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LIMITED WARRANTY 

Strategic Simulations, In c. ("SSI " ) warrants that the diskette on which the enclosed program is re­
corded will be free from defects in materials and workmanship for a period of 30 days from the date 
of purchase. If within 30 days of purchase the diskette proves defective in any way, you may return 
it to Strategic Simulations, Inc., 1046 N. Rengstorff Ave., Mountain View, CA 94043 and SSI will 
replace it free of charge. In addition, if the diskette proves defective at any time after the first 30 
days, return the diskette to SSI and SSI will replace it for a charge of $10.00. Please allow about 
four weeks for delivery. 

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE 
PROGRAM RECORDED ON THE DISKETIE OR THE GAME DESCRIBED IN THIS RULE BOOK, 
THEIR QUALITY, PERFORMANCE, MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PUR­
POSE. THE PROGRAM AND GAME ARE SOLD "AS IS." THE ENTIRE RISK AS TO THEIR QUALITY 
AND PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR DIRECT, IN­
DIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE 
PROGRAM OR GAME EVEN IF SSI HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 
(SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR 
LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR 
EXCLUSION MAY NOT APPLY TO YOU.) 

The enclosed software program and this Rule Book are copyrighted. All rights are reserved. This 
Rule Book may not be copied, photographed, reproduced , or translated or reduced to any electrical 
medium or machine-readable form, in whole or in part, without prior written consent from SSI. The 
program accompanying this Rule Book may be copied, by the original purchaser only, as necessary 
for use on the computer for which it was purchased. 

© 1987 by Strategic Simulations, Inc. 
All Rights Reserved. 

If you are unable to make a backup copy of your disk (most of our games have some form of copy­
protection) , you may purchase a backup disk from SSI for $10 plus $2 for shipping and handling . 
California residents , add applicable sales tax. 

What to do if you have a defective disk 
Each of our games undergoes extensive play testing prior to its release. Through this process we 
hope to uncover, and correct, any errors in programming . However, due to the complex nature of our 
simulations, some program errors may go undetected until after publication. In addition to errors in 
the program, there are occasionally problems with the disk itself. We experience the industry standard 
of approximately a 3 to 5% failure rate of duplicated disks. Before assuming that a disk is defective, 
make sure to check your disk drive. Up to 95% of the disks returned to us as defective will run fine 
on our computer systems. Often the problem is with a disk drive that needs servicing for alignment, 
speed, or cleaning. 

Should you have a defective disk, please return the disk only (keep all other parts of the game) to 
our Customer Support Department, along with a note describing the problem you have encountered. 
A replacement disk will be provided upon our receipt of the defective disk. 

Should you uncover an error in the program, return both your game disk and any "save game" disks 
to our Customer Support Department. Please enclose a description of what was taking place in the 
game when the error occurred. Upon correction of the program error, we will return an updated disk 
to you. 

Always make sure to include your name, address, and daytime telephone number with any corre­
spondence. We will do our best to see that any problems are corrected as soon as possible. 

APPLE" version : Produced using copyrighted software products of Einstein Corporation . 
ATARI" version : Produced using copyrighted software produ cts of Monarch Data Systems. 
C-64 ~ version : This program was compiled using Insta-Speed, a product of M ICROSCI CORPORATION, Santa Ana, CA. 
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1.0 START·UP 

These rules allow the player to quickly get into 
a simple and straightforward game with a 
minimum of rules reading. Those of you who 
wish more complexity and realism are invited 
to play the INTERMEDIATE and ADVANCED 
games. 

1.1 Starting the Game (C.64) 
To begin the game, insert the game disk and 
type LOAD "',8 and press RETURN. When 
READY appears, type RUN and press RETURN. 

1.2 Starting the Game (Atari) 
Remove all cartridges from your computer. 
Boor-up the front side of the disk (800 XL and 
130 XE owners will have to hold down the 
OPTION key when they turn on their com­
puter to boot). After selecting the starting 
va lues for your game, you will be instructed to 
insert the Game Side of your disk. 

1.3 Starting the Game (Apple) 
To begin the game, boot your game disk with 
the front side up and the game will start 
automatica lly. If you are using the Apple Hc or 
He, keep the CAPS LOCK key down through­
out the game. The first menu you see prompts 
you to indicate if you are using a "speed-up" 
board. If so, press the appropriate key. Press 
"4" if you are not using a "speed-up" board. 
O lder versions of the "Speed Demon" that do 
not contain the DIP switches may not work 
properly with this game. 

1.4 Starting the Game (IBM) 
To begin the game, remove the BASIC cartridge 
(if using the IBM JR) and insert your 2.0 to 3.2 
DOS disk in the drive. Saving a game in progress 
requires a formatted disk. It would be advisable 
.to format one before you boot up the game. 

Turn on the computer system. 
Press ENTER until you see the ready "A>". 
Insert your game diskette. Type START, press 
ENTER, and the game will boot The IBM 
version has additional menus that a llow you 
to choose the I O· key option (movement 
compass using "8" for moving North instead 
of standard" 1 "), adjust the screen to the right 
or left, and change the colors. On these menus, 
simply press the key that corresponds to the 
desired option. To use the tutoria~ choose the 
standard compass option (# 1: non-ten key 
option). For your convenience, this disk 
contains no copy protection. This allows you 
to make a back- up copy of the game disk and 
facilitates transferring the game disk to a hard 
drive system. 

1.5 Main Menu 

When the game is booted and past the tirle 
page and demo selection, you will see a menu 
with a list of opt ions. At a later time you may 
wish to use these menu options. (See 2.1 of the 
INTERMEDIATE and ADVANCED Game rules.) 
IBM users are given additional menus con­
cerning screen margins, number pad (choose 
option # 1 for tutorial), and color. For Quick 
Start purposes, leave the default selections and 
press the RETURN keys. 

A series of displays showing casualties for 
men and guns will be presented on the screen 
one by one. Press RETURN to continue. You 
will then be asked to set the delay loop for 
displayed messages for this turn. Set this at 6 if 
you have a speed board and 4 if you do not. 

1.6 Getting Started: A Tutorial 
After setting the time for the delay loop, the 
program will go through the beginning phases 
of the first game turn until it reaches the 
Confederate Operation Phase # 1. 

The map on the screen has a white square 
exactly in the middle. At the bottom of the 
screen, you see lines of text which indicate the 
phase, time, and day among other things. You 
are now in what is ca lled the Cursor Menu 
(you may wish to read section 2. 1). 

Move the white square on the map, which 
we will now call the cursor, by pressing the 
keys" 1 "-"8". You will notice in the lower 
right-hand corner of the screen, the numbers 
1-8 arranged in a box. This serves as a compass 
for cursor movement. Pressing" 1" moves the 
cursor one square directly up (north). Pressing 
"2" moves it one northeast and so on. 

Lookingatthe texton the bonom, you will 
notice" X, Y : 20, 25" on the last line. This 
indicates the column and row on the map 
where the cursor is currently situated. Move 
the cursor and these numbers will change. 

Move the cursor to location 31, 57 and 
press the" V" key. Every square that can be 
seen from this location is highlighted. Press 
any key to return. 

Press the "T" key. You will notice that the 
figures or units on the map will disappear, 
revealing the nature of the terrain beneath 
them. Press any key to continue. 

Move the cursor to 31, 53 and press the 
"0" key. You will notice that the map centers 
itself on the cursor location. 

Press the" 0" key and the map will" zoom­
out" to the strategic map. You will notice that 
all keyboard functions are active. You can play 
the game on either map. Scroll around the 
map with the cursor and then press "0" to 
"zoom-in" to the tactical map. 
Move the cursor to 25, 63 and press the 

SPACE BAR. The Confederate unit there will 
be accessed. You are now in the Command 
Menu (section 2.2) with the unit information 
for MANIGALT on the screen (you may wish to 
read section 2.3). 

