzes are unf‘n:lz-:m a‘r llj I
(ESA .
Y. Movemest phasi: Unly acrlee piaocs cain move, Belues moving,
Barlpades can Dong [rule 2.2 and batleriss zan chnngs pisces (ke %10,
this is the anly Gme they can @ a0, Role 5.

Epprp JOCE Pieces musd soop apan antaring sy SO0 A picee can
marve frem enemy AEEC dlie ety inio bk SO0 ol & dilferens snemy, hut
e 10 Spme oy Enemy Z00C slops brigade formarion (rinds 8,227,

ABATIS cemnoval fruls [ony and talleing (role 14321 Balleoies caw
change piecss while in cneiny £,

4, WIHN® hexes repicseilt lorests and chickses dense cnagh 1a
LnCey fieee with jpevemend and arcillery fite, Spnias o pacedie wovds are
owd represented an rhe map

F A BLOPE bea iz gy hex hae comeain: slope liess, Skeoes delinsale
kills (190, midges ok M2 and valkos (a0 AAADD)Y. Mot Slopes do
nar mensare glevacion: thoy rise ditferent amonnrs and genrle slopes
wilkirul o miltlary crest are nar shooen ft all,

8.1 A HILLTOE it a biea [rom whick sloqe lings tadiare, & CREST
hezside is the hexside from which b glope Doy ssdisie. A crast
represenrs 4 Mmililary ciesl™ (3 pood liring positian, presested b rhe
wutw al the <leme).

.2 Fach hilirop i2 uphill o Lz slopes. The cresd d=fires where the
gronnd rises: il sdjacen] hexes are o cepararsd b f oresd, eocdther jsa
slope wf he acher. Units pnon kilftap gnio streoptle wien allacked from
i1s slapes (ses rale 7.4

* A hilllop bat radiates sloqe lines inrg several glopes iz ophill Goom 211
of hem.

® A el hex conbiining slope lines fram ssvesral hillzaps i5 dowihitl
Tran all of them.

3 4 glope bex that racdiates slope liress intn anaches hex is hodbon alope
aoid o hillkap i1 15 2ctualiy halfesy ap a long Ll

f. Hexea OR0F and BRS [orm e cown af Ceneraville, rhe Lnion hass
of vperabuns during the campsipn, Heses FFA2 and GG32 farm
Manassag, the Conlalorace buse ol operalivne.

Awioveatic Fictsrp alincks are rssedesd doring the Movement akase.
AN AY redquines 3= odlils (pacess wnile nesd not 2Hack) boris resnlved
o the &-1 colume af che CRT. Surdving derenders cail be allacked
again, bur arrackers cANOL Eees oo alleck again that turn, Huls 103,
* Mo LET ix alkraed in AY atrncks,

* Srak-nffs arg prehibited o AY ailacks: each urit that atracks mosre
anack all k."JlH.LLII. defenders.

Metnfproeinentz: Delar arrisal wniil enlry Des is ool in enemy J4000
C5A pieces thar enter an schadule masve by radl direetly ra EB34 (ac 1
the Ipsr hex sefore cibzsiing Lindon SO0 aid stop; Lhiey cazmar move
apain Lhal Lere. Cther pasces encer normally. nnging the read rare 1o
entet rhe entry hex. Rule 13,

d. Cumnbul phese: Doemy ZOC Coreess combhar. Exeepit for sorsssing,
anirs in the same hex can ke in sepatabs bacrles, Koles 8 il 7.

Foreewing: Foch defendiop Baiicy oust e paired with an infanres ool
Frout ins s, Bacess husteries orinfancrg in rha e can Lt a.l:LaL'I.;uLi in=
dividually. The aftacker chopses the paifiog, Bele 6.8

* A bripade pivee sereess ane batiery foroeack pnis :|'r:|::'|:||:'r_-5::|_'||.a

* Boremming duees nor apply to henbardmeial atlacks.

 Exzh bripade picoe (il ws o unil. (ks :m'n];lnn:rug AN never be
witacked indisidually, even by hombardine, Bule 8.5,

LA Bavgr Fire: Cach baliery that stares o5 Cefnpar phass Sol ol
eneny 2O Sas ararrack tanesof Thiee b, Iomust have acienr T.OGE
reirs fargats, LRF against daogels whis can _Ii:;arta&ind;m:,i:adjnm:
allachery fmopars Srey cannat svceed the cpenpth ol e adivent

attackers, is nac affecred by acdverse yeaulis asd does not wdd s defense -

Arrengile oo emeny lesscd. LRE apainsl targars wwho cannot be atracked
b adiaiel nuulgﬂ-ﬁ#ﬁrm?rmimmms seslvad o the BET imsbead ol

1he lf"FI!T Malzu.

" 5, Kalhy phase: The artacker’s pisces can Jo e Fellowiog:

Fatmiee: A brigede leader wls spent big furm inthe sprme hex with cne
af his Infartry unirs withaar moving o Sghiing cail pevive one of hiz
alfminaled witits. Only infanris aliminared wirhin recon mmge of i
nrignce lender can ke revived; put swoh uoils jo idn BALLTY bax Ench
plaver can rally auly ane unle per i, and neither plaver can calls wotil
b MO tarn. Bude 14,

ADATIE remiavel: Eqch intanrry onit rhat did not mave ar fight this
farm enn rermeve an ABATTS from ils ex, Buke 1106

EMDANG THE GAME; Play eisls al the end &0l th= CSA B0 PM duarn.
The Urisn wing if there i= o Lonien sambne umic om g vicksey gtar,
Orherwice, rhe 454 wins, Bule 3,3,

———




RULES OF PLAY

1. SETTING UP THE GAME

1.1 Bach player armanges his pizces on his OB card and then
rsrees his AT START picces to the map. He can place his picees
83 he chooses, within the Hmes noted on bis card,

L11 M omors than 12 defense points can be put o any bex.

1.12 Mo leader, wnil or ABATIS can stant on & river., ford or
bridpe hex, All pizees (exeept the TRESTLE)D rust stas an one
sicke o Hull Bun or the nther,

1.13 Leave all REINBOROCEMBERTS i Lheir cirad.

1.14 Fieces in the BRIGADE PIECES and BATTERY
PIECES socticms ave not st g in thear gwn right, but Lhey can
sel up an ple of ather units; sach plaver an form brigades as
he =ets up {Tule 81, and cach batteiry can change pleces as i sels
ag (aee rule 900

1.2 The CSA setaup fest, He secs wp iz ATSETART piecess aivd
FERRAIM MARKERS, pulling each piece io the location listed
for it on the card. FROZEWN pieces sat up Gace dowi, bideen
From the enemy, All gdher pigees ore face up, open to 2ocmy
1,21 Piecss i mospecified bex must be put io that hex,

1.22 Pieces Batind a lord can be pul ;|1|_l,-wh::;|':; wilthin fonr
hexes, byl only on the Coofederats side of Bull Run.

123 Pieces ar a foed or bridewe can be pul anywhere wichin thres
lexes, om either side of Bull Ron, Ddfferent picocs can stard on
different sides of the river, lur ro plece san be an g Ford or
brdge,

.24 Omly one ARATES can be put in esch hex,

1.28 The CEA plaver can put the TRESTLE in hex LIL2E o
leave it oul of the mme,

1.3 After the CSa has setup, the Union plaver sets up s pieces
o Lhee Lindon sides of Bull Run, Each Union piece muat st up on
of nent oo 3 road that conneets back to Centieville, hes BRI, or
(i Dhvisiom ondyd hex COCC35, This path is termed 8 march
romie; it represcnts the roure along which the plece marched o
peach its staniiing peosilicon.

1.3 Except for the piece itsclf, the march rowte cannat lsave
the roads. Ie can Follow roads Tos Hriy cistmee gt oo change
rosicls 2l juncliens, but it cannor socer forda.

132 Tlee piece arl every bex in ils march roewle musi be fve or
e hexes from all CaA leaders and ondis. Mo march route can
Jpass within fenar haxes (ke ey ol ey ORA piecs, AHATIS
and TRESTLE markers arc not C4 picees and do oot affect
march routes.

Wl il el mpe

Tae shiaded hexes shaw Varry®s recan tangs, Eeyes and iz mareh e
camrear enter thigansd, Koo' el oow e doed wriow poes Chrowgh hex
JLT 10 Cenkreville,

M pices’s pReon rANgE consists of all hexes to which it can race
revonn pachs. A recon path can be wp oo four heses lomg and can
crisss wll terrpin, including rivers, Thus, any 1wo pieces that are
within four hexes of cach other are in cach other®s rocon range.

1.33 Al Linnion piecas cian tiace march romles ro Ceorceville or
I3 hex B (the roads in Bl and TEH conneer norch of the inap).
The picees in the 3ed divisian are the ouily pieces 1hal cn lrace
migrich rontes Lo hex OCC35: they were the anly wits thar wers
near cnough to reach COC1S over 1he primitive roads io the
ires,

1.3 Pieces lrom e spme brigade or division can ser up in dif-
ferant purts of the map—rhey need not set up gether,

1, SEQUENCE OF PLAY

2.1 The mme is p]a}'-:d in Farie feeryy each geme turn
reproaents halfl an hour of badtle, The pame stares with the 9200
Abd turm end ends ac the end of the 5:060 FM T,

2.2 Each game tyrn §s divided into a Uoion turen followsd by a
Confederare turn. The plaver wlao is taking his furn is rermed
che atfucker, The viher plaver s che defender,

2.3 UNIOON TURM: The Union pluyer becomes the amacker
and nmses his pieces (o do phases 1 oo & (see the TURM
SEQUENCE). He musl finish each phass before starting cthe
nexl. When he finishes phase 3, his fwmm s ower.

