War Between the States 2nd Edition Errata as of August 31, 2006

Box:

The box states there are 1400 counters.  The rulebook is correct, there are 1540 counters.

Charts/Tables:

Terrain Effects Chart:
Defenders in both cities and towns are not required to retreat.  Minor towns, those represented by dots, have no effect.

Combat Results Tables Key:
The symbol for "Defender is required to retreat (see notes)" should be an asterisk, not a bullet.

Combat Attrition Table:
The result for a 15 strength point size force in the 15% column should be “2”, not “3”.

Confederate Scenario Game Turn Record/Reinforcement Tract:

Following game turn 16 the entry 3i should be an entry of (3i) for the 1864 West Scenario, indicating that 3 infantry strength points must be removed.

Confederate Supply Cities/Seaports Chart:
Add Florence (B3804), Huntsville (B4305), Beaumont (B0627) Leesburg (C2407) and Alexandria (C2609) as supply cities.

Add Galveston (B0132) and Sabine City (B0729) as seaports.

Disregard Fayetteville (C1929).  It is not a supply city.

Bristol should be listed as (C0323).  Petersburg should be listed as (C2518).

Confederate Deployment Chart:

On the 1862 deployment chart, the garrison unit in hex A3022 should be increased to a strength of two and the unit and fort listed in that hex should be set up in hex A3123.

Disregard the garrison unit listed in hex B3022 of the 1862 deployment chart.
Add one CSA river transport in hex B5121, the leader Beauregard in hex B2802 and the naval leader Buchanan in hex C3119 on the 1862 deployment chart.

The fort listed in hex C2434 on the 1862 deployment chart should be in hex C2534. 

The fort and garrison listed in hex C2434 on the 1863 deployment chart should be in hex C2534.

Add the CSA leader Gardner in hex B2125, the CSA leader Magruder in hex B0130, the CSA leader Price in hex A2025 and the CSA naval leader Buchanan in hex B3625 on the 1863 deployment chart.

The fort and garrison listed in hex C2434 on the 1864 deployment chart should be in hex C2534.

Add one CSA river transport in hex B5121, the CSA leader Magruder in hex B0132 and the CSA leader Walker in hex B5205 on the 1864 deployment chart.

The 1 point Garrison listed in hex C4511 of the Campaign Game deployment should read C1145.

Union Deployment Chart:

Add the Union leader Curtis in hex A1410 on the 1862 deployment chart.

On the 1862 deployment chart, the Union controls all Missouri railroads except A3120-A2921, not C3120-C2921.

The 1863 Deployment Chart should include the 1st Corps HQ in hex C2511.

The 1864 Deployment Chart should include the leader Pope in hex C2108.  Also add the Union leaders Granger and Stoneman in hex A5625 and the Union leader Halleck in hex C2608.

The Campaign Game Deployment Chart should include the 1st Infantry Corps HQ at C2608.

Supply Consumption Table. 

The results under the 1-10 column should read 0,0,1,1,1,2,2 instead of 1,1,1,1,1,2,2.

Naval Combat Results Table:

The result for a die roll of "two" under the 1:4 column should read "AE" instead of "AX".

Maps:

A rail line should run from hex B3411 into hex B3511 (Columbus, MS).

A rail line should run from hex B1705 through hexes B1804, B1904 and into hex B2004 (Devall's Bluff).  This is the western end of the incomplete Memphis & Little Rock RR.

The road that runs from Wytheville at C0819 to C1122 should continue through C1123, 1223, 1224 and connecting to the road in C1225.

The road which runs through hex C6122 should continue through hexes C6123, A6023 and into hex A5924 where it connects with the road in that hex. The road in hex C6124 should run into hex C6123 where it connects with the road running through that hex.

Disregard the Blocked Hexside indicator which runs between hexes C2432/C2533 - C2334/C2434.  Players may not move between the Wilmington Peninsula and the mainland anyway except by ferry or boat.