Press "7" twice (with a pause in between 
the two 7's) and you will see the unit move 
two squares to the left. When you move into 
the second square, two Union infantry units 
that were hidden will pop up in front of the 
Confederate. Moving next to hidden units will 
cause them to appear (You may wish to read 
section 8.3 of the Intermediate! Advanced 
rules to learn more about hidden units and 
line of sight.). Press "P' and the target menu 
will appear. This menu allows you to target an 
enemy unit Press "V" and you will see all the 
squares you may fire at highlighted. Press any 
key to return to the target menu. Move the 
cu rsor by pressing "7". You are now over a 
Union unit. Press "T" to target it You will 
now return to the Command Menu for the 
unit MANIGALT. Notice that the FIRE display 
shows 22, 63, the square of the target unit 
Press the "N" key and you will access that the 
next unit in order of battle sequence (the 
order that units are listed in the back of this 
rule booklet). Press "Q" to exit that unit and 
to return to the Cursor Menu. 

Press "G" and you will be prompted to 
enter a unit number. Press "0" and then 
RETURN. The cursor will move to unit 
number 0, Jackson, and access it into the 
Command Menu. Press "Q" to quit the unit 
and return to the Cursor Menu. 

Move the cursor to 41, 31 and press the 
SPACE BAR. Move DIBRELL north along the 
road by pressing" I ,1, I ,1, and I". Press the" N" 
key and move DAVIDSON likewise up the 
road. Instead of pressing "N" at the end of the 
DAVIDSON'S move, press "Q" to return to the 
Cu rsor Menu. 

Press "Z" and the cursor returns to the last 
square from which you accessed a unit with 
the SPACE BAR. Move the cursorr043, 32 and 
press the SPACE BAR to access C. CORPS ART. 
Move the unit up the road by pressing "7 ,7,1,1, 
and 1". At the end of the move press, "Z". You 
will see the unit move itself back to its original 
square. (If in the process of moving you 
uncover hidden units, you will lose 4 operation 
points when you press the "Z" key.) This is 
handy when you make a mistake and wish to 
move a unit somewhere else. Press "Q" to 
return to the cursor menu. 

Move the cursor to 46, 39 and press the 
SPACE BAR to get the unit, WALTHALL, that 
has 1837 men. Press "R". The unit will divide 
itself into an A and B WALTHALL Press "R" 
again to reunite the A & B units into one unit 
Press "Q" to return to the Cursor Menu. 



Yo u are now ready to enter the Combat 
Pha e. During the combat phase you should 
see the artille ry fire first and then the infantry. 
Please no te that even those units you didn't 
targe t fo r will fire on their own if they can. 

Yo u may fight hand to hand (melee): 
• if you are next to the enemy 
• have targe ted that enemy fo r fire 
• have pressed " M" in the Command Menu 

fo r that unit 
• and have eno ugh operation po ints to do so 

(see section 2.4 and 2.8 and also look at the 
O pera tio n Costs table). 

Press "C" and then " Y" and you will ente r 
the Combat Phase. 

Afte r the Co mbat Pha e, you are give n the 
o pportunity to save the ga me. Press " N" and 
the ga me will ente r the 1st O perati ons Phase 
fo r the U nio n Playe r. When the 2nd Combat 
Phase is completed, the game will display up­
to- date losses and a new turn begins with the 
Co mmand Contro l Phase (see Secti on 3.0 of 
the Inte rmediate! Advanced G ame Rules for 
deta iled information on Sequence of Play) . 

2.0 OPERATION PHASE 
During this phase you are allowed to move 
and plot melee combat fo r all your troops. 
Mo t actions require yo u to spend operation 
points (see Ope ration Costs Tab le). 

2.1 Cursor Menu 
When you first en te r the Ope ration Phase, yo u 
will see the fo llowing men u be lo w the map. 
The day, phase nu mber, and time of day are 
also di played. 

(0) = Centers the map at the cursor. 
("5" for IBM key pad.) 

(1 -8) = Moves the cursor in the desired 
direc tion accord ing to the com­
pass on the lowe r right hand 
side of the display. (" 1-9" fo r 
IBM key pad.) 

(C) = Takes you to the Co mbat Phase. 
Press th is key when you are 
finished moving all your units. 

(G) = Upon pressing this key, you will 
be pro mpted to input a number 
correspond ing to one of your 
un its (see O rder o f Battle) . The 
cursor will go to that unit and 
access it, pu tting it in to the 
Command Menu (see below) . 

(0 ) = Toggles between the tactica l and 
strategic maps. 

(SPACE = Picks up the unit under the 
BAR) ursor to allow yo u to give it 

commands. If twO o r more units 

are in the square, you will pick 
up the first unit. Yo u are now 
in the Co mmand Menu (see 
be low) fo r tha t unit. 

(n = Removes uni t shapes fro m the 
map so yo u can see the te rrain 
undernea th. 

(V) = Highlights all the squares that a 
unit co uld see fro m that square. 

(Z) = Takes yo u back to the last square 
where you accessed a unit. 

2.2 Command Menu 
As soo n as you pick up a uni t, yo u switch from 
the cursor to th e Co mmand Menu. The 
co mmands you may se lec t are listed be low: 

(0) = Centers map o n the unit. ("5" fo r 
IBM key pad.) 

(1 -8) = Moves the unit in desired direction 
as indica ted by the compass. 
(" 1-9" fo r IBM key pad.) 

(F) = Takes yo u to the Targe t Menu 
which a llow yo u to se t a prio rity 
fire square. 

(H) = Displays li st o f co mmands available 
in this menu. 

(M) = Plots the unit to MELEE combat 
the unit it fires at. 

(N) = G oes to the next unit on the map 
in promotion o rder (th is is t he 
o rd er of un its present in the O rde r 
of Battle). 

(0) = Toggles between th e tactical and 
strategic maps. 

(Q) = Puts d own the uni t and takes you 
back to the C ursor Menu. 

(R) = Will divid e the unit in to an " A" 
and a "B" unit or will reco mbine 
an A and B un it if located in the 
same sq uare. 

(n = Removes units o n the map to view 
the te rrain unde rneath. 

(U) = Picks up the next unit in the square. 
(V) = Allows you to view all sq uares that 

yo u can fire into. Yo u see in a 360 
degree a rc. 

(Z) = Aborts o r cance ls the ac tion of 
the unit you have currently picked 
up. The unit is re turn ed to its 
o rigina l sq uare. 

2.3 Unit Information 
When you pick up a unit, the unit stati sti cs are 
displayed be low the map as shown below: 

CO FED DEAS INF 1842 MEN 
RFL EFF:90/ 90 FT:O MO RALE:90 
NORMAL OP:7 MELEE:N 
C LEAR(1) X,Y:I6,3 4 FIRE:16,35 

8 I 2 
7 3 
654 

The above display shows that the Confede rate 
unit, DEAS is INFANTRY with 1842 men. Its 

men are armed with RIFLES, hasan EFFICIENCY 
of90 o ut o f th e90 it began with, a FATIGUE o f 
0, and MORALE of90. I ts status is no rmal (n o t 
ro uted), has 7 OPERATION PO INTS left, and 
does not wish to melee. The unit is on a 
CLEAR square with an e leva tion of (I) , is 
loca ted on sq uare 16,34. and has plo tted fire 
pn square 16,3 5. The direc ti o n compass is 
located on the right hand sid e. 

Units have diffe rent shapes on the map 
according to the type of unit (in fa ntry, cava lry, 
o r artill ery) and the stacking. See Figure 2.3 
be low. 

UNION 

"One" Infantry 

"Two" In fa ntry 

Artill e ry 

Arti ll ery plus 
"One" Infa ntry 

Arti llery plus 
"Two" Infa ntry 

Rou ted 

Ca vali)! 

Figure 2.3 Unit Icons 

2.4 Moving A Unit 

CONFEDERATE 

When you have picked up a uni t. you may 
move it in the desired direc tio n accord ing to 

the compass displayed: 

8 I 2 7 8 9 (numbe r pad fo r IBM) 

7 3 4 6 5 = Cente rs cursor 

6 5 4 2 3 o n map. 

2 



Moving costs you operation points and fatigue, 
accordin g to the Ope rat io n and Fat igue Costs 
C hart. Yo ur un its receive 8-10 ope ration 
po ints each OPERATION PHASE. If you don't 
use up all your operation points, left over 
operation points wi ll improve fatigue and 
efficiency on a I to I basis, 3 to I if next ro an 
enemy unit ( less recovery next ro the enemy). 
If you Jon't have enough operation points, 
yo u won't bl! allowed to move into a square 
unless t hat unit hasn't moved even one square 
for the whole phase. You can't stop in a square 
if that wou lJ cause it to have too many units 
(see Stacking 2.5). 