24 CONFEDERATE TLREN: The C5A plaver becomes the
atlacker ancl does phases | to 2, oging his pleces, He musl Boish
cach phase before scarting the next,

2.5 Altheend of the C5A tarn, check a ludf hour aft the TURM
RECCHELY rrack and slarl the next pame tum.

2.4 The players can examing face wp ensmy piecss ar aoy fme.
The Union player cannet exanine frocen CSA pisoes, and he
cannet examine the CHA OB card 2 long as ANy picces Temain
frceeeii.

3. WINNING THE GAME

1.1 If aoy Unicn combar unit {nor a leader) is i eitha
Manasaads hex onoany Conlederale Panic phase, |he Con-
tederates panic gnd the Unicn plaver instancly ains the panme.
The Confederares do roe gel o Lske Their Lern,

3.1 If any CEA unit (not & leader) ia incither Centreville hes on
atry Linicn Panic phise, the Unicn panics and the C5A iostantly
wins the pame. The Union plaver doses #od get oo take bis fun,

A3 ALhe enil oof the B0 PM tucn the Union wins if there iz a
Union combad unic (not & leadery in amy bes with a sed star (5249,
LI ar CHIAZY, Acljicen C5A pirces make no ditference. If
ni stprred hex coocaing a Unicn combar unit, the Confoderancs




4. COMMAND

A1 Command defines which pieces can meve each jurn, Pisces
thal <im rmive are goiéive. gnd pieces that cannot are fMactiva.

A1 o bes Comtimand plase 1he allacker deierminss =hizh of
hi= pisoes B1e Betive this turn. His picecs cannot beoaine active
oF active later i Iois Lura,

4,12 Put STOP markess on inactive pieces o sdenlily them,
ligctive piecss cymmal moes during the Mevement phase. They
con form brigade, remove ABATIS markears, rally, fight an
retreisl (1 cnmbil), Balierizs oan change moeds and bombard
while inactive.

4.2 Pieces with movement facoors in red ovals arc aiwaps active
{eacept when they are feoren—see rule 4, 6.

43 Pieces wre welivalesl by cmemy picess.,

4.3 A piccs s auomatizally active i 0l s wilhin sownmmms
sl gl engmy unil, #oemy Bader, of enemy base hex.

4,32 When a hombardment attack is mades against & uoit {see
rule 9.6y, wll l=icers in the same hex with that unit ane active cn
their next Command phase. The bombardmen) does nor
actavigle Lhe unil, just the leaders in it hex, Explaration: Since
COMmAnd cannod crass rivers, a unil can be bombarded and
rein inagiive, even if it cetreats.

4.4 Eachactive leader activates cerlain pizces in his bex {see ol
4.6 amnd certain pieees within command range {soz rake 4.5, The
COMMAND CHART sumimaidsces Uhis aclivi lion,

* Dby active leaders can activate frlendly pleces. Cotnbat units
and inactive leaders can activate ealy @nernies,

* Dnge g lepder has been activated, be can then acivare ocher
fricndly pieces.

4.5 A plece laactive IF §f can brace o command path io the proper
aclive bepdler,

451 A comndiar wisil mousl iraee sommandd o the leader of s
brignds or (Union only) the leader of its divizicao. Barienes thal
belong toan artillery balialion cen tcoes command to its lzader.
Combat uoits camerel race comnand directly toan ammy leasder,

4,52 A lepeler rinsl Irmce commnd o an army leader or (Union
nnky] the leader of his division.

A lesader™s command range consists of those lexes 1o which he
cum traes command paths. A command path can be wp to four

Peexes bong, hul il cannot #nter tiver hexes. It can enter o laave a
ford, or go from onc ford 9 ancther, bat i cannor o in and
then out of the same ford, 11 can oross bridees and other tersain
Fresely,

Ariguws shew command paihe. MoDesall activaies gl lesders within
vammand rangs (bu! wal acriss the river ro Frakling. Then each acrla
lender sfivate all uf his pievss witllin commaes rangs, plusall picces
in hiz hex. The piezs undor STOP markers are tnacdtise wnd carnar
enuve Lis onen (il wowld be active iFan snciny wers within sammang
range],

COMMAND CHART
[ ACTIVATES:

LEADNER: | In command rampe:  In his hex:

Army | all lcaders all pieces
| Divivior | his diivision all pieces F1-1
L'84 bripade | his brigade all pieces

54 brizgde | his bripade his army

-4rI|'J'|'|:'r_|- I his ::rlrl}";,' I';:al-lr?e;

4.0 An active leader actvates all pleces in bis hex thal helong 1o
g armiy. Freoerafickne Ariillery lesilers sclivale anly betierics.

461 A beader has increascd poswers of activation in bis o lex,
Ay lesaders v aslivisle curnbigl enils, for expmple, aod lecser
lzpciers ven aciivate pieces from other brigades.

442 All Linicn pisces belone 10 the same arovy, 20 any active
Unicn keader acrivates all paeces s his hex, even lzaders thal
uaibrank him o7 that Belong to other brigpades or divizicns.

463 Al Lyn C5A pieces belong dothe Argne of e Shergrdogh
and all prew picces belong to the A desp o S Posacenc, A leader
Froanane ireny vian iver iclivade pieces from che other acmy: an
active brigade leader aerivates all pleces i bis has Ul Belom g g
his army, hul nune fromn che ocher acmy. He can activate other
leaders, if chow anc in his arvmy and in sz hes, Specid: Johnston
and eanregiard are in hoth grmigs, =0 they aorivarc off 54
picoes in their hexee.

464 An active artillery l=ader activaces all of his army’s bar-
teriesin his hes. He never activates mifantiy, civaloe or leiders,
and he never aelivles balleries from the other armey.

CEA command reamricrions

1 ; -
1,;’:’,,:,, Karghaw and Tercy are inacrive,

6 J;
l:ﬁu_l
LLOA P
Il

I—JD'I_F: Terry

Jackasn aclivales only Sqeopasad pieces,
arel actillery leadsr Wealion aclivaces anly
batrerics,

4.7 Eeinforcements are guboamatically active oo the tucn they
enter the map. After that they most be acrivated noemalls.

4.8 FROZEN PIECES: All picoes in the FROGEEN aress of 1he
CoA OB card sttt the game frozen (no Union picces are
Froren), These pieces spenc the morning waiting for orders Ll
never ariived because the CSA cogTier wyslem broke down.

4.81 Pieces cannot e actlvared while they we Frosen. They
tiust be unfien before they can be activaced. {Pioces with ved
MF are not active until they are wnfroszi).

d.B2 There are three wares that o piece can be unfrozen!

* All pbeces are auromatically unfroeen ai ihe siart of the Con-
Fedberyle 1030 AM fwm,

* Wheo a Union piece comes wilhin Four hexes frecon ranger of
# fruzen gombut unid, that unit is instantly wlroeen.

& Whena Unicn piecs cormes within four bexes frecon rangel of
a frozen leader, all Confederate pieces pre insdanily ynfrozen,

483 Chne unfroesn, B pizce can be activated norinally (ar e
restof the game, | sk nails ing brgicd = ace foeed while others
sliy frivesn, only the frecd units can be activated.

dofid Frosen pheces are kepd Gace down, coneealed from the
L, When o piece is wnfrozen it iz instantly revealed: il is
unfrozen by a Upion plece nsoving within foyr hexges, the Unicn
piece paeses in its move untl the unfrozen picee is turned wp.




5. MOYEMENT
5.1 During hia Movement phase the attacker can move as many
ol his aclive piecss s e wishes, Chnly acbive pieces @n mase,

5.1 Bach piecs moves by podng from hex o adjacent hex antil it
tinishes moving, Pisces move one al o lime; esich piece muost
finizh moving beforc another picee can move. For convenicnes,
pieess Lhal siay logether can move Ingether, bul they should he
thought of as moving individually when resobdog rule gues-

E3LIr1%,

5.3 A plece's movement factor s the oumber of sovesens
oy it cen spend each furn., Each tims it enters o hex it musd
paay L MAE cost For that bexs IF it cannot pay, it canood enter
that hex,

531 The cost o encer 2 hex depends oo the tervain i char hee,
The TEREAINM SUMMARY shows the cost Lo 2nler each Gype
of tereair.

5,32 14 costs one exira MP to eoter or feave g ford or ABATIS
i all cther cases a piece pays ooly for the hex it enters, not the
e it beaves). This cost s cumulatives it cosds Paso exsloa points Lo
siove oot ane foed ar ABATIS to anather.

5.13 A picco can keep moving uncil it has veed all of its MP;
ei:h larn il cin speisd all, sarme or none of it WP I cannot save
up M from oaro o turn and ic cannot iranster MEP to other
PHCEs.

S STACKING: Picccs can maove onfo friendly pisces, but
eisch hex gan Dald no more than 12 defonae poioes” worth of
umits. A picce can excesd this limdd when it is moving through s
biex, bk il whiei if enads its oeeees. Soe: IF units averatack by
gocident, their owner must eliminils the excess wnils (he chonsas
what o lose).