The river that flows between the cities of Philadelphia (C3401) and Camden (C3502) is considered a tidal river up to and including the hexside between those cities.

Disregard the five hexside river that runs from C6125/26 to C0226/27.  It should not be there.

The red forts printed on the map are for historical reference only.  They have no effect on play.

Clarification:  Any city or town on a coastal hex or navigable river is considered a port.

Counters:

The variant counters should include 3 star and 4 star leader counters for CSA leader Smith.  Players may use the 4 star counter included with the standard leaders as it is the same as the variant leader.  The 3 star leader should have a rating of 2-1which is the same as the 2 star leader.  Players may either make their own 3 star leader or use the two star leader remembering that he is actually a 3 star leader from the 3/62 cycle through the 9/62 cycle when playing the variant historic leader rules.

The 3 star variant leader counter for CSA leader Pemberton should have a 2-1 rating not 3-1.

The 2-star variant leader counter for CSA leader Bragg should be a 3-star leader.

The Confederate Combat Chit Zero "C0" counter was left out of the counter mix.  It is not necessary for play.  Instead, the Union player secretly chooses a chit and then the CSA player calls out his chit.

Rules:

Correction: [3.24] Cavalry division counters range in sequential strength from five down to two, and follow the same reduction principle.

Change: Section [4.4] During the first strategic turn of the campaign game, each player skips the supply consumption routine of the supply and consumption phase.

Change: [6.57] Supply trains, siege trains, and railway repair units may move by rail. Each has a weight of one combat strength point for purposes of rail movement. An empty headquarters unit (one having no combat units attached to it) may move by rail and water as leaders do (see rule [10.31]).  Supply points may be moved by rail during a game turn. Each supply point weighs one combat strength point. To show the supply points are loaded on the train, place an entrained marker on top of the supply points. Supply points may be loaded to or unloaded from a train anywhere along a railroad at the cost of one rail movement point.

Change:  Section [7.14] Friendly naval units may not enter a hex or hexside containing enemy ironclads, river or naval flotillas, except to engage in naval combat. (see section [11.0]). Friendly naval units may freely enter and leave a hex or hexside containing only enemy transports.

Section [7.23]  Addition: All cities and towns on coastal hexes or navigable rivers are considered ports.

Change: [7.25] Naval and river transport flotillas may transport supply points during a game turn. Each supply point weighs one combat strength point. To show the supply points are loaded on the transport, place the transport on top of the supply points. Supply points may be loaded to or unloaded from a transport at any coastal hex or any hex adjacent to a navigable river. To load or unload the supply points, the transporting unit must pay the number of movement points equal to the terrain cost in the Embarkation/Disembarkation Cost Chart, see [7.26]. (Also, see section [17.0] for supply broadcast by water.)

New Section: [7.55]  Fort Sumter in hex C1641 controls not only that hex, but also the water portion of hex C1640.  An enemy naval unit entering hex C1640 must stop as if it were entering any other fort controlled hex.  The naval unit may not move further, nor may it embark or disembark ground units until it has either successfully passed the fort using either of the Naval Transit Combat Results Tables or successfully engaged the fort in combat using the optional Naval & Fort Combat Results Table.  Likewise, an enemy naval unit leaving the city of Charleston would have to again stop and engage the fort prior to leaving hex C1640.  Players Note:  Fort Sumter sits in the middle of Charleston Harbor.  Any naval unit attempting to get to Charleston would first have to pass the fort.

New Section: [7.6] Trans-Mississippi Theater River System Variants:

Players wishing a more accurate depiction of the river system in the Trans-Mississippi theater may apply any or all of the following rules.  They will, in general, ease the difficult supply situation in this theater.

New Section: [7.61]  White River:  Disregard the head of navigation at hexside B2207/2308.  Instead consider it located at hexside B2004/2104.