If you move an arti llery unit, it may not fire 
unti l the next phase. Movement costs Juring 
the N ight Turn are doubled. 

2.5 Stacking 
A square may have one o r two infantry and/ or 
cava lry units. In addition, it may have one 
art illery unit. You may Dversrack while moving 
a unit, but you may not stop moving and be 
overstacked. 

2.6 Zones of Control 
The 8 squares su rrounding a unit are defined 
as its Zone of Control (ZOe). This Zone of 
Control costs enemy units 2 extra operation 
points to enter or l!xit. Units retreat ing during 
co mbat lose more men if forced to retreat inro 
an enemy Zone of Control or rout out of an 
enemy ZO . Units may only move from 
enemy zoe to zoe if the square moved inro is 
occupied by a fr iendly unit. 

2.7 Fire Plots 
A un it will fi re at the closest enemy un it it can 
see unless you have set a priority fire sq uare. If 
yo u ta rget a square two o r more squares away, 
you r pri o rity fire will be reset to an adjacen t 
enemy uni t (w hich may have since moved 
next to the fi ri ng unit). To set prio ri ty fire, 
press " F" in the Command Menu. This will 
take you to the Target Men u and a llows yo u ro 
move the cursor over a square and press " 1" to 
'se t it as the prio rity ta rget In the Target Menu, 
yo u may also press " V" to view you r line offire 
or "E" to exit the menu (in which case the 
computer will fi nd a targe t fo r yo u just before 
co mbat) . Pressing "N" will exit and plo t "No 
Fire" in which case the uni t will only fire at an 
enemy unit next to it. 

2.8 Melee Plot 
If yo u wish to plot a unit ro engage in melee 
(hand-to- hand) combat, press .o M" in the 
Co mmand Menu. The unit will melee the 
enemy unit it fired at if it is adjacent to the 
enemy unit anJ has eno ugh ope ratio n points. 
If no t, it will no t melee. 
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3.0 COMBAT PHASES 
D uring this phase, a ll fire phases and me lees 
are resolved. Casualties are taken. 

3.1 Fire and Melee Phases 
There are a tota l of five fire phases, two 
retreat/advance phases, and one melee phase 
during a combat phase as outlined below: 

• Defensive Artillery Fire Phase 
• Offensive Artillery Fi re Phase 
• Defensive Fire Phase 
• Offensive Fire Phase 
• Retreat Phase! Advance Phase 
• Defensive Melee Fire Phase 
• Melee Phase 
• Retreat Phase! Advance Phase 

Units wi ll fire if they have a line of sight and are 
within range of the target unit. Ranges of 
weapons are found in the Weapon Range! 
Casualty Tahle. All fire phases are automatic­
ally reso lved by the computer. 

You will see the names of the firing units 
and their targets on the screen along with their 
casua lties. Units that will retreat or rout during 
the Retreat Phase will be so indicated by a 
message. 

3.2 Rout and Rally 
Units wi ll change to the rout shape and retreat 
when their mora le breaks (there is a good 
chance of breaking when mora le is less that 
15). After t hey have rested, they may ra lly and 
return to the normal shape. Every time a unit 
routs, any other uni ts stacked in the square 
with it lose 15 points from their effectiveness. 

4.0 FATIGUE/ EFFICIENCY 
A unit' s fa tigue rating is a measure of how t ired 
it is. It ga ins fat igue when it moves and loses 
effi ciency when it takes losses. See the Fatigue 
Gain!Efficiency Loss Table fo r deta ils. Fa tigue 
and efficiency have a se mi-proportional effect 
on fire strength (see Modi fie r Tables at back). 
Effec tiveness minus fatigue equals mo ra le. 
Since ga ining fa tigue lowers mo rale, you may 
raise morale by losing fatigue. Yo u lose fa tigue! 
recover effi ciency by having left ove r o peration 
po ints in the middle and at the end of a turn. 
One o pe ration po int wipes Out one fa tigue 
po int (three o pe ration po ints wipe o ut one 
fatigue po int if next to an enemy unit) . A unit 
will recover half o f its lost effec tiveness during 
the End of the Day Phase. Also during this 
phase, units lose their fatigue completely. 

:::: : :: : 

5.0 REINFORCEMENTS 
Each side receives reinforcements according 
to the O rder o f Battle. 

6.0 END· OF. THE· DAY 
PHASE 

This phase occu rs after the night turn. During 
th is phase, un its lose all fatigue. In addition, 
un its recover efficiency by ha lf of the differ­
ence between their starring efficiency and 
current efficiency. 

7.0 HOW TO WIN 
Players receive victory points. A score is 
calculated by subtracting the Confederate 
points from the Union. You may examine the 
map and look at the units of both sides when 
the game has ended. 

7.1 Victory Points 
Players receive points ba ed on enemy casual­
ties according to the schedule below: 

• I pt per Infantryman/ Artilleryman lost 
• 1.5 per captured Infantryman! Arti ll e ryman 
• 1.5 ptS per Cavalryman lost 
• 2 pts per captured Cava lryman 
• 100 pts per Artillery Gun lost 
• 150 pts per captu red Artillery Gun 

CONFEDERATE OBJECTIVE 
SQUARES 

8, 1 = 5000 pts 
14, I = 5000 pts 
23, I = 5000 pts 

7,22 = 1000 pts 
25, 12 = 1000 pts 
25,2 1 = 1000 pts 
25 .27 = 1000 PtS 
25,36 = 1000 pts 
25 ,43 = 1000 pts 

UNION OBJECTIVE 
SQ UARES 

47,32 = 1000 pts 
47,36 = 1000 pts 
49,4 1 = 1000 pts 
35,58 = 1000 pts 
27,63 = 1000 pts 

To rece ive poin ts fo r an objective square, you 
must contro l it. Contro l is dete rm in ed during 
Reinfo rcement Phases. To contro l an objec­
ti ve sq uare, you must have 3000 men in or 
ad jace nt to it without any enemy un its being in 
o r adjacent to it. (Contro l of Confederate 
objec ti ves 8, 1; 14, 1; and 23 ,1 req uires 5000 
men in o r adjacent to the sq uare. ) It is no t 
necessary to keep units in o r next to a square to 

mainta in contro l. However, con tro l is lost if 
any enemy unit, rega rd less of size, is in o r 
adjace nt to the objec tive sq uare during a 
Reinfo rcement Phase. 

7.2 Victory Levels 
At the beginning of each turn , a display will 
appear o n the screen showing victory leve ls 
and the scores needed to atta in those levels. 

: :: : :J 



INTERMEDIATE AND 
ADVANCED GAME RULES 

1.0 INTRODUCTION 
REBEL CHARGE AT CHICKAMAUGA is a 
grand-tactica l level game o f the most evenly 
contested battle of the C ivil W ar. This battle 
was the Confederacy's last hope fo r victory. 

1.1 Overview of the Game 
Each game turn represents two ho urs of real 
time. The execution of a game turn includes 
rally, movement, mode changes, fac ing changes, 
and resoluti on of artillery fire, offensive fire, 
defensive fire, melee, retreats, and ad vances. 

1.2 Talking to the Computer 
To selec t a routine from a menu o r answer a 
YES/NO question, just press the desired key. 

1.3 Starting the Game (Commodore 64) 
To begin the game, insert the game disk and 
type LOAD "''',8 and press RETURN. When 
READY appears, type RUN and press RETURN. 

1.4 Starting the Game (Atari) 
Remove all ca rtridges from your computer. 
Boot-up the front side of the disk (800 XL and 
130 XE owners will have to hold down the 
OPTION key when they turn on their com­
puter to boot) . After se lecting the starting 
values for your game, you will be instructed to 
insert the Game Sid e o f yo ur disk. 

1.5 Starting the Game (Apple) 
To begin the game, boot yo ur ga me disk with 
the front side up and the game will start 
automatically. If you are using the Apple lIe or 
lIe, keep th e CAPS LOCK key down thro ugh­
o ut the game. The first menu yo u see prompts 
yo u to indicate if you are using a " speed- up" 
board. I f so, press the appropriate key. Press 
"3" if you are no t using a " speed- up" board. 
Older versions of the " Speed Demon" that d o 
no t contain the DIP switches may not wo rk 
properly with this game. 

