
confederate units
supply wagons & depots supply wagons & depots

terrain effects chart
union units

clear hex
terrain type

road hex
highway hex
railroad hex
hilltop hex
slope hexside (up)
slope hexside (down)
river hexside
stream hexside
bridge hexside

1
infantry

1
½

see rail rules see rail rules
2
+1
0
+4
+2
-

cavalry cavalry

clear road highway railroad hilltop slope river stream bridge ridge

ridge hexside

1
1
½

2
+1
0
+4
+2
-

3
1
½

2
+2
+1

cannot cross
+3
-

no cost if intact, same as river hexside if destroyed no cost if intact, same as river hexside if destroyed

2
1
½

2
+1
0
+4
+2
-

2
1
½

2
+1
0
+4
+2
-

3
1
½

2
+2
+1

cannot cross
+3
-

infantry

command table
command rating

10

movement
Points

9

8

6

4

2

0

2-3

1

4

5-9

10

11

-

-

2

2

3-4

5-8

9

10

11

-

-

3

2-3

4-6

7-8

9

10

11

-

4

2

3

4-5

6-7

8-9

10-11

-

supply
wagons

-

-

2-6

7

8

9-11

-

limbered
depots

-

-

-

2-6

7-8

9-11

modifiers

+1 if out of line of communication
+1 if demoralized

event
lincoln track events

effect

Potomac River Bridges destroyed

Confederate capture of Harper's Ferry (1st time)

Confederate capture of a Supply Depot (1st time)

Confederate minor victory

Confederate Major victory

Confederate north of hexrow 45XX (1st time)

No Confederate north of hexrow 25xx (1st time)

Union captures Staunton

Union minor victory

Union major victory

Shift +1

Shift +2

Shift +1

Shift +1

Shift +2

Shift +1

shift -1

shift -2

shift -1

shift -2

Union captures Mechum River Station

Union captures Bridgewater shift -1

shift -1

union
lincoln track effects

confederate

box 0

level

box 1

box 2

box 3

box 4

Only two units may be rolled for on Command
Table. 2 victory points per turn.

Only two units may be rolled for. 1 victory point per turn.

3 units may be rolled for. If scenario 1, after turn 5 roll a die, on a roll of
1, roll again. On a roll of 1, add 18 infantry to Banks. On a roll of 2-6, add
18 infantry to Fremont.

All units may be rolled for. Replacement rate of 2.+ I on command rolls. Replacement rate of 1. 1 victory point per turn.

All units may be rolled for, Replacement rate of 4.+2 on command die
roll.

On a die roll of one, 10% of Confederate force on board is
withdrawn.

No effect

No effect

Replacement rate of 2. 2 victory points per turn.