New Section:  [7.62]  Arkansas River:  Add a second head of navigation on the north hexside of hex B0601 (Fort Smith).  The Arkansas River is navigable between Little Rock and Fort Smith from the second through seventh cycle of each year.

New Section:  [7.63] Ouachita River:  Disregard the head of navigation at hexside B1721/1821.  Instead place heads of navigation on the following hexsides:  B1819/1820, B1615/1716, B1813/1814, B1712/1812 and B1207/1307.  The Ouachita River is navigable year round up to Monroe, Louisiana.  It is navigable between Monroe and Arkadelphia, AK from the second through fifth cycle of each year.

New Section: [7.64] Red River:  The Red River has two heads of navigation, one near Alexandria, Louisiana, at hexside B1321/1420 and the other at Shreveport, Louisiana.  Ships may cross the downstream head only during game turns of the third through fifth cycle of each year, when high water permits them to cross the Alexandria Falls, after which they can operate in the river between the two heads.

Change:  Section [11.11] A friendly naval unit entering a hex or hexside containing an enemy ironclad, river or naval flotilla must stop. A friendly naval unit entering a hex or hexside containing only enemy transports is only required to stop if it will engage the transports in combat during the combat phase. A friendly naval unit may freely enter and leave a hex or hexside containing only enemy transports if no combat occurs. In the subsequent combat phase, all the friendly naval units must attack all the enemy naval units in one combat using the Naval Combat Results Table, with the total attacker’s combat strength expressed as a ratio to total defender’s strength, with any fraction dropped in favor of the defender.

[13.39] Siege and Confederate Cities/Towns

Addition: Important: Besieged Confederate cities/towns do not function for Confederate production. If a city/town is besieged then it can do nothing toward production, not even draw supply, even if a department is located there.

Confederate cities/towns may become besieged via siege (see 13.3). Additionally, Confederate cities/towns may be considered besieged for production purposes if the Union player meets all the following requirements:
1) Occupies with ground combat units every rail line leading from the city/town to all other Confederate supply cities or towns. 

2) Has naval units in place, as necessary, to prevent supply from reaching the city/town from any other Confederate supply city or town via transport.

3) Has ground combat units adjacent to the city/town. 

The effects of Confederate cities/towns being besieged include: 

· Major cities are prohibited from generating supply via the major city supply rules (see 21.31 and 21.35),
· Other cities/towns are prohibited from contributing supply via rules 21.32 and 21.33,

· Reinforcements are prohibited from being placed in besieged city/town hexes even if a department is present, and,
· Units in besieged city/town hexes must live off of on-board supply.  Supply may not be broadcast to the hex during the strategic turn even if there is a depot or department present.

Section [17.0] Chain of Supply

Addition: The Confederate player may trace supply via rail off the western edge of the map as if a department existed off map.
Section [17.14] Disregard this rule.  It is excessively restrictive.

Section [21.5] Militia & Garrison Conversion:

Clarification:  Militia converts on a one for one basis as individual units while garrison units convert as points (See Rule 3.25).

Section [21.10] Campaign Game Additional Rules:

Change: The Confederate player may, during any strategic turn, build a fort in the city of Richmond, free of supply point cost.  During any later strategic turn, the Confederate player may convert the fort into a fortress, also free of supply point cost.

Change: The Union player may, during any strategic turn, build a fort in the city of Washington, free of supply point cost.  During any later strategic turn, the Union player may convert the fort into a fortress, also free of supply point cost.

Disregard #4, 25 additional supply points for the Union player for Cycles 7/61 through 1/62.  These supply points have been added on the Union Cycle Turn Record Tract and to add them again would double what was intended.

[21.31] Confederate Major Cities

Change: The cities of Atlanta, Memphis, Nashville, New Orleans, and Richmond are the framework of the Southern economy. On their own, held by the Confederate player, they produce varying amounts of supply points each cycle as shown on Schedule [21.35] (Exception: See 13.39).  Additionally, they are the touch​stone by which the Confederate player judges whether his seaports and other towns con​tribute Supply.