1.6 Starting the Game (IBM) 
To begin the game, remove the BASIC cartridge 
(if usin g the IBM JR) and insert your 2.0 to 3.2 
DOS disk in the drive. Since yo u need a 
fo rmatted disk to save a game, you may wish to 
make o ne befo re yo u boot the ga me. Turn on 
the computer system. Press ENTER until yo u 
see the ready">". Insert yo ur ga me diskette. 
Type START, press ENTER, and the game will 
boot. The IBM ve rsion has additional menus 
that a llow you to choose the I 0- key option 
(movement compass using "8" for moving 
No rth instead o f standard "I ") adjust the 
screen to the right or left, and chan ge the 
colo rs. O n these menus, simply press the key 
that corresponds to the desired option. Fo r 
yo ur convenience, this disk contains no copy 
pro tectio n. This allows you to make a back-up 
copy of the game disk and facilitates trans­
ferring the game disk to a hard drive system. 
You should have a formatted disk handy to 
save games in progress. 

1.7 Game Scale and Map 
There are 13 turns in the game, each repre­
senting twO hours from 8:00 a. m. to 8:00 p. m. 
of September 19-20, 1863. The map is situated 

on a 54 x64 square grid. Each square repre­
sents 200 yards from sid e to side. The various 
terrain depicted includes clear, woods, hi lls, 
ridges, fields, primary roads, secondary roads, 
creeks, and bridges. Three elevations are 
represented by contour lines. See Figure 1.7 
below fo r terrain symbols. 

1.8 Saving a Game 
At the end of eac h combat phase, the com­
puter will allow the player( s} to save the ga me 
in progress. Yo u will need a separate, save 
game disk to store the saved ga me data. Players 
must initiali ze their blank disk fro m within the 
program as o ffered by the Save G ame Menu. 
(IBM owners must use a previo usly formatted 
disk.) Once a game is saved, yo u may res tart it 
at the po int where you left o ff. You may not 
change se lected options when you restart a 
game in progress. 

1.9 Units 
There are three unit types in the game: 
infantry, cavalry, and artille ry. Each unit is 
rated fo r manpower (and guns fo r artillery) , 
effec tiveness, fatigue, morale, weapo n type, 
ammo, mode, facing, operati on points, com­
mand co ntro l, ro ut status, and disruptio n 
statu s. Units are represented by specific graphic 
shapes depending on unit type and stackin g. 
See Figure 1.9 below. On yo ur sc reen, Union 
symbo ls are blu e and Confederate symbo ls are 
white (Apple colo r version. Other versions 
may vary). Note that the symbo ls wi ll change 
shape to reflec t different fac ings and stacking 
combinati ons. 

Each unit represents a brigade o r a demi­
brigade (if it has broken down to the " A" and 

EJ Ridge 

~ C reek (blue) 

[I] Primary road 

r-f"I Secondary road 

I tit I Bridge o r ford 

I . I . I 
. I . I . 
I • I • I Fields (orange) . I . I . 
I iii I 

••••••• •.• t", W oods 
•• f~·;' •••• 

Figure 1.7 Terrain Symbols 

" B" units) . A unit is named after its brigade 
commander with an "A" or " B" designation 
attached, if broken down. Divisional and 
corps commanders may also be attached to 
units. The brigade commander is assumed to 

be present at both A and B units of his brigade. 

1.10 Changes from " Gettysburg: The 
Turning Point" System 
If you have played GETTYSBURG: THE TURN­
ING POINT, you will find this ga me very 
similar. There are some important d ifferences. 
Below are listed the most signi ficant: 

• Co mmand Control may be altered by the 
players. 

• Units in column may not move along a road 
onto a unit in column or limbered mode. 

• A strategic map is provid ed upon which the 
game may be played. 

• All units are brigade sized. You may break 
units down in to "A" and " B" halves and then 
build them up at any time. 

• Units may carry up to 4 ammo points. 

• Attacking units that have moved next to the 
enemy have a chance of successful attac k and 
rece ivin g a 50% modifier on their strength. 

• Defending units firin g aga inst targe ts in 
woods adjacent to them have a chance of being 
" outmanuevered" , losing 50% of their volley 
(a definite disadvantage) . 

~ Infantry 

~ "Two" Infantry 

I"·] "O ne" Infantry plu s Arti llery 

••• 

li "Two" Infantry plus Arti llery 

••• 

I"·] ••• Unlimbered Arti llery 

[]] Co lumn or Mounted Cavalry 

I:.] Routed 

8 Limbered Artillery 

Figure 1.9 Uni t Symbols 
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• There are retrea t and advance phases bo th 
after fire and melee phases. 

• Units no longe r incur fatigue fo r casualities. 
A unit's effec ti veness is reduced by casualties 
and ins: reased to a maximum by res ting. 

• Turns represent two ho urs rather that one 
ho ur. 

1.11 Parts Inventory 
Yo ur game sho uld contain the fo llowing parts: 
:J. Ga me bo x 
b. Rule book 
Co O ne 5W' ga me disk 
J. O ne map card 

2.0 SET UP 
REBEL C HARGE AT C HICKAMAUGA is a 
two-sid ed game - Union vs. Confederate. 
Both sid es may be played by e ither a human 
player o r the computer o ppo nent. 

2.1 Determining Conditions of Play 
Afte r the title screen display and demo option, 
the player( s} must determine the conditi ons 
under which the ga me will be played from th e 
menu to the right. Press" A-O" to make your 
cho ices. Press RETURN when your cho ices are 
made and you are ready to continue. (Defaults 
are shown as bo ld type). 

A) NEW GAME SAVED G AME 
B) U NI O N HUMAN COMPUTER 
C) CONFEDERATE 

HUMAN COMPUTER 
D) BASIC INTERMEDIATE 

ADVANC ED 
E) HIDDEN UNITS NO N- HIDDEN 
F) TIME LIMIT NO TIME LIMIT 
G) COLOR TV BLACK/WHITE 
H) ICONS SYMBOLS 
1) LEVEL O F PLAY 2345 
J} UNI O N ARRIVAL 2 3 4 5 
K) CONFED ARRIVAL 2 3 4 5 
L) UNIO N AMMO 2 3 4 5 
M} CON FED AMMO 2 3 4 5 
N} CO RPS COMMAND 2 3 4 5 
O} DIVISIO N COMMAND 2 3 4 5 

• The " A" option allows yo u to selec t a new 
game o r continue with a ga me in progress. 
When you select a saved game. the o ptio ns on 
the menu are defaul ted to the options se lected 
in your saved game. When you selec t the 
"SAVED GAME" option and press RETURN. 
yo u will be pro mpted to insert yo ur saved 
ga me d iske tte and type in the name of the fil e 
(you will be allowed to catalog the save ga me 
disk if you wish) . Yo u may nor change ga me 
optio ns when you boot up a saved game. 

• Optio ns B and C a llow you to se t the 
Co nfederate or U nion player to be controlled 
by a hu man or the computer. Please no te that 
yo u may have the computer play aga inst itself 
fo r a demo game. 

• Option 0 gives you a cho ice of three games 
of varying co mplexity. The diffe rences are 
explained under the appropriate headings of 
this rulebook. The INTERM EDIATE Game is 
exactly the same as the ADVANCED G ame 
except for the de letion of leaders command 
contro l and voluntary fo rti fication. 
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• Optio n E allo ws yo u to play a game where 
only known enemy units of bo th sides will 
appear on the map during the co mbat phase. 
Hidden units will also become visible when 
moved adjacent to during the Operation 
Phases. It is strongly recommended that yo u 
play the game with this option to realistically 
po rtray the "fog" of war. 

• O ptio n F gives yo u the ability to se t a limit 
to how much tim e a player has to complete his 
Ope rations Phase. 

• O ption G gives the black- and-white o r 
monochrome user better-suited unit shapes. 
Atari owners are given the optio n of a one­
or two- drive system here. C-64 owners are 
allowed to choose between light blue o r dark 
blue for the U nion colo r. 