5.5 CEOSSIMG RIVERS: Pieces can enter a hex containing i
river ey if the bex also conlaing a ford or bridge.

5.51 Bripadc picees are oot allowed in bridps hexes. Other
pieces breal bradge hexes as clesr leirain,

552 Brigade plecs are not allowed in ford hexes, and it costs
other pieces + 1 MP to enter or l=ave g ford {se2 5,532). Fords
also drmpose two special reacrictions: ;

* The sracking limit io fords is 8 DP {instead of 12].

* (ol 8 OP per player turn can ener each ford hex. Units
starting in the ford do not count; & DP con enler in addition o
any wiits already there. This limit applics scparately to each
plaver, so each player in fwm cm move B T oo Che same Mored.

Erossing [ords
Burnalds
2 MmH Z B hatrary
ZR] IMH

Liurnxids=
Palmner

2 Bl bull=ey

The P abarr n rhe Black psildens god oo 10 e p0, The hattery,
2 MH and Paloee use ug the § 13F rhat can enter Sudley ford (bis turn,
23 the 71 Y must e lell behiod (he & K1 infanrry does not couol
bz i is alrepdy in the fard), The 2 MH acl dhe baitery was all their
WP 1o gel Lz FL, but the 40l pleess have rhe exera | 122 3T nesded o
enrer Sudley Springs Tood.

pra—
N 7
kg Harker|+
L

A1f. 7 o

Marrison pays 1he cosl shown ro2neer ench hex. He wses the road mle
rnty along the road, from A Lo B 1Ee car movee gver the 12 [P 10 hea ©

S/

Bul canne e thars,

HOAD MOVEMENT RATES:
ROAD “Hattery Diher

Major 175 MP per hex 172 MP per hex |
Miror 172 MP per hex L MP per hex |

Srlpades CIRROE e ro B v R

2.6 ROAD MOVEMENT: When 8 piece moves along & road, il
patvs Lhe ropand e iietead ofF the terrain cost of the hex it iz ender-
ing. The picce uses the roed rate only if it croses o hexside thal
the road cromses: It must pay normal terrain costa whenewver it
croascs o non-road hexside, even if thers is o road elsewhers in
Llbe lbex.

* Roads run over bridges and streams—use the road rate when
o g rosd, even i1 strearn appears (o cut the road.

* Roads do ror affiect the | &P pepalty co enter or leave a ford
[see 5,320, To enter or legee a ford by road costs the poed rane
plus the ford penalfy.

861 The ropd rate varies wilh the piece and road {see chart). Do
de round fractions; when & pisce leaves a road it keeps its frec-
tiooal MP and can use them if it moves along another road later
thar turn. A piece's movement expenditures may not exceed its
mareemeEnt factor by even u Fraction,

562 Railroads can be used as minor roads. The incomplere RR
cannot e wsed as 8 coad.

5.63 Brigude pieces never use the road rate. They always pay
full terrain coars 1o move.

2.7 ABATIS: In addilion o the ome MP penalty [0 2iler of
leave an ABATIS (zee rule 5.32), each ABATIS cancels the
roanchs inis hex, Pieces caimod wae Uhe road rate to enter o leave
an ABATIS.

58 ZONE OF COMNTROL: A unit's hes and the sz adjacent
hexes form that unit's Jene of Cartral (Z0C). This 2O0C is not
affected by termain or enemy pitits. Lesders have no 200,

5.81 A piece must aoop and end ita move when it encess enemy
ZOC, A piece thal starts ils turn in enemy Z0C can move away, -
T it most apop as soon as i cnters another enemy ZOC.

.82 A piece that is in the Z0C of an enemy wnit con move
directly into the ZOC of orfier cncmy units, bur cenaer move
clirectly inte another O of thar sopme @sensy onic

5.83 Encmy Z0C forees combat during the Combat phese (see
.31,

Fome of Comtrol

I'he shinded hewes arsches ¥ ¥a's zone
ar eenreral.

The2 Cann mugl glop uptn enlecing, h
wnd must artock during the Combat
phass,




6. COMBAT

fi, 1 Ol combac onits can cake part in combar. Loaders cannot
atteck nor be artacked.

6.2 During |he Movement phase the attacker can move as many
units imto attack E'H.'Iﬂitiﬁih s he wals, Antomalic VicloTy
allacks (e rule 100 are reselved during che hovemcne phase.
All other attacks ave resobvoed durdng the Combal phase,

6.8 Lvery unit thet stacts the Combar phase in enen A0
REr take part it covimibear. frcention; lemaore all unics that made
an A lomalic Yictory attack during che hovccment phase: they
cannat attack, and thesr ACH does ol force adjpoent enemis
Lo be aitiarked,

631 Bach woit that enlers eserny ZOC (or that stays in enemy
FOC withogr moving) muar attack. Units that leawe cneiny S0
need not arack, as long as chey do ol enier gnether ensmy
ol ]

fdd Bvery defender that s inan alasker™s Z00C musi be
allacked,

fd Bach wnil sl be adjacen) e every defender it atracka;
CPpnsEng units can be in the same battle aoly i they @ in 2ach
athers" 200 Unics thal are nod in enemy 2040 canonot aitack
nor e pitpcked, Excepiion: Arillery (see rule 9).

8.5 Each attacker cun aitack ooly once per Combar phase, and
sach defender can defend ooly once g2 Corihal phise,

G A unil wdjreson to several defonders can artack sorme god
not others, as lang & the ochers wre allacked by somecne clse.
Siouilarly, = defender can be atipclked by some attackers and nol
vthers, as long a3 the other attackers atlisck elsewhere,

fofil Allackers io the same hex can amack separately, in
diffarent battles.

662 A5 long ps the screening nules are obieyed [see role 6,8,
defenders in the same hex can b in differenc battles. Exarnple:
Some attuekers can make 8 strang attack seainsd ane delfender
in & hex while ather attackens make s saccificial atcack (rermed a
sk -l against the rest of the defenders in that hex,

7 I several @llpcking units are adjacent o several delenders,
the @tacker chooses which wnits atiack which defenders. He
divides the defenders inte groups and then specifics the woits
alfacking each group,

6.71 The combined altack jzainsl g group is rermed a harile.
Each unil can b2 in only ooe battle per Combal phase, Each
defender can be o only one growp and each aracker can attack
ooy ome group,

6.7 Eacliartacker rmusl be pdincent to cvery umic in the graup il
allingks,

6.8 SCREENING: Each defending infantry unil serppas ons
batcery io its bex, and vice wersa, Fach baltery must be paired
with an inFantey gnit from ite hex, aod the paiv defends toeelher
with combined atrength s iF they wers one unit, The attacker
chooses which wnits are in spch paic, Attacking units never have
Liv b= paiTed,

{.mmhat

* Cavaliy never has to be paired, I ocan alwavs be attacked
tadividuzlly or grouped with other wnits, az the attacker wisles,
* Bartcrics and infantry seresnench avher only if thev are in che
samie hex, Unils from ome hex do oot screcn onies In anodler
hex.

* Delending unils deonol bave to be paired when they ace betig
bombarded (see rule 9.6).

681 1 i hex belds mere batterics than infantry wioits, the exosss
karterics can be attacked indivichually. [f it holds more infantre
uitiis Chan billecies, the excess infantry units can b2 attacked
individually. The attacker chosses which units can be aitacked
individdyzlly,

. B2 A bBrigade piece is worth the number of infanicy unizs it
represeils, [ must be peired with that many Bactenes,

% Bach wnit fincleding brivade piscesh alwave attacks and
defencs with its wholz etrengeh. [rs artack factor cannor be split
to make separate atracks, wod ity defense fuclor canoot be splic
andd allacked piecemenl,

7. RESOLVING COMBAT

7.1 The attacker must specify all of his attacks and the order in
which he will resolve them befove resalving any of them, He
reaclvcs his attacks one sl a lime, in the order he speeified.

T2 Al combar resulis for a battle Gncluding advisces after
combat] are inplameanted gs soon as that baclke & resolved,
Bafiore Lhe die i3 roled for the nexe batele.

T3 Torcaobas a bactle, the attacker lingds 1he gy of the atrack,
folls a e and consults the COMBAT RESULTS TAHRLE
(CETY He cross-indexes the odds (ecdurmn g diz roll fTow) to
find the resuli 1T the CRT lists teeo resulis in that column and
row, the losing sde suffors it losses and Lhen 1he survivors
reticar,

T30 Tl earfls pre [he retic of the attacker™s attack sorameth i
the defender's defense stvength, reduced looa simple ratio an
rkeger 1o 1, or | 40 ao inteper).

& T find the delencer’s strengih, totpl the defernse factors af
Ll unils in the defending proup. To find the artackers strenglh,
toxtal the sefack factors of the wiits atlacking that gronp.

* I ropmdding is necessaTy fo acrve ar a simple ratio, round i
fawvor of the defender.

* Ckdds gresler than 61 are resolved oo the 61 column.