[21.62] Confederate Deployment

Change: Confederate ground combat units, supply trains and rail repair units may only be placed on a hex containing a Confederate department. The de​partment must be unbesieged, and the Confederate player must be able to trace a path of rail and/or road hexes leading from it to one of the five major Confederate cities or off the western map edge on or south of hex B0109. That path must be free of Union units. The rail portion may be cut or uncut and, for purposes of this trace, the road portion is considered to cross rivers at ferry points.
Section [22.4] Fort Construction

Disregard the stipulation that a fort may not be built in a hex adjacent to an enemy ground combat unit.  Forts may be built in hexes adjacent to enemy ground combat units.

Additon: [22.51] Exception: When using rule [27.0], leaders replaced by paroled leaders are moved to the nearest unbesieged department.

Section [24.1]  Characteristics of Southern Ports:

New: Jacksonville: A Union occupied fort in hex C0853 automatically blockades this port.

New: Galveston may not be automatically blockaded by a nearby fort. The Union player must seize the port or take his chances on ship blockade.

New: Sabine City may not be automatically blockaded by a nearby fort. The Union player must seize the port or take his chances on ship blockade.

Revision: Wilmington: A Union occupied fort at either hex C2433, C2434 or C2534 automatically blockades this port.

Section [26.8]  Addition:  No leader may have his initiative limit value reduced below one.

Section [27.0]  Further Optional Rules for Historical Leaders.

Clarification:  

A two star leader, not in command of any HQ may command up to two units, of which only one may be an infantry or cavalry division.  (May not command other leaders)

A three star leader, not in command of any HQ may command up to two units of any size.  (May not command other leaders)

A three star leader in command of a Corps HQ may command up to four units, three with the HQ, plus one additional.  Exception: CSA Leaders Longstreet and Jackson may command up to five units.  (May command a two or three star leader not in command of an HQ) 

A three star leader in command of an Army HQ may command one additional unit.  (May command another leader who may or may not be in command of a Corps HQ)

A four star leader not in command of an HQ may command any number of units up to their command span.  (May not command other leaders)

A four star leader in command of a Corps HQ functions the same as a three star leader.

A four star leader in command of an Army HQ may command any units attached directly to the HQ plus any number of additional units up to their command span.  (May command other leaders who may or may not be in command of a Corps HQ)

A five star leader functions the same as in the original rules.

Additional War Between the States Scenarios

1862 Campaign Game:

The game begins with the first Game Turn of the 3/62 Cycle.  Do not perform the 3/62 Strategic Turn.

Use the 1862 east and west scenario setups.  Add the Confederate 1st Infantry Corps HQ on hex C2409.

The Political Point level is at (+2).  The Confederacy has made two (2) failing political appeals and the Union has made one (1) failing appeal.

Kentucky and Missouri are Union states.

For the 4/62 Strategic Turn, the Union is on the 4th box of the second volunteer call.  Their General Supply level is 175.

For the 4/62 Strategic Turn, the Confederacy is on the 3rd box of the second volunteer call.  Their General Supply level is 90.

The Union has the following units in production on the production spiral which becomes available on the following strategic turns: 

4/62: 10 Militia Strength Points and 1 Siege Train

5/62: 10 Garrison Strength Points

6/62: 28 Infantry Strength Points

7/62: 10 Cavalry Strength Points

The Confederacy has the following units in production on the production spiral which becomes available on the following strategic turns: 

4/62: 12 Militia Strength Points and 4 Garrison Strength Points

5/62: 6 Infantry Strength Points and 5 Garrison Strength Points

6/62: 16 Infantry Strength Points and 13 Cavalry Strength Points

Headquarters Creation and Leader Entries:

Union:

Disregard the HQ creation procedure for the 4/62 Strategic Turn.  Instead, on the 4/62 Strategic Turn place four Infantry Corps HQ’s in the same hex with the Army of the Potomac HQ and one Infantry Corps HQ with Buell who must be placed in command of it.  On the 5/62 Strategic Turn place one Army HQ with Halleck who must be placed in command of it.  This is in addition to the Corps HQ creation attempt for the 5/62 Strategic Turn.