• O ption H a llows yo u to play with icons 
(figure profiles) o r symbo ls (bars). Symbo ls 
are reco mmended fo r INTERMEDIATE and 
ADVANCED play since they show fac ing and 
mod e changes. Ico ns are automatica lly used 
for the BASIC game. 

• The I option se lec ts the difficulty level. 
Level 3 is histori cal and makes no modification 
to e ither side. Levels I and 2 favo r the Con­
federate playe r (level I more so than leveI2) . 
Levels 4 and 5 favor the U nion (5 more so than 
4) . Leve ls affec t the casualties inflicted in fire 
and melee combat. Please no te that yo u should 
play an easy leve l of di fficulty the first few 
times yo u play the game. Level 3 is a challenge. 

• The "J" and" K" optio ns allows fo r variable 
reinforce ment arriva ls. U nits may appear up to 
two to eight ho urs earlie r o r late r. Leve l 3 is 
historical with no changes. Levels I and 2 allow 
fo r earlier times and later times respectively by 
a random of 0 to 2 turns (level I ea rlier and 2 
late r) . Level 4 a llows fo r a rando m of 0 to 2 
turns earlier to late r arrival. and level 5 allows 
fo r 0 to 4 turns earlie r to later arriva l. The 
authors and play testers recommend that o nce 
players are acqu ainted with the system. they 
sho uld play with optio n level 5. This truly 
recreates the uncertainty of a meeting engage­
ment where co mmanders did no t kn ow the 
size of the opposing fo rce o r how q uickly they 
would be reinfo rced. 

• The " L" and " M" opti ons allow fo r variab le 
amo unt o f ammo rece ived by the ind ividual 
units. Level 3 is histo rical with levels I and 2 
giving progressive ly less am mo and levels 4 
and 5 giving progressively more ammo. 

• The " N" and "0" allow players to tailo r the 
effec ts of divisional and corps command 
control; the higher the number. the closer 
toge ther these fo rmations must be in o rder to 
enjoy good command contro l 

After yo u have chosen your options, a series of 
d isplays showing casualties fo r men. guns, 
leaders, and objectives will be presented on 
the screen. Press RETURN to continue. Yo u 
will then be asked to set the delay loop for the 
displayed messages fo r this turn. (Use 4 or 5 
with a speed- up card.) 

2.2 Historical Set-Up 
At the starr of the game, the computer will 
assign a ll combat fo rces to their loca tions the 

morning of September 19, 1863. All units have 
been histo ri cally placed. 

3.0 SEQUENCE OF PLAY 
I. Command C ontro l Phase 
2. Recovery/ Rally Phase 
3. Reinforcement Phase 
4. Confederate 1st Operation Phase 
5. C onfederate 1st C ombat Phase 
6. Union I st Operation Phase 
7. Union 1st Combat Phase 
8. Mid-Turn Recovery Phase 
9. Confederate 2nd Operation Phase 

10. Confederate 2 nd Combat Phase 
II. Union 2 nd Operation Phase 
12. Union 2nd Combat Phase 
13 . End of Day Phase (Turn 7 only) 
14. Victory Determination Phase 

4.0 COMMAND CONTROL 
During this phase, all units make a range check 
to their appropriate division and corps leaders 
and receive a command contro l rating ofO.5 to 

1.5 based on this range. a random number. and 
the pro fi ciency ratings of the leaders. The com­
mand control rating affec ts strength. operation 
po ints received, and ammo resupply. Please 
no te that command contro l is checked only 
once per ga me turn. In the Intermediate game. 
units are randomly ass igned a command con­
tro l of 0.9 to 1.2 . Reinfo rcing units receive an 
automatic 1.5 rating fo r the first turn on the 
map. In the Advanced Game. cavalry has a 
command contro l value of 1. 2 and artillery has 
1.0 regardless of leader range. 

4.1 Range of Leaders 
The chart below shows the cost in command 
points per square the leader is from the 
infantry unit making the range check. The 
chart below assumes that the corps and div i­
sion va lues in the se t- up menu have been left 
at the default level of two (each level o n the 
menu increments the va lue by two fo r the 
division and by one fo r the corps). A range 
check is a lso made between two halves of a 
brigade if the brigade has broken down. 

OTHER HALF DlV. CORPS 
OF BRIGADE CMDR. CMDR. 

Command Points Lost 5/ sq 5/ sq 2/ sq 

There is a maxi mum of4 sq uares range fo r the 
" other half b rigade". 7 squares fo r a d ivisional 
leader, and 10 squares fo r a corps leader. The 
range and values above are used to de termine 
the base command control rating. If the range 
to a corps leader is less than two sq uares and 
the division leaders range is greater than the 
corp leader' s range, then the divisional range is 
defau Ited to the range of the corps leader. 

The base command contro l rating is dete r­
mined by dividing the loss of command points 
in to the constant 28. (Base command = 
28 / loss of command po ints). The number 
derived is rounded up or down to fit between 
the range of 0.5 to 1.5 . See back of rules 
fo r examples of how to calculate command 
contro l. 



4.2 Leader Proficiency and Command 
Control 

The proficiency ratings of leaders are sub­
tracted fro m the base command control of 
units. A leade r's rating is modifi ed by a 
random number and compared to the chart 
be low for its effect: 

RANDOM PLUS 
RATING EffECT 

MESSAGE GIVEN 
ON SCREEN 

0-30 = -OJ Leader confused! !! 
Leader indecisive!! 
Leader cautio us! 
Leader confident. 

3 1- 50 = -0.2 
5 1-70 = -0. 1 
70 + 0 

Each leader affects every unit in its fo rmation. 
(e.g., Polk affects every unit in his corps. 
C heatham affects eve ry unit in his division) . 
Each uni t will be affected by bo th its divisional 
and corps commander. A unit will lose 0 toO.3 
fro m its base com mand contro l fo r each 
leader. Thus a uni t with a base command of 
1.3 may end up with a co mmand contro l 
number fro m 0.7 to 1.3 after rece iving the 
effects of its d ivisional and corps leaders. A 
unit will rece ive no less than a 0.5 ratin g. The 
command contro l of artillery and cavalry units 
are not affected by leader profi ciencies. 

4.3 Command Control Effects 
A uni t' s rating dete rmines the number of 
operatio n points it receives accord ing to the 
chart be low: 

CC OP 

l.5 15 
1.4 14 
1.2 12 
l.1 11 
l.0 10 
0.9 9 
0.8 8 
0. 7 7 
0.6 6 
0.5 5 

U nits may vary slightly fro m the above chart 
d ue to a random and the unit' s morale. 

A unit's strength is modified proportion­
ate ly by its command contro l with a minimum 
mod ifie r of 0.5 (i.e. a unit with a strength of 
500 men wo uld be trea ted as 450 men before 
any other mod ifie rs if it had a command 
contro l of 0.9). 

A unit' s ability to rally and resupply with 
amm o is a lso affected by its command contro l 
rating. 

5.0 RECOVERY/ RALLY 
PHASE 

U ni ts in this phase recover from disruption and 
attempt to ra lly. They also rece ive ammo every 
turn. U nits are automatica lly rallied during the 
night (Rally Phase of the 8 A.M. tum.) 

5.1 Rally 
U nits that are ro uted will attempt to rally 
based on morale, command control rating, 
and a rando m number. Units with a morale of 
less than 25 will not rally. All routed units o n 
the 8 A.M. turn will automatica lly rally (their 
fatigue is reduced to 0 during the night). See 
the Rally Table fo r more details at the end of 
this rulebook. 

5.2 Ammo Replenishment 
Each unit has a maximum carrying capacity of 
4 ammo po ints. If a unit is at its maximum o r is 
routed, it will no t be resupplied. In add ition, a 
unit has a 6% chance of receiving no ammo. 
The higher the command contra \' the grea ter 
the chance of receiving mo re than o ne ammo 
po int. 

6.0 REINFORCEMENT 
PHASE 

Reinfo rce ments are automatica lly put on th e 
map at designated entry squ ares. If the entry 
square is enemy occupied, then the re in­
fo rce ments will arrive at an ad jacent square 
that is not occupied by an enemy uni t. 
Stackin g limits do no t apply to re inforcements. 
Reinforcing units automat ica lly receive a com­
mand co ntro l rating of 1.5 fo r the first turn 
(both phases) they are o n the map. See O rd er 
of Battle fo r the order of appearance. 