* If the odds are worse than 1-6 the altagk is cancelled and the
altackers wre gliminaced, Since the attack never actually takes
place, it cannor be wsed as a soak-olr,

T.52 Lnids with zero artack strength cannel allick by
themsclves, bt Lhey can jodn allacks made by other umnits. T|_1|:'_|.l
wn surroan] and undouble defenders, and their defense Giclors
count for caloulating and taking losses,

733 Combal results affect only the units aking part in Lhe
battle, Coher wpits in the same hes are not aFleced,

The | Bich ransr aHack Hleaton caoly the s he only adlassor e,
Phe | Mase and 69 MY canned aHack Hearen (b s ses bnohier Z0907.
Llnder the sor=ening rules, the atlacker must pait Ragers with sther Lhe
A%aor 24 va, The 69 XYM and E-35 1S aHack Dhe 8 Vol odeds of 51,
WY arad | Mizh arkack Hearaoal 3-1, and | Mass artacks 28 vnandd
Biggers at 2-2 (whdeh jowmnds o [-2].

- Fuogers® hartey

‘Terrain Effecis

The Lnien arracks, Beiog on a fard halves RES 12 0 123 AP Reing in
wackls halves Lhe backery 0 1 1/2 AP Being aphill of Al adiscent
allackers duubles the 1 Varo 4 D sethe adda arg -4 fwhich reunds ro
L1 TFrhe 1 30ch nvarens us shiswen, the | a ds ool deubled and the ndds
are - [roueded e 2-10,




TERERAIN EFFFLCTS O COMBAT

VoA Dombling: I a defender is wpbill of all adiacent coemees
who are atta.:kiug, then that delender's derfenss sirenglh is
araebf, [ must be uphill of g sach aftackers or i is nod doubled.
Cmly adjacene attackers can undouble a delender; units inothar
bartles or lirng 'rom long riongs have no effect,

T.41 Each stream hex b dovnlll Fooss ol sdjwcenl Heses eacepl
Lhaese il roms direetly intn, Thos, any non-siream hex is nphill
from all adjacent strcam hexes. Adjacent stredn hexes are
u[:-||i|| lronme eich alher, yoley o siream orosses (he fexside
heiveer FRery.

T.42 Each hiliop hex iz uphill from fis slopes. Mooc that if a
stroam rons throweh a billtoge o eon ivs sloge, chen the hilllop
iiid slope pre uphill from each ether,

7.5 Habrimg: When a wiit is balved, bath s attack and defenss
Fatorrs are baalved (oo eren connd up er dewn), A unlt can never
be habved more tham once per battle, although an atiocker o
e liidved while u defender is doubled in The same batike.

51 A unit is always habved when icis on a ord or bridge hes,
whiglher il is allackine or defendinge.

V5L Waends alTect om by halteries. A ballery is hidved when it is
in a wonds bex, or when it accacks a defender who is in a woods
hex, A defending batrery tha is wor in woods is noel hagleel for
defending pprinst an atiack from woods.

Y6 Roads hove absolutely no effest on combat, They do pod
affect strenpih odifications cavsed by ather tervain in thei
e,

COMBAT RESLLTS

.7 Ellmination: Lnits are elimimaied by combat reaults, by
refreiling inlo elimination or by attacking at worese than | -6
adds.

T.71 When paviog fogr “'E™ or “EX"' loswes, enemy defense
atremgth delermines hoses, wnd hesses must be pald in defense
puinis {aliack strength affects only odds). Indpde lerrpin
effects when colewluting wad paying losses, Fero-strength
wityckers add their DP to the loases their side inflivls.

b An AEor DE resull causes the indicated side oo Lose [P equal
tio the pd jacent @nemy T o che baccle. TFche loser doss nod haes
cncugh D in the bitile to pay for his losses, all of his units in
the baltle pre eliminated and the cxozs Iosses are ienored,

* EX ia cguivalont to AESDE; esch side loses DP equal o the
adjacent enemy TF in the batle. The weaker farce is elimimsied
and the acher side lases the saine number of P,

* Dnaly ynics that aee in che battle and are o enensy A0C are
counted or lost. Batteries Niring s lone rongre and wnoits not io
Liie Exalibe cdo noe adid 4o losses and cannot ke lost.

T2 A DL pesuld ciuses one defending unit o be climinated.

T.73 If there arc alternate ways in pay For o loss, the loser
chowaes exiet by which wnit(s)y are last (he can lose extia unics or
DF if he wishes). IF he bas a beigacde piece in ihe Baicle, be cen
broak it wp and wse its pards 1o pay for his lossos, Exemple: A
brigade chat suffers a DLL result can break ugrand lawe only one
of irs wnita.

T.T4 Inlnicy wnils thet ace eliminated within rally sange (o
hezea) of their brigade leader goin their BALLY bos, AN ocher
elimnivgled pieces are removed from play foe the rest ol the
game. If a picce cerreats into elirminaiion, count the four hexes
lrovny Lhe hex where the eliminaticn ceoors.

T8 Rerreats: Eacl piece that sutfers a *“B2* resalt soast move
by heses, anad it oppes end ite move te leses awiy from the bex
where it aarted its relisat. IF 5 piece has a choiee of receeat
rcrubes, 1ls aner chionses how it rorbeats.

T.81 If possible, each relresiing piece must cnd its retrear Lwa
heses lariher away from cach cnevny it foughi in the battls
Gignore this restriction iF sach o reicepl is impossible or if it
would feree the piece 0o be clininated).

* 10 haann e caosey veveril inids co retreat, they retreat one a5 a
dime. They can recceat to different bcxes.

TB2 Hetrgals do nol eosl MP—reitealing picces just move the
requirsd oumbsr of hexes, dipnoring all teerain excepl mvers,
fords and ABATIS o kers.

T.83 A recreating picde is climinated iF e meoves inoany of Lhe
ways liared breloaw:

* Iris climinared if ic enters an enemy S007,

* I is elimipiled it it ends i retreac overstacked. It can
overatack as it mwowes, but oot where i slops,

* 11 is eliminated it it entecs & river or unplavable hes, o il ic
leaves the map.

* 1big efiminded if 3t moees throwph finto and oo af) a ford o
ABATIES marker. A picos cor! petieat gl ford cr ARATES if
this ends ils retreal, Soees Pieces relresiting intg 8 ford do not
connd peainet the 8 poines that can enter thar fard that playee.
turm.

T4 Aglvanee afler Combat: When jn aheck terreats oF
eliminares the last defeider in o hex, cach attacking unil has the
aprion o dviames into that hex Gubject 1o stacking Limits), A
unit can advance only i it s adineror to the vacated hex and
took part in the acdack that vacared it Defendine wnits never
advames after combat,

T Terrain has ne effect on the abilily 10 advanee: after coin-
bat. Pieess can advance inlo o1 out of clear terrain, fords,
strearns, ele, fepiion; Units that advance inlo 3 ford o counr
aguinst the 8 points that can enter chat ford during that player-
turn.

.81 Pieces ipnore coenry P00 when pdvaociog after cormbal;
they can move fromm enemy 200 directly inie another Z0C of
[He: Simne encmy.

T3 Ulnils that advanee after combar cannor artack again thal
turo. They can advance into esnemy 200 withouw o acking, and
their YO0 toes not prevent bormbardment {sec rule 9.6).

8. BRIGADES

BT Fach pripode siece can be substicuted fos cerlain piecs: in
itz brigade. This substitution is termed Sarmige brigade. The
brigade piece stays onils OB card when nor forosed; it is never
nrn Lhe map ab the same time as the pleces i repressnts,

8.2 Each player can torrn brigades only during his side’s Move
menl phase (and when he setupar the siarl of the wame], He can
form any nurther Gf briwcdes ol che same time.

8.21 Each brigade picce must be substiluted for its bripade
Ieader plus inlantey umils chad tofal exactly the saime defere
sirenglh gz the bripade picee. The leader wnd wnils must belong
0 the same brigade o Lhe brigade piece. Explanasion: The
hrigisde pieos cepresents the leader coxrdinating his wnids te act
85 D0E gigantic it

* Cuvalry and batcerics can never be wexd fo Form brigade.

A Omly brigade leaders can form bripade, MMost brigades have
incrre unils than they need to form. %hen a brigades uses some
of its units oo form, Its ather wisils remain in play, noetfeened.

B.X1 Te borm brgads, the leader and unics oussl starl their
Movement phase in the same hex, oul pfenemy Z0C, They can-
nel rmnve Betore torming bripade: & pieec cannod i brigogds
onee it has moved duriing the comenl Movemen! phase. When
the hrigasde Forms, the leader and units are et oo che CHE g
and the brigade picee is pur in their hea,

* FPizees can form brigade whilz ingcrive. il

® If & bidgade i fermed Frorm active pieces, i is acrive and can-..
e immmedigtely, oo the same phase o owhich it fomns,
B2 A Brigale piece represeods its components; the lesdes

tullies, activates and i= activared nonmally, asil be were on the
majp. The unsts coent 1o delermining virrory,

w




Forminyg beigadi:

Camnar Form: Afer formdng
brigade
1 HN H
2 LD -'.'I.-ﬁ_-g

Erills
1a My

Banham's hrigade piece needs snzcily 5§ OF, nob 0. Schenk connul use
L2 U5 Lo Dornt bripgade becsussinis nacinfanioy, acd b cannor vae rhe
Iis MY Bacouse v 3s ol i s boigads,

B4 A brigade piece can break up at any lme, even wlen o
cnciy Z0C, When il breaks ap, Of returng oo i cand and ils
components ase pat in its hex,

R.41 If an active brigmde bresks op befoee it moves during ils
Blowvement phase, I8 componenrs are goliveand can move that
phiass,

%47 A brigwde can break wp after a batels is resolved but before
the resalts are inflictesd, either o pay comnbat losses or oo allow
its componenls (o advance or recceat sepacitsly.