CSA:

Disregard the HQ creation procedure for the 4/62 and 5/62 Strategic Turns.  Instead, on the 4/62 Strategic Turn place one Infantry Corps HQ with Jackson and one Army HQ with A.S. Johnston.  On the 5/62 Strategic Turn place three Infantry Corps HQ’s in the western theater each with an existing leader.  If not already picked, the CSA player may automatically pick the leader R. E. Lee with one of his 6/62 leader picks.

The Union leader Lyon has been killed and is out of play.

OPTIONAL:  If players wish to play the historical situation, or find additional balancing is necessary, apply the following rule:

Halleck must remain in command of the Army HQ he is placed in command of through the 10/62 cycle.  Grant must remain subordinate to Halleck during this time, only receiving movement and attack initiative through him.  Grant may not be given a movement command individually nor roll for his own movement or attack initiative during this time.

OPTIONAL:  For those wishing to use the Historical Leader variant rule 27.0, make the following leader changes to the 1862 setup.  All other parts of rule 27.0 are in effect including all leader promotions.

Union:

Replace the five star Grant counter with the four star Grant counter.

Replace the three star McClernand counter with the two star McClernand counter.

Replace the three star Crittenden counter with the two star Crittenden counter.

Replace the three star Thomas counter with the two star Thomas counter.

Add the 2 star Cavalry leader Stoneman to the setup in hex C2608.

Add the 2 star leader Hooker to the setup in hex C2609.

Add the 2 star leader Sedgewick to the setup in hex C2609.

Add the 2 star leader Sherman to the setup in hex A3419.

CSA:

Replace the three star Buckner counter with the two star Buckner counter.

Replace the three star Hardee counter with the two star Hardee counter.

Replace the four star Bragg counter with the three star Bragg counter.

Replace the three star A. Hill counter with the two star A. Hill counter.

Replace the three star D. Hill counter with the two star D. Hill counter.

Replace the three star Stuart counter with the two star Stuart counter.

Replace the three star Magruder counter with the two star Magruder counter.

Replace the three star Huger counter with the two star Huger counter.

Add the three star leader Smith to the setup in hex A5721.

Add the two star leader Floyd to the setup in hex A3723.

Add the two star leader Ewell to the setup in hex C2409.

Add the two star leader Cheatham to the setup in hex A3221.

Add the two star leader Pemberton to the setup in hex C1640.

Allow the Hardee and Buckner leaders to each command two of the infantry units they begin stacked with, dividing the forces up as evenly as possible until Hardee is promoted on the 4/62 Strategic Turn.  Also allow Bragg to command the units he begins stacked with until he is promoted on the 4/62 strategic turn.

1863 Campaign Game:

The game begins with the first Game Turn of the 6/63 Cycle.  Do not perform the 6/63 Strategic Turn.

Use the 1863 east and west scenario setups. Add one Union siege train in hex C2608.

The Political Point level is at (+3).  The Confederacy has made four (4) failing political appeals and the Union has made two (2) failing political appeals.

Political Point Summary:

Union:

Capture CSA Fort:

1

Captured CSA Major Cities:
6

CSA Calls & Drafts:

6

CSA Political Appeals:

7

Total



20

CSA:

Union Calls & Drafts:

6

Union Political Appeals:

1

Emancipation Proclamation:
5

Replacement of Leaders, East:
4
(McClellan, Burnside)

Replacement of Leaders, West:
1
(Buell)

Total



17

Kentucky and Missouri are Union States.  The Emancipation Proclamation has been issued.