7.0 OPERATION PHASE 
D uring this phase playe rs may perfo rm a va ri­
ety of actions inclu ding move ment, double­
time marches, fire and melee plo ts, leader 
transfers, mode changes, and faC ing changes. 

7.1 Cursor Menu 
In this menu the player may do the actions 
listed be low: 

(-'3') = Centers map at cu rsor. (" 5" fo r 
IBM key pad option) . 

(1-8) = Moves cursor in desired direc­
tions (" 1-9" fo r IBM key pad 
option) . 

(C ) = Exits to Combat Phase (Press 
this key when yo u are finished 
mov in g all yo ur units) . 

(G ) = Upon press ing the key, you will 
be prompted to input a numbe r 
corresponding to one of your 
units (See O rder of Battle.) The 
cursor will go to that unit and 
access it, putting it in to the 
Command Menu. 

(0 ) = Toggles the map between tac tical 
and strategic 

(P) age = Seco nd menu. O n this menu 
will be displayed the number 
of recons you are allowed to 
conduct, along with o ther com­
mands. If in this menu, " P" will 
switch you to first menu. 

(R) econ = Press ing this key when the 
cursor is over enemy units will 
d isplay an approx imate strength 
of the unit( s) in the square. 

(S) top = When playing with time limits, 
this co mmand stops the time 
clock. 

(T) = Removes units fro m the map to 
see terrain. 

(V) = Prompts yo u to indicate a 
direc tion and then highlights the 
squ ares that can be seen. 

(SPACE = Accesses first friendly unit in 
BAR) square. C ommand Menu fo r 

that unit is now active. 

(Z) = Abort. The cursor will return to 

the last square where a unit was 
accessed. 

Also displayed in the C ursor Menu is the 
te rrain type, elevat ion, and X, Y coordinates of 
the square. The time, date, and phase num ber 
is also shown. 

7.2 Unit Statistics 
When you access the first un it in a sq uare, you 
will see the fo llowing d isplay (example) : 

CON FED DEAS INF 1842 MEN 8 
DS:N AMMOA MEL:Y FT: I EF:90/ 90 7 3 
NORMAL OP: IO DlR:3 ADV:N 6 4 
WOODS (I ) X, Y:30,63 FIRE 31,63 

The display above shows that the Confederate 
unit, Deas, is INFANT RY with 1842 men. It is 
no t DISRUPTED, has 4 amm o po in ts, is plo tted 
fo r MELEE, has a fa tigue of I, and an efficiency 
of90 o ut of a maximum of90. The unit is in 
NORMAL mode, has 10 remaining operatio n 
po ints, is fac ing DIRECTION 3 and is no t 
plon ed fo r A DVANCE. It is on a wood sq uare 
with an eleva tio n of I. The unit occ upies the 
square with X, Y coord inates 30, 63 and is 
plon ed to fire at square 31, 63. There is a 
compass showing d irec tions of move ment and 
fac in g. 

A second page of uni t statistics may be 
accessed by typin g " P". 

CON FED DEAS INF 1842 MEN 
FO RT:O NORMA L CC:\.Z 
RFL MRL 89 LEADER: POLK 
WOODS ( I ) X, Y: 30,63 FIRE 31,63 

The second d isplay above shows that the 
Co nfederate uni t, Deas, is INFANTRY with 
1842 men. The uni t has a FORT valu e of 0, is 
in NORM AL mode, not ro uted, and has 
COMMAND CONTROL of 1.2. Its weapon type 
is RIFLE, and its MO RALE is 89. T he uni t 
be longs to Po lk's Corps. It is on a woods sq uare 
with an eleva tion of 1 with X, Y coordin ates 
30, 63 . Its fire plot is on sq uare 31, 63. 

7.3 Command Menu 
When a unit is accessed, a number of com­
mands are ava ilable. The com mands listed 
be low can be enacted by pressing the appro­
pri ate key in e ither page of the unit statisti cs. 

(~ = Ce nters map on uni t ("5" fo r IBM 
key pad option) 

(1 -8) = Moves unit in desired di rect ion as 
indica ted by the compass, changing 
its fac ing automatica ll y. (" 1-9" for 
IBM key pad optio n) . 

(A) = Plo ts the unit to advance if given 
the opportuni ty in fire phases o r 
melee. 

(B) = (Advanced Ga me O nly) Builds 
one level of fo rtifica tion. 

(D) = Prompts yo u to in put a new fac ing 
(1 -8) fo r the unit.{" 1-9" fo r IBM 
key pad option). 

(F) = Takes you to the Targe t Menu 
which allows yo u to se t a prio rity 
fire square. 

(H) = Displays Help Menu s 
(I) = All units that belong to the same 

division as the accessed unit will 
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be invcrsed. The square with the 
d ivisiona l leader will be inversed 
and blinking (Adva nced Game) . 
When you press this key, you wi ll 
also be able to set the fire plots 
of all unit, in that division to 
"No Fire" or "No Plot" 

(L) = (Advanced Game Only) Displays a 
menu with the name of the divi­
sional or corps commander attached 
and a llows you to tra nsfer that 
leade r if you desire. The menu also 
allows you to go to the divisional 
or corps commanders. 

(M) = Plms the unit to melee in the 
direction it i, facing. 

(N) = Accesses m:xt unit in the unit order 
(the unit orders are li sted in the 
O rder of Battle). 

(O) = Toggles between tactical and 
strategic map. 

(P) = Display ' the other page of unit 
statistics. 

(Q) = Exits Command Menu and goes to 

Cursor Menu. 
(R) = Wi ll divide the unit into an "A" 

and a "B" unit or will recombine an 
"A" and a "8" unit if in the same 
square and of the same parent un it 

(S) = Changes the mode of the unit. 
(n = Removes units on map to view 

terrain underneath. 
(U) = Accesses next unit in the same 

square. 
(V) = Allows you to view all squares of 

the accessed unit can see (squares 
are high lighted). 

(X) = Double Time (adds to the unit 
more operation points at a cost of 
fatigue). 

(Z) = Abort move. The unit you have 
accessed wi ll return to its origina l 
sq uare, facing, and mode with its 
o rigina l operation points and fa tigue. 
(Unless it revea ls a hidden unit). 

You shou ld study ca refu lly the com mands 
above. Proper usc of the co mmands grea tly 
fac ili ta tes the playabil ity of the game. Note that 
the " Z" key in the Com mand Menu allows you 
to take back a un it's move o r ac tio n. Not ice 
how it di ffe rs from the "Z" key in the Cu rsor 
Menu, wh ich re turns the Cu rsor to the last 
squa re where a un it was accessed with the 
SPACE BAR. T he "N" and "U" keys are ve ry 
handy when mov ing groups and stacks of 
uni ts. Since re info rcements enter in unit 
o rd er, it's best to use " N" when moving 
re info rcement columns. Note that the a rtill ery 
at the end of a reinforce ment column isn' t in 
unit o rde r so you sho uld use the " Z" key from 
the cursor menu to get back to them. The" U" 
key is esse ntial to exa min e stacks of units. The 
"P' key takes you to a targe t menu where you 
may scro ll ove r the map, target units, and even 
view what you can see to fire at. The "0" key 
toggles you to and from the strategic map and 
can be ve ry useful in see ing lines of sight when 
using the " V" key. This map may also be useful 
when using the " I" key to locate divisio ns and 
leaders. 
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7.4 Operation Points 
Units receive operation points at the beginning 
of the turn and at the Mid-Turn Recovery 
Phase. A unit receives operation points accord­
ing to its command control (see section 4.3). 
Most actions and movement in the Ope ration 
and Combat Phases cost operation po ints 
(refer to Operation Costs Tab le at the back of 
the rulebook). Please note that operation 
points are expended to fire and melee. Unused 
operation points are expended to recover 
fatigue and efficiency on a I for I basis (3 to I if 
adjacent to an enemy unit) during the Mid­
Tum Recover Phase and the end of [he rurn. 
Operation costs for movement are doubled 
during the Night Turn. 