K.5 Each brigade picee maoves god fights as & woit. Indbddual
units in the brigace caianar attack sepacacely, and they cwnncl be
allacked separately. Brignde pisces move and fight like other in-
famiry umits, excepl as noted below,

551 A brigade plece iz worihas many wnits os il represewmis, and
it screens Uizl onany Bacteries, The Barceries and brigace delend
topecher even iF parl of Lhe brizade is specified as excoss. Sxirr-
pies A brigade plece ropresenting two dnfantry wiits must be
paired with tavo batleries. I cai be paired with fewer batleres
aply il the hex has an excess of infaniry,

%.52 Brigade picces are mal plhewed on fords, brdge o
ABATIS myurkers. "Thev canncd form in these bexes, and they
musr break dewn when they enler these hexo.

#.53 Brigndr picees corinol use road movement. They mus! piy
naormal terrain coars in ench hex they enter,

9. ARTTLLERY

9.1 BATTERY PINLCES: Each battery has a meobile piece and &
Sl plece. Only ooe of these pieces can be in play at a tims;
when one piece i on the map the other s on ils card, When
eithar piece 18 climinated, both pieces are removed from play.
9,11 The only differenes bebwesn pieces is in their factors, Both
pieces can use road movement, beth acg allvwed on fords and
ABATIS wiarkers, and both can use LRF.

812 A hatrery can change pisces only during its Movernent
phaze, Before it moves. 1T active, it can move alfler changing
pieces. |t can change piecss while inactive, or o enemy ZO0C,
* Harcerios o change pieces as (hey sec up at the <Lart of play
8.2 Fach hatrery hasa cange uf three hexes. When notin enemy
ZOC, it cun uge Long-Range Fire [LRE) 1o atlack targcts up to
Lhiree Tosea away.

* Barretiss vin use LEF only during their side’s Combat phase.
1. RF cannet defend and it cpoonor make AY attacks,

9.3 A battery must have & clear Sime of Sk (1 £05) to cach
larget it attacks, & LOS iz the lise lom the cenfer of the
batters's hex Lo the center of the farge)’™s hex. I a LOKS runs
along a hexside beraeen two bexes, the attacker chooses which
hex is in the 1035,

B30 A LS 8 blacked if it passes throvgh s friend by o enenmy
coinbat umit, a woods hex o acnst hexside, Excepiions:

# [niis o nal Block L0V when they are in a fonld, bridge or
stream Bex.

* Woods and units do not block LOS o or Fron the 1L::?:dy:“‘f
are im.

0.51 Special; 11 LS crosacs & orest angd galher Lthe baroery o
farget is on that orest’s hillkop, tea the battery sees over all
ohelcles and the LOYS {5 aulomaatically ¢leor.

Tracimg Limg ol SHipght

I

e . ., ".: £ -
L a5 must be as sirzighl as possible, Lathazm ngust raes L% 6 the 2 be
as showit b= the salld arrow, nar che hroken acree, sa il ds blocked by
crast beansiches, His LOS ook 31 BY eail folles sither red armows che 24
Vg blacks L17, ot he has a clear LS throagh KET (wnils onstrsans g

nat block T.OE]L

&.d LEF is specilied il the same ime 83 ocher atcacks, al the
start of the Combat phase. Epch ballery can make only one
artack por lorn, 1 adtacks just as if it were adjscent o Lhe
defenders, adding its attack fuctor 1 the ol strength accack-
ing them,

.41 Cmnly batrerics thar gre cul of enesny 200 can use LEF.
Butteries thut slart their Combat phase in enemy S0 musl
attack adjacent enemics normully.

4,42 LEF is subject to the same prouping rules as normsl
attacks, It can combine with other allackers only if they are all
attacking sxactly the same group of defenders, Every atlacker,
including the battery, must atlack svery defender in the proop.

3,43 A batiery can attack a groop of defenders in several hexes
only iF it has & clear LOS to every ol and every unic is within
range.

9.5 LEF apminz o larget who is also being altacked by onits
pcbipeent Lo him is rormed sippoet Ges, Suppore fire adds its al
rack Facror 1o the strength of the accack, but it does not add its
delenze strenprh o gy Beses sulffensd by the defencer,

9.51 Soppor! fire in an attack can never exceed The sivength of
il ad jacent aitackers (nclude terrain cffects when calcalatsng )
in ocher words, o mone than half of the tolal attack strength
czn b support fice, Exwess suppot fire can atack, but it docs
ot aded 1o Lhe arack ;un:ngl:h. Aleate: Thia lemic ﬂ.;‘l-]!l]i.t! only tn
suppott fire, Any npumber of barteries can attack o delender
v 35 im Lleeir Z0HC .

4,52 Suppoeriog batteries wee ot affocted by "AE™, HEX' o
AR resulls, Thoy cannor retrel and cannot be taken s
loases,

9.6 An atteck in which all of the attackers are firing al boog
runge 15 termed Bospbgrdmend. Bombardment acacks are
resolved on the HOMBARDMENT TARLE instsad of the
CRT. Odds are cilenlisted nogmally.

.01 Bombardmen! i pllowesd ooy il the target(s) cannot be
pligcked mocimally. IF any carpet starts the Curmbisl phase by the
F0HC of an epemy whe g aliack ina, he smas be attecked by
i adgcent encmy and all LEF against him sdest be suppoct
fire. More; Adtackers Lnal have advanced after combarn this Turn
canncl allack apain. a0 their Z0C doss nal prevent bambard-
ment,

* i soak-nft wiick st alwavs inclodc ar least one adjacenlial-
tacker—LEF cannot make o soak-oll attack By irself. Every de-
ferding wnil must be attackod by an adiaceor enemy, iF possible.

9.2 Only upits can be bumbarded, not leaders. LEF can
alwirys bopwbard individual defenders withoul allacking other
___umirs-iothe same bex; there is 0o sercening against bombard-




-

ment. LR connet bombard pact of a brigads pieec—it imuast
Fsarn b thie sebirle piecs as one unil,

.63 Diefonders are never dowbled tn a bomibardiment fonly ad
_i.'dL'r_'III Allackers vion dikxle o defender], The ballsry andfor
tacmet can be halved noromally, boc doubling docs nat aeear.

64 Ikombirchnen b aclieates all lscders in ihe lorgen heofesh, 11
dioes nod direcily activate the tarpet, just the leaders in the sanc
les,

9.7 Attacking actillory is halved iF it is In woods or if any of its
Laceeds is nowosds feven iF crlher Largels arg nnck, This ilj'||'l|il:ﬂ iy
nermal attacks and all TRE.

Q.3 Deefending actillery is balved iFi iz in aowocds hex, 1F s naol
ey wesads, Boing attacked from woods does not cawse the baitery
tix he hjlvad.

1. AUTOMATIC YICTORY
101 IF the arcacker gees B-1 ar better adds against 8 defender
during his Maovemesnt phase, he can resolve the ballle im-

mediately {befors moving the rest of his piccss). This is termcd
an Apronuriic victore (A V) aliack.

102 Loing range lice capnet be uwsed in AV attacks. Each
arcacker must be adjacent to all of the defenders,

103 E-1 ueldds are regquired For an AY ailack. Bacess atrackers
adjacent te the defendercis) are not obliped to acack,

104 Scak-off tagtics are mal allased in AY allacks: each
artackor e attack all adjaecnt cnemics. If aunitis adjacent o
seweril defenders, iLen joman AV only irche A% ineludes off of
those defenders. Orher attackers in ocher hexes can AW soms of
Ueose defenders, but thar unic cannat. Exeegales Defenders in
ithe seme hex mus be pitacked together in vhe same AY,

0.5 DLach AY is resolved oo the 6-1 column of the CRT. The
wnits that attacked can sdvaenee aifer combgr, Thess units can-
5l aliieck agnin thet curn, and cheir 2000 doecs nod cawss com-
ar during che Combsar phase fule 7,930 and does noe prevent
bombardment gitacks (ralz 2630, Atteckers who advanae intoa
ford do conne towards the B 1207 tha can ender tha ferd docine
1hial plagser-torn,

Tka I the defender siwrvives and teireals, his 200 moves with
him, Alier the AV, the atacker can continuoe his Mavement
phazss, maoving his |.'li.q:“:|:ﬁ that have not vl mmover] or aacked,
Lloits that imsake an AW aliagk cannot move of atreck spain that
1arm,

1T I the defendar siwrvives and redreals, be has 8 normal 200
al fiy mesw position. If an enemy eoccrs this Z00C e st slop
and rhe defender must b atlacked again (eicher by another A%
or by i normal atack during the Combar phase). A defander
can ke artacked by AW any e ber of limes docing the Blove-
menl plase, gnd ones during the Combat phase.

Anromatic Vicrtory
w B

Beloe Evans am] Holoves avovee, Longalee! omoyves wp 1o AY the 71
MYM& in THT (red posivions); Halme: carmar jain the AV withour
griacking Scncik, “DHE' @ oallald, Laopsroder ady ackais Alrer combar
and Lhe 85 A Wersemen phose conlinues. Teans and Holmes moyve up
[hlack positians) and musd preack rhe 71 My &, gicher in the £ipmhnr
phiase ar, sicks ey hase B-1 odkle, o another AN, Lovesnicel Ias
alraady Fought 5 he zanme aclack Schenk - Schenk is mae atlacked Lthis
rm

11. TERRAIN MARKERS

11.1 At the beginning of the game the O848 has the apricn taser
up e TRESTLE or destrow it IF destroye] it camnol be 22l np
Ister. I sel op il canoel b2 desoroved lancr.