For the 7/63 Strategic Turn, the Union is on the 2nd box of the first draft.  Their General Supply level is 325.

For the 7/63 Strategic Turn, the Confederacy is on the 4th box of the first draft.  Their General Supply level is 85.

The Union has the following units in production on the production spiral which becomes available on the following strategic turns:

7/63: 28 Militia Strength Points

8/63: 5 Cavalry Strength Points and 5 Garrison Strength Points

9/63: 10 Infantry Strength Points

10/63: 5 Cavalry Strength Points

The Confederacy has the following units in production on the production spiral which becomes available on the following strategic turns:

7/63: 5 Infantry Strength Points, 3 Cavalry Strength Points and 4 Garrison Strength Points

8/63: 10 Infantry Strength Points and 4 Cavalry Strength Points

9/63: 6 Infantry Strength Points and 4 Garrison Strength Points

10/63: 4 Infantry Strength Points and 2 Cavalry Strength Points

Headquarters are created and leaders picked as per the Cycle Turn Record Tracks.

The following Union leaders are no longer in play:

McClellan, Sumner, Porter (infantry leader), Lyon.

The following CSA leaders are no longer in play:

A.S. Johnston, Jackson, Van Dorn, Floyd.

OPTIONAL:  If players wish to play the historical situation, apply the following rules:

Union forces that start the scenario within five hexes of Port Hudson and Vicksburg, respectively, may not move more than five hexes away from those points until they are captured by the Union.  Confederate forces that begin the scenario in the state of Mississippi may not leave it until after Vicksburg falls to the Union.

Union forces in the states of Arkansas, Louisiana and Mississippi at the time of the fall of Vicksburg may not leave those states until the first Game Turn of the 10/63 Cycle.

The Union player may not freely allocate com​mand to Rosecrans until the first Game Turn of the 9/64 Cycle.  Prior to this time Rosecrans may only move upon successfully rolling for his initiative.

On the 7/63 Strategic Turn, replace Hooker as the commander of the Army of the Potomac with Meade and place Sykes in command of the Union 5th Corps HQ.  Hooker is placed back in the leader pool and the CSA player receives two political points.

Union units and leaders that begin the scenario on map C on or north of the xx12 hex row may not move south of there until the 8/63 Cycle.  The Union movement restriction is only in effect so long as R. E. Lee remains on or north the xx12 hex row.

OPTIONAL:  For those wishing to use the Historical Leader variant rule 27.0, make the following leader changes to the 1863 setup.  All other parts of rule 27.0 are in effect including all leader promotions.

Union:

Replace the three star Banks counter with the four star Banks counter.

Replace the three star Hooker counter with the four star Hooker counter.

Replace the five star Grant counter with the four star Grant counter.

Replace the four star Sherman counter with the three star Sherman counter.

Replace the four star Meade counter with the three star Meade counter.

Add the two star leader Sheridan to the setup in hex A4325.

Add the two star leader Steele to the setup in hex B2416.

Add the three star leader Sykes to the setup in hex C2411.

Add the two star leader Wright to the setup in hex C2512.

Confederate:

Replace the three star Magruder counter with the two star Magruder counter.

Add the two star leader Cheatham to the setup in hex A4526.

Add the two star leader Hindman to the setup in hex A4526.

Add the two star leader Cleburne to the setup in hex A4526

Add the two star leader Walker to the setup in hex B2617.

Add the two star leader Early to the setup in hex C2211.

Add the two star leader Hood to the setup in hex C2312.

1864 Campaign Game:

The game begins with the first Game Turn of the 4/64 Cycle.  Do not perform the 4/64 Strategic Turn.

Use the 1864 east and west scenario setups. Add one Union siege train in hex A4325 and two siege trains in hex C2608.

The Political Point level is at (+12).  The Confederacy has made four (4) failing political appeals and the Union has made two (2) failing political appeals.