7.S Moving a Unit 
Once a unit i, accessed, it may be moved by 
pressing keys "1-8" ("1-9" for IBM key pad 
option) in the desired direction. Operation 
points expended to move depend on unit 
rype, unit mode, terrain of the square, and 
other factors (see Operation Costs Table). 
Units may always move one square at the cost 
of all remaining operation points ( ee ZOC 
ru les, section 7.6). Units may move as part of 
an advance during the Combat Phase without 
expending operation points. The advance is 
allowed if plotted (see Command Menu 7.3) 
and the unit is otherwise eligible. Artillery may 
not move unless limbered. Pre:,s "Z" to cancel 
a unit's movement and to put it back to its 
origina l square. If using the hidden option, a 
unit wi ll lose 4 ope ration points when it uses 
the "Z" key if it has caused hidden units to 

appear on the map by moving next to them. 
Routed units may move the same as other 
units. Since they may not change mode to 

column, they never use the road rate, but may 
cross bridges. 

7.6 Zones of Control 
T he e ight squares surro unding a un it consti­
tute its zone of contro l. Zones of control affect 
movemen t costs per the Opera tion Costs 
Table. It costs two extra ope ration points to 
exit or enter an enemy zone of contro l. 
Movement fro m an enemy ZOC to another 
wi ll cost extra operation po ints in add ition to 
norma l costs and will o nly be allowed if no 
other movement has been made by that uni t 
and the unit is enteri ng a sq uare occupied by a 
fri end ly un it (See Costs Table). ZOC to ZOC 
movemen t is also allowed d uring advances in 
the Combat Phase. U ni ts forced to retreat 
during co mbat in to an enemy ZOC suffe r 
losses. C hanging mode in an enemy ZOC costs 
two addi ti onal o pe ration po ints. 

7.7 Stacking 
No mo re than twO non-artill ery units may 
stack toge ther. No more than o ne artillery unit 
may be in a single square rega rd less of the 
presence of o the r units. You may have a 
maxi mum of twO non-artille ry units and o ne 
artille ry unit in a squate. 

A unit in the O peration Phase may ove r­
stack while moving if in column o r limbered 
mode. It may no t end its move overstacked. 
Routing units may also overstack during retreat 
and movement 

tacking shapes are dependent on what is 
in the square. A ll units in a square assume the 
direction of fac ing of the last unit accessed in 
the square. When a square is fired upon by 
non-arti llery units or arti llery at greater than 
one range, casualties are distributed among the 
defenders with one of the defending units 
receiving 3 times the casua lties of the others. A 
square fired upon by artillery at a range of one 
wi ll affect on ly one unit in the square. 

U nits in column receive the road rate only 
if they are in a square containing a road and 
moving along it into a square contain ing 
another road. A unit in column moving from 
one road square to another may not stack onto 
another unit in column or limbered mode. 
When routed units stack onto friendly units 
during retreat, each unit 10 es 8 effectiveness 
points. 

7.8 Unit Modes 
Units may be in one of twO modes which affect 
movement and combat. Infantry units may be 
in column or normaL Cavalry may be mounted 
or dismounted. Arti llery may be limbered or 
un limbered. When a unit changes mode, 
its graphic shape on the map also changes. 
Changing modes requires the expenditure of 
operation points as listed on the Costs Table. 

Unlimbered arti llery may not move. Chang­
ing mode in an enemy ZOC costs two extra 
operation points. Dismounted cavalry has a 
0.75 modifier applied to its strength (horse­
holders). Infantry in co lumn, limbered artillery, 
and mounted cava lry are considered to be 
flanked when fired upon from any direction. 
In addition, they suffer fi re modifiers and have 
specia l modifiers in melee (see table at back.) 

7.9 Facing 
A unit may have eight different facings from l 
to 8 (" 1-9" for IBM key pad option). Facing 
may be changed at any time during the 
operatio ns phase at no cost Facing automatic­
ally changes during movement as a unit faces 
the square it is moving into. In addition, all 
un its in a squa re will assume the facing of the 
last un it accessed in the square. 

A ll uni ts in a sq uare have the same facing. 
T his way you may change the faCing of an 
en tire stack by changing the fac ing of just one 
unit. U ni ts and stacks of units wi ll assume 
appropri ate shapes on the map to reflect the ir 
faci ng. 

Facin g determines a un it's line of sight. A 
uni t has a line of sight equal to a 90 degree 
angle rad iating in a V shape fro m the unit. See 
8.3 fo r furthe r deta ils on line of sight A unit 
fired at thro ugh a d irec tion not in its line of 
sight is conside red to be flanked. 

7.10 Double Time 
A uni t may receive extra operation points by 
do uble time marching at a cost of fat igue 
po ints on a one to six basis. Pressi ng the" X" 
key in the Command Menu wi ll increase the 
fatigue level by six and increase the ope rat ion 
po ints remaining by one. U nits with fa tigue 
leve ls o f40 or higher may not use double- time. 

7.11 Fortification 
A unit may have a fo rti fication value of 0 to 5 
that modi fies combat res ul ts (See Modi fie r 



Table). Fortifications are built one level at a 
time by pressing the "B" key at a cost of 
operation and fatigue points in the Advanced 
Game only. (see Costs Table). A unit with a 
fatigue of 20 or more may not fort ify. Units 
will automatica lly fort ify during the End of 
Day Phase (Section 10.0). In the Intermediate 
Game, units fortify only after the Night tum. 
They will do this automatically. 

7.12 Leaders and Leader Movement 
(Avanced Game Only) 

Leaders are attached to specific units. Each 
leader commands a formation . Formations are 
brigades, divisions, and corps. Leaders are 
organized into a chain of command that must 
be updated when a leader is wounded or cap­
tured. A corps commander who is wounded 
or captured will be replaced by one of the divi­
sional commanders in his corps. That divi­
sional commander will be replaced by a brigade 
leader of his division. Brigade leaders are 
assumed to be present at both units of their 
brigade. They are not attached to a particular 
unit as long as they are a brigade commander. 
Brigade commanders promoted to command 
a division act as divisional commanders. 

Divisional and corps commanders may be 
transferred to any unit under their command. 
Pressing" L" when a unit is accessed will li st 
any leader present and prompt you to transfer 
it. If you wish to transfer, the cursor will cycle 
through eligible units. At this time you may 
also press "0" or "C" which will take you to 
the divisional or corps commanders. You may 
also press" E" to exit. If you go to the divisional 
or corps commanders, you will see displayed 
the leader's name, his rating in parentheses, 
and the range from the current unit You may 
access the leader by pressing" A". At this point 
you may choose any of the d isplayed options. 

Pressing "I" for a unit in the Command 
Menu will inverse all units that belong to the 
same division as the accessed unit. The loca­
tion with the divisional leader will blink. At 
this point, you may plot all units of the division 
for "No Fire" or "No Plot" or "Exit" by 
pressing the appropriate key displayed on the 
screen. 

Every time a unit with a leader takes 
casualties, there is a check to see if the leader is 
wounded. Leader may be captured in melee 
only. Each leader has a combat bonus or profi­
ciency rating. A leader with a rating of20 will 
increase casualties inflicted by the unit he is 
with by 2096. See the Order of Battle for each 
leader's rating. Corps and divisional leaders 
are important to command control. Brigade 
leaders affect rally. When a leader is replaced, 
the unit it is attached to loses5 efficiency points. 
The unit receives a new leader rating. All 
leaders affect command control in a direct way 
that greatly affects the play of the game. Please 
refer to section 4.0. 

7.13 Fire and Melee Plots 
During the Operation Phase units may plot 
priority fire, melee, and advances if they wish 
to perform those actions during combat 

To plot melee, press "M". To plot advance, 
press" A". For both these plots you may toggle 
between" Y" for yes and" N" for no by pressing 

the appropriate command key. Note also that 
plotting melee will automatically plot advance, 
as a conve nience to the player, since advances 
are usually desired in melee attacks. You may 
toggle it back to N for no advance by pressing 
"A". A unit that moves has its advance plot set 
to N. 

An important note is that a unit will melee 
on ly if it has also fired at the square it intends 
to melee. Plotting melee automatica lly plots 
fire into the melee square. Consequently, do 
not plot melee until after you have moved 
your unit. A unit will on ly melee in the 
direction it is fac ing. A previous melee plot is 
erased when a unit moves, changes fac ing, or is 
given a priority target plot. 