11,2 The TRESTLE tranaforms DILU2E into a beidge hex con-
reching qll ol the rosds in he bes,

11.3 The fowr ABATIS markeis nuost sat up o in lour separare
hexes within thres bexes of Sione Bridae or Farm Ford {but oot
on a fard or bridge). Thaugls set up by the O5A plaser, they are
nexl A pieces; Union march routes can pass within four bexss
of them.

114 ABATIS mackers cannol move,

1.5 Whiale o the miep, each ABMA TS i Che e Tects explained
below, An ABATIS has no effert after it has beeo removed.

1151 It cosis =1 B Lo ancer or lesse an AEA TS, Dy addicon
to gll other coste, Exgripie: Tomove from en ABATIS to a ferd
costs 3 RO For terrain, + 1 forthe fead, +1 Fos the AEATIS).

11.5% An ABATIS cancels all roads inits hox

11,533 Brignde pisces are nol allowed on ABATIS markers.
11,54 Picczs can redret onte an ABATIS but net chrough it
106 T rermivve an ABATIS, an ffonnd unll muost starct ite
Movemenr phase on the ABATIS, onl of enemy ZO0C, and sray
chere until the Bally phase, On che Bally phase the ABATIS §s
raemaved. The wnit cannot neove. gl or ke in enemy 200 dur-

ing its torn. The unic mesd il b active. Ooly infantry can
reimdve AEATIS markers.

12. LEADER SUMMARY

12,1 All active leaders i activiste umnits, Brigede leaders can
also ferm brigads and rally.

12,2 Leaders hive no 200 and cannet attack nor be atracked.
They do not affeer coenry mavemant. boemy Juixl=rs can
decuy the simne hex 3 ne units ace adjacent.

1:.3 A leader iz eliminated by etberny SO, unless o friendly
el s e by hex (che wnit does pef nepace encmy Z00C o just
ceoorts the leaders). An vncsesred leader & elintinaled if he
e s enerny S0 O enermy unit moves, advaness or retrcacs
adljacen! to him,

154 When g nnil advance: or relrenls during combat. a0¥
feudder in dts hex cen move with 5

12,5 When combil elimingies the last unit in hex, each leader in
that hex must rell on the LEADER BELIMINA ULON TABLE.
Ciach lender in 1he hex rolis szparacely, If iwe stacks eliminade
cach other, all leadars in both heses mouest roll anthe LET.

13. REINFORCEMENTS

13,1 The OB cards state the turn and hes whers gsch grogp of
reinforcements appear, The reinfurcements enter doring their
Fdavemen phiase on the turp named.

1317 17 the named fiex is o enemy ZOC on the scheduled maen,

the reinforcemenes acs delayed undil che first fricodly Movemsn
phase in which that hes s aod i enermy P00,

1312 Reinforzements may not delay salwntarily; they mus)
appear At the Girst legal opporiuniiy or they are climipated.

13,13 Bcinforecrments are aucemaanically netive om Lthe locn they

e wiln the mep, Om Ldder tocns they most be acoovared
nermally.

13,2 Intwoicy mus: enter 85 Individual upits, not formed o
brizade. Batrerics must use thes oiabile pisce Lo enler,

153 Union pleces ose oorisal nsveeineil o enler, mying Lhe
road e 1o eniler Lhe eniTy hex,



124 RAIL MOVEMENT: {54 reinlfonssininis are the -r:nnl_-.-
picces that wae rail meovement. and they can wee it ooly iF they
enler cai the turn they are scheduled to appear. IF they are
delared by a Union 20O in their e2niry hex (hey use normidl
owrvement when they enter.

13.41 Pieces that move by rail muse follow the railroscd 1o
Mlanassas Junction (EEXMpand stop. IF they cocouncer 2 Union
TOHC om the way, they siop in The last hex fefivae enlering that
L0 They cannot choose where oo stop—they moust po 1o EE34
[unless siopped by i Llmion O,

13.4% Peces cannot use oormel moevemen! on the sne Larik
they use ridl movement; Lhey end their tuen shecever they stop.
Bartrerics can bombard. if an snemy: is io rang:.

14. RALLYING REPLACEMENTS

14.1 Starting om the NOON (orn, esch plaver cail revive one
unit gper turn. This revival is cermed “rallving''

14.2 The onlv pieces thal con be revived are infantey wiits that
were eliminated within four hexes drecom ranger of their
brigande’s lesder, All other pieces are cemsoved Meom play when
they ave climinated.

14.21 Tvery iafantry unic that is eliminsted within fous heses of
its brigade leader goes in ity RALLY box, regardlese of che
method of elimination. Brizade piscss are nol allowed Lo the
RALLY box—when efiminated tliey smesr break up,

14,22 Infanlry eliminatcd more than foor hexes leoo s
bripade leader caomal be rallied. If & unit reteeats inis eliming-
L, count the four henes from the lssl hes it occupied befors
eotering the hes Lhat caused che elimination,

14.23 Covalry, artillery and keaders con never be revived. Infan-
try that is nedt in o hrigade (e.g. the L NIM) can oever by revived.

143 To rally, the atrasker must have a brizude leader who
ataria the Movement phitse i tee same hex with one of his infin-
iry pnils, our of enemy 2040, IF the leader inad wnil do ot naove
or fizhe chat turn, then on the Rally phase one of the leader's
nilts i revived.

14.31 Coly brigade leaders can rally, and cach leader con cadly
onky kis own brigade: both the unit he is with and the ooic he
cevives musl be ddferiey feom bis brigede. A brigads can no
longer rally i it loses is Jensder or all of is tafantry wnits,

14.32 The lesader and unit cannot move, fizht or be in engmy
ZOHD on the player-turmn they tally, Thew can form brigade or
remeve an ARATTS marker on the marn they cally, They can
rally while inactive,

14,33 The leader can revive any unic {in the BALTY box) thal
Iselongs oo his brigads, ineluding umnils thit were just climinated
om the cnrrent Lueit, The sevived wnit & porin the bepcders hes,

14.4 A plaver can never rally more than onc onit ger furn, and
neither player can rally ungil the MOON furn, 1Fa plyer fails to
miblly during & urn he loaes that chanes to cally; he canoot make
it up by rallving an extra ail Ller,

14,5 A rallied unit moves and fighes normally chereafter, As
long asit meets abl of the comditions governing rallying, it can be
rallled each time it s climinaned.

Auglon HE el frwar writer questions afsad the pioe s this pame,
eavidng thad the quesiivay con e anisened Depde and Thar Thels gre
avcavperdied by o selfaddromed, nenneed ereedivne.

DESIGNER'S NOTES

wizll, falks, the rensan I did it that way s chis:
The Mup: There is 1o acewrars ipap ol the wleols arch ag it wag ar rthe
time af che bactle; this games may have the besl miap publisled? I is
Lazed o0 Marioisgl G cdetie Sureey mape, backdated roCivil War rimes
kv hadclefi=kl maps done by MMichsel Jeck Sor the Pack Seovics, aid
muarg In rhe QOEFICIAL ATLAS and BATTLES AND LEADTERE. Te
resulve sinbiguilivs, oany GUlker magps worsankwlbod and barths reparre
wers gleaned far cerrain descriptions [and the dexigner Lowred Lhe
battlelicld, just 10 b sureh, Som: off-misrepresentad feafures: Sudley
Flauninin; the coerse of Dull Bun, Cub Budwnd Cuwibarpio Ooock Dieaw
kown @z Liecle Holl Kon); the read fram Melsan’e Ford cn Candrne
vill=: and ves, there is @ Cub Fun Ford, YVirgings.

ke somde d5 PN fent e dee The Lerrain in o kex reflecis the effec
arf the wres, nolseoe achitrary defangtion, Stocams pepresenn ol in-
sb=ad of worer (seasonal streams were dry s Lhe Limme of e Balle] @il
alops arse dealpned Toc the sake of LOS pnd milirory creses. Hexes sach
a5 Tald Hill (R15]1 acl poaperly wveit EGupd Clocy o ol Jesak liks hills,
{nly pnad raads are shown; farm ronds are clear hexes. Majer coads
are eitbwr beiter qualiy or berter Enown, The Qld Alegandrin Road was
a heter road chan che Uniao 3ills moad, For examnole, bl the Lhibea
Ml resd was much beter knean: units actonlly eot bost on the
Alexandria rosd al Second Bull Roo.