Political Point Summary:

Union:

Capture CSA Fort:

1

Captured CSA Major Cities:
6

CSA Calls & Drafts:

10

CSA Political Appeals:

7

Replacement of Leader, West
1
(Bragg)

Control of Mississippi River
12

Total



37

CSA:

Union Calls & Drafts:

10

Union Political Appeals:

1

Emancipation Proclamation:
5

Replacement of Leaders, East:
6
(McClellan, Burnside, Hooker)

Replacement of Leaders, West:
3
(Buell, Rosecrans)

Total



25

Kentucky and Missouri are Union states.  The Emancipation Proclamation has been issued.

For the 5/64 Strategic Turn, the Union is on the 4th box of the 2nd draft.  Their General Supply level is 500.

For the 5/64 Strategic Turn, the Confederacy is on the 5th box of the 2nd draft.  Their General Supply level is 25.

The Union has the following units in production on the production spiral which becomes available on the following strategic turns: 

5/64: 10 Infantry Strength Points

6/64: 20 Infantry Strength Points and 5 Cavalry Strength Points

7/64: 10 Infantry Strength Points

The Confederacy has the following units in production on the production spiral which becomes available on the following strategic turns: 

5/64: 8 Militia Strength Points

6/64: 4 Infantry Strength Points, 6 Garrison Strength Points and one Ironclad.  The Ironclad is to be placed in hex B4117.

7/64: 4 Infantry Strength Points and 8 Cavalry Strength Points

Each side may create HQ’s up to their counter limits.

Red River Campaign:

Union forces located in Mississippi, Louisiana and Arkansas may not leave that three state area until either Shreveport is captured or the third game turn of the 5/64 cycle, whichever comes first.

Do not use leader pools for this scenario.  Instead the remaining leaders enter as follows:

Union:

Wright is available on the 6/64 Strategic Turn.

Wilson is available on the 11/64 Strategic Turn.

CSA:

Early, Hampton, S.D. Lee and Buckner are available on the 6/64 Strategic Turn.  Place Buckner in the same hex as CSA leader Smith.

Cheatham and Cleburne are available on the 8/64 Strategic Turn.

Gordon is available on the 12/64 Strategic Turn.

The following Union leaders are no longer in play:

McClellan, Heintzelman, Buell, Curtis, McClernand, Sumner, Sykes, Crittenden, Porter (infantry leader), Rosecrans, Reynolds, Sickles, Lyon, McDowell.

The following CSA leaders are no longer in play:

A.S. Johnston, Huger, Van Dorn, Jackson, Gardner, Holmes, Floyd.

OPTIONAL:  If players wish to play the historical situation, apply the following rules:

Replace the CSA leader J. Johnston as the commander of the Army of Tennessee with the leader Hood either A) on the first strategic turn following the game turn the Union player first crosses to the southeast side of the Chattahoochee River, within two hexes of the city of Atlanta, or, B) prior to the beginning of the second Game Turn of the 8/64 Cycle, whichever comes later.  Temporarily remove Johnston from play.

Replace the CSA leader Hood with the leader J. Johnston on the 2/65 Strategic Turn.  Hood is permanently removed from play. 

OPTIONAL:  For those wishing to use the Historical Leader variant rule 27.0, make the following leader changes to the 1864 setup.  All other parts of rule 27.0 are in effect including all leader promotions.

Union:

Replace the three star Banks counter with the four star Banks counter.

Add the two star leader Wright to the setup in hex C2210.

Confederate:

Replace the three star Magruder counter with the two star Magruder counter.

Add the two star leader Cheatham to the setup in hex B3717.

Add the two star leader Hindman to the setup in hex B5205.

Add the two star leader Cleburne to the setup in hex B5205.

Add the two star leader Early to the setup in hex C2212.

The three star leader Buckner still enters play on the 6/64 Strategic Turn in the same hex as CSA leader Smith.