The Arimiea: An sxae coder of bartle far July 2ier has never hesn
mukblished, s the arder of balile was gleaoed [vom be GFFICIAL
RECORIISOF THE WAR QOF ITHE RERED T.A0MN {1-'. I1and 1.1, and .
[ wf Secies 1T apd IWp and BATTLES AMD LEADERY. Sonwe fine
poinikad the repaiis make it clear thor Kershow's detachmenr of
Dondiazn’s brigsde wswalls Opera ol aeparatslys the 24 va, campesd
with Enrby it jained Longscrest for baliles: O5A baileries wers assivmed
calcimpecanemigly, wirh Walton and Pendlston commanding reserves,
insled af Lo their icediliooal beipades. SNate Thi 4 MG @83 wesr af
the minp; 1 assumed 1t wonld rejoin ony force enlerng at CCOC15,

Ad infarfep DR represphss 300 g, with AP madified by qualicy.
Vererans such a5 the Kepulams and La. Sp. foompased ol Hliboatss
meraenpries) have an exrrn &P and DF. Covalrye sirengzh redlects abilicy:
0-1-6 For sereeniog compaies, Z2-3-6 [or clarping Barialions, & parcory
13F ie 2 guns, with light gune basing an AP, Since cannen fire gains ef-
Fevl Lhe louger il it linues, caclk battery [uaa ain saned plecs rouge when
it redupes it firing time by maving. GA1 DS had heavy guns and
Boakwiad s ballary was volunresr infanrry, 20 their MFE is redused,

Lawderahipz Hrignde pisce strengrhs reflect the tactical experise of Lheis
Leadders: beller leaders Dorig Jacger brigades, ageressnee leadsrs gain
more AP, Self-activation represents pecsonal imitigtive: most Union
birlpads leaders are not self-activating hecause che iniative was supnesed
Lo cume [ront 1be division eaders, The sell=acrivaring unirs had lepdeis
npdahle far thait imcincive: Stuart (1 Vacovaleyy, AP Fll (13 ¥ahand
Hamgrea,

Fhe 54 ey i frazen because o ernecial courier vanished with
Beawregard's ooonoiog orders. Jolnsions and Beauicpard waiad, con-
fidence falting ns their plan: failad b materialize, worries mising axs e
Liition artack s, unil thelr worries exessdod rheir eemifidence
and they cancelled their ald plans enizely. This affected the Badlle
cosrrnbausly bist was beyond anvene's contrel, s 0t is assumed ns oo
arkdilrary cule.

The Kulia: The scak-off tacrical swstem medels nncaprdinazed =rrae-
whes an o lomaled ares, and (b advantapes ol coSsdination. saaeiilg
allrws infancry b guard batteries; ihe force with the inifakive con
teallad the aw af the barrle, o the arcpcker defines pasrine. Cannan
could fire Faciber thas Lhres bexes ¢ LO0D vacds), bul ool wilb Lie spoal
and accuracy needed ta ke effective.

THE wndd édiriee tieH 8 T iefleers the crfeer disorder had on linsar
taclics: diswrganized ooils smply Bad oo elfecl, oeopardbas ol
eneunlties, Eliminarian represencs disorganizarion: cavaloy scactering.
crippled Balteries pulliig ool of &cdion, tapead infanny frging oo
regrauap arcund a strong poinl. Arigade piezes are less vulperakble Lo
arracks, nclading LEE, duc 10 ||'l'l|.'lrl.""-'$.'| order,

G medels cbe Tacl chal woit somomandess wore supposed 10
acr omly nnder arders, when endangered by anenemy ar when near the
ey base, AL Firs! Bull Bun a B s aoatrod carended aoly ra his
immediare vicimiry, 5o the commard rangs eguals normad visoal wnd
sLiiking raeps A9ur Dok ), cxeep when ko kg oy s rhat o
caommunicabions and =nemy sirikes. Uoils beanbacded Trean acooss a
river are nar aotiearsd becanss rhey lack rhe anthoricy 10 donoyrhing
cavenl Fall back @0 g elisal coulls el Jeaders hass L anrhornss mo
act, s they are activalsd by bombardment. The chain of coomonamt
was qnlte laase, son dymamic leader eeuld {alk nan-suberdimazes inco
deliva. The aclidlers Taders bad codsiderable Lo raok, Erecacr, ao
they can acrivale vnly haiLeries.




GLOSSARY
Eev lermny apprar b babdlace,
Sep P rairs creed o Sucdbor goeiisiarion,

MEW TERRS

Aitive: Able Lo oo duiing e foicndls Moesamerd phoss, Bini=acl.
Homhardment: An atlack mnede exclusively by LRF. Kule 9.4,

Beerrt fifpad®r Raeplace i brigsde picss atth s comaonants. Bule B4,
Commuad ronge: The leses e owlioh a Jeader can 105 samnand
parlia, A command poth can be op e four beees Tomge, bul i vaitnol
enler civer heses. I can enter o ksvea Dord, o0 ga Fromeore Ford 5o
anather, bz it eonnnt g2 in ane then aut af the sace Ford | 1o caik cross
sy aed ather Gccaha Trecly, Bule £,

Compunentss Piviacs Uar nave hesn evchonged for w brigade pleo irs
hrignds lender plus infuoley (o Jiss bripades wartn saacile fhe sime
delvnss giesnprh ne the brigade piece. Bule 6.2,

CEA side oF Buld R Al heges wesr of Boll Bun isach ak P2, GilGld).
Favm Bripada: Pl a brigade piece iooplay, ceplaciag il SO panencs,
Fule 8.2,

Frozen: Cannol be avlivaied. Frosan pives ane Faes dowr, Rils 48,
Rafwrg: Afferrs nnth combal faccors {ome rowndicg). Boele 7250
Tmuctive: Cacnon coove duckng the friendly Aeeemene phase. Beled L.
hdoreh rantes A path from a WSA picce Lo Contoeytthe, REo0 OO,
The eiiire path mgat be ont af Recon range af all C8A pleces and,
expant Tor the piece dls=lE muosl Rallee L soads, Bule 1,2,

Rtie Reviwg an slimdrmesd unic from the RALLY bow. Rule 140
Recum ronge: The hexes Lo whicl o picss cail rrace waion paths, A recen
path sz be g o fear hexes lang and cam cross all werai, idsiuding
civers. Puale d.

Sereeming: Fach defending balery mivsl e paired willl aninfanrry wmi
[t it bex, Bacess unics san ke atracksd tndiviioally . Bule 5.5,
Auppurl Fires LRF against bargts ahooare in encny SO0 Adds b che
atrack strengrh, hut canoed excesd ke strenslh O The Adjaern
wilackers, Bulz 9.5,

Lirimm vl o Sad! Bien: All s cast of Bull Koo gsgeh e B3, 508,
Lphill; A clefeneer ie dribled when upkill of all adiaeent allackens.
Hilluops ared strewn delioe “upldll®” Kole 7.4,

Aw ey Sigr Sesfoder fbeee would he sa shaken by cumors
rrepardless of exsel citewnstziees) thar e eanld have roorerreat. The
sponraneans Lnien recreal al 3000 i diMeenl: cacly playec's marale is
asmunied M peflest his army's morale, w0 when be resipns, Lie spoi-
raneaus Taredl slarks. Lnioo cendescemenizs rhat were delnred by che
b appear spmasahar 2aclier than chey did istorically

Tolance: 1o SLLE RUA, the Balans: shifis ne rhe players gain =«
perience. Lhe [nian has meTe opporiwnilis bl oty a sbest tine in
which (0 wse thent, &3 takes gand play 10 maks che maosc of Demn.
Mrwipes in the game will ol Uee Unioo contpararivele diffienlt re
plaw, wliile cuperrs will find it rewnrding; 2t the highest levels of play
SLEE BRI i fioely balanced. To per wan sarted, we affes o few
alwmareprions;

. The Unizn can oress Bul Bun wnopposed a0 sudley, kot their
;.: ablem s haw moch Foroe W allacate L Lhis awkssand pouhs, Ar e

prhar fords an apprsasie CSA 5ot ip limits the Uniea 52l wp. Tar
svample, o piecsin 2E5 | lmaves only BEBA® aud L4025 whers Linion
wria oA et ap and tracs march rowtes b CCCIS,

. Ofen, the kst pla;_. Tar buolh sides le ro threatzn different poinls.
I k ng .-.-.'l..111r'|e= af kel weakneses i ey 5 Leag rh 2 samimand.
Cranditalang rlicss rhesata raquzires arefal positianiog and Lioiog; i
alza kiglps Lo Eeap o meserye Ll on gof to @ eritical pren at 1he zricical
cnen:

s

i, Haste makes wasie. The acntics liphl ooost efficien:ly 5F they form
Bripactz and bring np rhe arkillere befure fekiEng, =0 o zide can ver 5
big advantmns i i1 can predess the Filefisld and chen hiz ahile e
cnemy is sl meving inta posician. This puls 4 prentivm on plannine,
pasalianing and e,

4. I'ne pame rewards 2 defi use of seak-off Laviis 0 pain poalrians,
including judiciovs sapporr 7 0 minimize soak ofT losses, Tlis &
qarricularly valuanle Dor e Doion plags, snce he has artillacy
ApEaAry,

B Usuadly. b Tiret Latrnle argire phoor 1106 A5, the main bactle
arreand 12061 The games &5 oflen win lale g 1he alrensean by the plaver
w i hs the moer briends=s left thar can mlly.

11

ACHOMNYMS ;

AF AL Anack Factai, atiack prdnze, :

A Avtonmaic vicbory foonobsduricg e Mossment phases Buks 1,
g Bemaardrent Table fresolvas hl:mbu:d.;mnl a.ll.zu.lu:l Bule 9.6,
L Conglean Bosules oble, Bole 3
LA Comfederals.

1HE, LR DeFengs Fretar, defenss pernes.
LET: Leader Elimination. Tald:, Fuk: 1225,
LK |ing nf mieht fcenter of hex Lo ceoler ol bes) Bobe 3.1,

LRI Lo panpe e, Buk: 8,

B, W YovemeEne Tacior, moveinedl peitis.