ADDITIONAL WAR BETWEEN THE STATES VARIANT RULES

Variant Limited Intelligence Rules: 

Players may never examine an enemy players production spiral or headquarters or supply displays. Players may not examine stacks of enemy players units, and the enemy player is not required to reveal the contents of any stack of units except under the following conditions. Note that players may always observe the top unit in a stack. 

Anytime there is combat between opposing forces, both players must reveal the entire contents of any stacks of units involved in the combat. 

Anytime a friendly and enemy force ends a phase in adjacent hexes and the hexside between the two hexes is not prohibited terrain, either player may request the other to reveal their force. Also, upon a successful cavalry probe a player may request the enemy player to reveal his force. Upon receiving a request to reveal his force, the player will place the total strength of his force into one of the following strength point categories: 

0-5 strength points: 5,000
6-15 strength points: 10,000
16-35 strength points: 25,000
36-55 strength points: 45,000
56-85 strength points: 70,000
86-115 strength points: 100,000
116-150 strength points: 135,000
151-250 strength points: 190,000 

Cavalry Probes: 

Any cavalry force that has received movement initiative may probe up to two hexes per turn in the movement phase. The hex(es) being probed must be a maximum of three hexes and MP's of the cavalry unit attempting the probe. Probing consumes one MP of the cavalry units movement allowance per hex probed. A hex may be probed only once per turn. A force inside a fortress may not be probed. Cavalry probes may be only attempted across hexsides that are traversable by cavalry units. 

On a die roll of one through four the probe is successful. On a die roll of five or six the probe is unsuccessful. 

Die Roll Modifiers: 

+1 if probed force is entrenched or in a fort 

+1 if probed force is in rough, forest or city/town hex 

+1 if probed force is being probed across a river hexside 

+2 if the probed force contains any cavalry * 

+3 if the probed force has cavalry in greater strength than the probing cavalry * This takes precedence over the modifier above. 

+ the probe rating of any one cavalry leader in the probed force if a cavalry unit is present 

-1 if the probed force is entirely militia and/or garrison units 

-1 if the probed force is commanded by a leader with an itiative rating of two or less or there is no leader present 

-1 if the probing cavalry is at least three times as strong in strength points as any cavalry in the probed force 

- the probe rating of any one cavalry leader in the probing force 

CSA Cavalry Leaders Probe Ratings: 

Stuart 3
Wheeler 2
Forrest 2
Hampton 2
Van Dorn 2 

Union Leaders Probe Ratings: 

Sheridan 2
Wilson 2
Stoneman 1
Pleasonton 0

Kentucky - Missouri Neutrality Variant

Whenever Kentucky or Missouri joins either the Union or the Confederacy, each side will receive a certain number of personnel points which is dependant on the manner by which each state enters the conflict.  Each side receives an initial number of personnel points on the first strategic turn following the moment a state becomes allied with one side or the other, followed by a reduced number of personnel points on each of the next four strategic turns.  Players will no longer receive either 50 personnel points for Kentucky invasion or a 2-2 or 1-2 militia for Kentucky or Missouri as a result of Political Events appeal.  When Kentucky or Missouri becomes friendly to the Union or the Confederacy, use the following personnel point schedules.

If Kentucky becomes a Confederate state due to invasion by the Union:

Confederate:
24
16
11
5
2

Union:

12
9
5
3
1

If Kentucky becomes a Union State due to invasion by the Confederacy:

Confederate:
10
7
4
3
1

Union:

35
22
12
8
4

If Kentucky becomes a Confederate state due to the Political Events Matrix:

Confederate:
18
13
9
5
2

Union:

12
9
5
3
1

If Kentucky becomes a Union State due to the Political Events Matrix:

Confederate:
10
7
4
3
1

Union:

26
17
11
8
4

If Missouri become as Confederate State:

Confederate:
14
10
6
4
2

Union:

7
5
3
2
1

If Missouri becomes a Union State:

Confederate:
8
5
3
2
1

Union:

22
16
10
5
2