CHE: i of Haitle gand.

TR Terrain Cifecls Chail.

FENT Fang af Ceareal {20 unit's ram hex and ke six adjacent bl
T2 i i, wlleciod by Ceriain o unlcs, Rule %8

COMPMLN TERMS

Adparant aireckes: Aulackes '-]|l.1 arv adjm:mu ta the defender they
afack

Ackiaree wier corebais 1 a Baiile s the defender’s hax wacunt, che
adjacentatrackers can aocupy Lhe vacated s This can happeo inany
terraics. Tloo altackere cannot arrack ngain that oern and theic 200 dees
not prevent humbardineol, Bulg 7.8,

Adtvereg parglies VAR, RN UARIM

Adtacker: The side takicg s torn. Tl et side 15 rhe defimeder.
Harrter Ong atiack. resolved b one die roll.

Craureiingle; The et =aumber code printed in such b,

Chsne rrms A complels turn, censisting ol o Uiden tuen Jalesed by a
CEA i, B ocpiezents halban hour on'the time rezard chirl.

fork Hexagom.

IWliks: Tz ratia of rhe artackers' actack sreogth Lo tie delendons”
afense sireme it reunded in Tavoy o rhe dafender to 0 simple ratis o
inreger et oar | teoan iotegec). Role 7.3,

Dy e s Bl prertanrn; ioe, held of o game o,

Enk-nli? A wewk alleck agalng g srrong deferder ta allow a cirs
pespendingly seronger arkack agains ather defecders, Ruls 8.2,
Slackimy Limili 12 DE {8 DF in fards]. A pisce oan eweemslack as il
micess, bair not where it stops, Bole 5.4,

Linie: Cambal uibe, Aoy piees wirk arrack and defense Faclars.

OPTIONAL RULES

These ruter oo epoffaendiciiy of Lhe oo |:I_.I";.l|'r.|ll-'.'.r.'-:-.'|'1.'ll- e
Ieifarce. Employ thoge rhar 55l 2our fasies

1. UNCERTAIN TIMES: lisiead of happening as acheduled,
the fellowing evwenes are rolied for by the player indicated: W30
unlreexing of units {O541, reinforecments at 11 AM (C5A), 4
PAI and & P (Limiond, All other evenis hagpen as scheduled.
Uhe playver valls anee per turn for cach cvent, sfacting two furns
before the svanl is seheloled, The evant accues il bhe iolls £ the
lirst turn, 2 or less the second turn. F or Lezs che third torn, and
g0 om. He rolls afler mowing his ocher greces bul before his
Movement phasc cnds| IF the ovont ooowrs, the pieces aftecisd
cain mies Lhinl phigse, foamiods Al 1= the CSA p]ag.--:: needsa
for Z2en his first rell to unfreeze his units, & on his second roll
ter rmpke his 11 AR reinlGreements arcive.

I, MG OF WAR: All Union picoes are frozen and face doen
umtil the Linion Wi30 Add Conamnand phase. They are rreatad
ju:‘.[ like frozen C5A pieces, with pan @xcepinms: 1) the Llnion
player gian eolwsarily unfrocze any or all of his pieces on any
Union Commeand phase; ard 2F enlresai a Linicen leader does
Al witlreese &ll Lnian picoss,

X1 Daurng ser wp, cach dummy pices can be sxchanped for ics
brizede leisder plus any pieces o B hes docloding pieses not
from his brigadel, These picczs a0 on his row of the CHE card;
they refurn o Thesr hex whein Che deimimy i unfrazen. These
picces fannot bBe unfrozen individaally; they must all be
untrozen when the dumomy s unlensei.

T2 Wlbed a dupriny b unfeozen. It activales all pdeces in ifs hex,
An the engd of the Cormmancd phaass the deoney i emoved feom
play. If wnfrozen by an cnemy within recom rangs, the dumins
achivites pigees and & removed oo the Rext Union Command
phass.
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¥ EXHALUSTIONMN: To relect the wearing Dnion nighe march,
zach Unicn wnit that traces itz murch roulz 1o BT e b revived
Gnly cenee pen game. Oher picoes cally noemally.

4. JULY Mhh: Mot knowing Jobnston’s army weys coaning,
SMeDerwell nsed a4 day oo make the nizhe maceh to hex Rl
instcad of attecking on the 200k, This rols al lowws Che L bo
allack @ day aarly.

4.1 Union changes: Bemove MoCunn’s brigids
Rewsk woesiad s badtery Ticm play. Aadd Varan's bBatteoy oo Keyes!
brigade and the 4 PA o Franklbin {these wwits mmigrched home
whan their eolisreeencs ran oo on the merning of July 20e;
YVadan®s auns becames Bockwond's halleryh, Al march ronles
st 2o 'te Centreville or 3rd Division only) CCCA5. Mo march
robes cum e o B1. Beinforoerents (excepst MaLhennp an e
pormally fthev were alpcady in the acsih,

COMEAT RESULTS TABLE

4.1 C8A changes: Bomove HAMPTON and the 1] AN rein-
fursernents Trom plyy, o N4 privoes ure Frosen. Barow’s
brigade starts in hex EE34. The follewing wnils ars rein-
Forcenents that arnive as indicancd:

NOOMN al hex A18 (by rail): Bex'™s brisade and army leisier
Jsabimisiol,

NOO0™ at hex AL inormal movementh: Imbden’s, Shmand™,
Adburisand the Bockliidge batievics, 1 Va. cavalry, leader
Ferdleton. Special; Peodleron is selb-sctivaling from MOICHS
v bl 22000 P, inelusive.

Wl T ad hex O35 {by radlh: 13 Miss,

[ DIE COMBAT QDD oy
| ROLL 16 15 14 -3 A 1 e T R PR e S
[EE] AL AL ] ABZ AR 2 (] & 13E Ik DE | DE Lk
AR2 AR2 LBz
] AE AL AL AR EX EX R EX Fw Tz RIEF
ANz AR AR
3 AR2 ABZ B2 ABR2 ARZ ARz R2 Az IE nE D[__
4 AR ENEF ART AHZ AHZ AHZE ABZ DEF DEX OBX | DE
AR2
5 AE AR AE AE AE AE | EX | EX | DBX | DE DE
AR ARz A2 AR MRz AlRZ
5 | AE AF AE AE AE AF AE DE E IE E
ABZ | ABZ | ABR2 | ABZ | ABZ | ARZ Al |
foes tham 58 mdds: arlace comceling, AF
LEADER
ELIMINATIONM
BOMBARDMENT TABLE TARLE
Fang vanpe soowdaramesy oy {0 s ar dewr Aowe moeffegd Flt seperniel e or ok Seader
DIE TODDS i is TIE
ROLL 1-2 i1 11 31 4-1 i B-1+ ROLL RESULT
1 DE2 | DRE2 0Ll 0Ll | ] N | L1 Ll 1 .52
X — | DHEE ]EF) R D
Y e DBl | DBZ DBz Dilokat T Ll i Tz
d E]EF [FET E KT d LE
e | LT T 1 = DEI | OLT | DL] = 1L
fi (31§ 131 1.1 [KINN 3 oE
EXPLANATION OF RESTILTS More:

AF The atracking lorss Jescs defonse poante dqual o the dilinss
wirepglh of the defending dorce.
A B2 ‘Lhe attacksr mugt retreat each unit m the artpcking fores Taa
brenes.
IBE The deferding Forse loses defence painrs equal 1o the dafonse -
siregplh of the adjacen? allacking foree {do nol counl non-adjacent
atzacking baireries).
DEE The defedder aust sefreal each defeoding wiil e leses.
EX FEach side Inses defense points squal eo the defense strengeh of the
adpAdenr eoeiy witils Lo Se bary fdo nol céunl ddm-adjscenl ailacking
Fatieriax}l. The weokss sid= is shiminatsd ond che ather sids lnses the
eAarne rmber af defcinag poonr .
DL1 The defender Joses cne commhar anil.
LLE The leader is eliminatad.
LEI The keder gnust relozal Paod Beaes,

Mar =TFect.
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1. loadude elfecls of warain when cpleilnrine epmhne cdds and hesses,
2. The tesults af a kalle affect ooly 1hoae pacticipants that are in
CRCiny LA,

% The plaver selfering a loss chanses sxpetly which umizis he loses dbe
zan lose exera defense pednis D0 e wishesl Iolaoiry unies glionimared
wirlui tor hexges of their krignde leacder can he radlied Later. A0l other
sliminated pieces are oul oF play permprenrly.

4, The plaver suffering o relrsal chueses haw his pleaes (e, Ench
pisce sl mave D bosied and mast end ks retmeal two hexes awas
from chee hex where it scaried. A piece is elicinated 17 00 verrears;

—=LnLo 4 river

—uaff the man

— o an wiLplavable bex

—inee o ZOHT

—rloiph dmen and caor of) o Foed or ATIATIS

5. 1 possdkle, vach relpianing pices musr nweve peay from the epemiss
ir fenghir in the harele. incleding balleries wiong LRF. Lenare thvs resirie-
Livay € 5L woukd cause 10 piece 1o be eliminated.
fi. Tf an allack vacates & defecdec's hex, fdjacent anits making thal
priszk can advance inrn the vacoled ke,

EAad AES