To plot fire press "F", which will display a 
menu that will a llow you to move the cursor to 
the target square and press "T" to target it. 
Pressing "V" wi ll highlight all squares eligible 
to be target squares and pressing "E" will 
return you to the command menu, inserting a 
"No Plot" into the fire plot Press "N" to put a 
"No Fire" plot into a unit. The unit will not 
fire at a target greater than one square away, 
thus conserving ammo. A fire plot will on ly be 
accepted if the targeted square is within range 
and in line of sight (see 8.3, Line of Sight). A 
unit that plots a melee will automatica lly plot 
that square for fire. 

Units that are unable to execute their 
priority fire plot or units without a plot will fire 
at the nearest enemy unit in range and in line 
for sight. A unit will change its plot to fire at an 
adjacent target. 
7.14 Reorganization 
The command, "R", will breakdown a fu ll 
brigade into an A and B demi- brigade of equal 
size. The function costs two operation points. 
Using the" R" command with the A and B 
units in the same square will build them up 
into the parent unit. This will not be allowed if 
both units have a divisional or corps leaders 
attached to them. For example, if Ector A 
contained 250 men and was stacked with 
Ector B which contained 350 men, Ector A 
could bui ld into the full brigade. Ector A and B 
wou ld be taken off the map and Ector wou ld 
contain 600 men. The reverse function of 
breaking down can also be executed. 

When units build-up or break down, 
fatigue, effectiveness, and ammo supply are 
proportionately ave raged and given to the 
surviving unit(s). Facing, plots, disruption, 
and mode are all defaulted to what the 
su rviving unit(s) had before the bu ild- up/ 
break down. Note that a routed unit may 
build-up into a unit in normal mode and the 
surviving unit will be in normal mode (its 
morale may be low since the routed unit 
probably had a lot of fatigue). A brigade with 
only one unit on the map has its brigade 
co mmand contro l modifier defaulted to 0 (it is 
treated as if the o ther unit was stacked with it) 

8.0 COMBAT PHASES 
During this phase, all fire phases and melees 
are resolved. Casualties are taken. Routs, 
retreats, and advances are all executed. 

8.1 Combat Phases 
There are a total of five Fire Phases and one 

Melee Phase during a Combat Phase as out­
lined below: 

• Defensive Artillery Fire Phase 

• Offensive Artillery Fi re Phase 

• Defensive Fire Phase 

• Offensive Fire Phase 

• Retreat! Advance Phase 

• Defensive Melee Fire Phase 

• Melee Phase 

• Retreat! Advance Phase 

Defensive Fire Phases are executed by the 
non-phasing player and Offensive Fire Phases 
by the phasing player. Messages will appear on 
the screen and the map will scro ll to fired- upon 
units. Casualties and other combat resu lts will 
be printed on the screen. Several possible 
messages may appear on the screen during 
combat. The most importanr are li sted below: 

FLANKED! The target unit has been flanked by 
the firing unit. This means that the firing unit is 
not in the line of sight of the target unit or the 
target unit is in limbered, co lumn, or mounted 
mode (See Section 8.3). A 50% modifier is 
added to the strength of the firing unit. 

DEFENDER OUTMANUEVERED' A defensive 
firing unit has a 15% chance of having its 
strength cut in half ifboth it and the target are 
adjacent and in the woods. That 15% chance is 
increased to 4096 if the target has just moved 
next to the fir ing unit 

SUCCESSFUL ATTACK' An offensive player 
who has just moved next to an enemy target 
has a 3096 chance of having its strength 
increased by 50%. The 30% is increased by I 
for every 3 morale points of the attacker. 

UNITS RETREATING OR ROUTING! The units 
just fired upon will retreat or rout during the 
next Retreat! Advance Phase. 

AMMO BLOW-UP! The artillery unit fired 
upon loses ammo points. 

8.2 Casualties 
A unit inflicts casualties with its fire based 
upon a number of factors. See the Strength/ 
Casualties Modifier Tables for the factors and 
their effects. 

Artillery units lose guns and artillerymen. 
They are eliminated when their gun or men 
count reaches O. Artillery guns 3re lost due to 

combat when enemy arti llery is firing upon 
them, when they retreat from an enemy ZOC, 
or in melee. Infantry fire against artillery results 
in arti llery- men casualties only. An artillery 
unit will retreat in melee or fire combat if it 
loses about 3096 or more of its original strength 
in artillerymen casua lti es only. An arti llery 
lost arti llerymen per turn. Artillery units low 
on men will automatically retreat and casualties 
will be reduced when fired upon. 

8.3 Line of Sight 
In o rd er for a unit to plot or execute its priority 
fire plot, it must have a line of sight to and be in 
range of the target. Ranges of weapon types are 
listed on the Weapons/Range Casualty Table. 
You may view the lin e of fire of any unit by 
pressing "V" when the unit is accessed in the 
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Comnland Menu or Target Menu. Pressing 
"V" in the Cursor Menu displays the line of 
sight from that square. During the Night Turn, 
a unit's range is limited to 2 squares. 

There are three elevation levels on the 
map representing 40-50 feet of elevation per 
level. Woods represent a 30 foot elevation 
obstacle and units 5 feet. 

8.4 Melee 
To melee, a unit must be plotted for melee and 
be undisrupted. It will melee into the square it 
faces and it fired into if the square is adjacent. 
All units plotted against the same square 3re 
combined into one attack. Defending units in 
a melee have an extra defensive fire before 
melee is resolved. Units expend operation 
points to melee (see Costs Table). Units must 
have enough operation points for both fire 
and melee. otherwise their melee is cancelled. 
See the Modifier Tables and the Melee Com­
bat Results Table for details. 

8.5 Retreats 
As a result of rout, fire combat, or melee, units 
may be forced to retreat. Retreats are manda­
tory for routed units. Refer to the table at the 
back of the rulebook for chance of retreating 
during melee. Retreats during fire combat are 
determined by the unit's morale and percent­
age of losses in anyone combat result. The 
lower the morale of the units in the square 
under attack and the higher the losses expressed 
as a percentage of men present, the greater the 
chances to retreat. Retreated units will gener­
ally retreat away from enemy units towards the 
rear of their lines. A unit that routs will lose up 
to 100 men captured (140 in melee) depending 
on the number of adjacent enemy units. 
Retreating units also suffer casualties in cap­
tured men if they have to enter an enemy zoe. 
A routed unit that retreats into or out of an 
enemy zoe will lose captured men and 
effectiveness. Friendly units routed onto lose 
8 effectiveness points. A unit that retreats ends 
the retreat facing the same direction it faced in 
the original square. Units that cause enemy 
units to retreat gain 2 effectiveness points. 
Units that retreat lose 3 effectiveness points. 

A defending unit that retreats is auto­
matically disrupted. An arti llery unit will 
retreat in melee or fire combat if it loses about 
30% or more of its original strength in men. 

8.6 Mora le, Ro ut, and Rally 
A unit's morale is equal to its effectiveness 
minus its fatigue. A morale check is made for 
possible rout whenever a unit takes losses. A 
unit with a morale of 4 to 15 has a 40% chance 
of routing. A unit with morale less that4 routs 
automatica lly. A unit with less than 80 men will 
automatically rout when it takes losses. When 
a unit routs, it retreats three squares. If it will 
end its retreat overstacked, the unit continues 
to retreat until it finds an eligible square. 
Artillery never routs; it may only retreat. 

8.7 Advances 
Units plotted to advance will advance in the 
combat phase into squares vacated by retreat­
ing enemy units. Advancing ZOC to zoe is 
allowed. 
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8.8 Disruption 
Every time a unit suffers losses, there is a 
chance it will become disrupted. A defending 
unit which retreats as a result of melee is 
automatically disrupted. A disrupted unit 
loses its priority fire plot It may not fire except 
for defensive melee fire nor may it execute 
melee plots. A unit has a chance of becoming 
undisrupted at the beginning of the turn and at 
the Mid-Turn Recovery Phase. Its chances and 
conditions for recovery are found on the 
Disruption Recovery Table. 

8.9 Ammo 
Each unit carries with it a supply of ammo up 
to four shots. Every time a unit fires, an ammo 
point is expended. When a unit runs out of 
ammo, it may only defend in melee and final 
defensive fire. Units are resupplied on every 
turn. See Section 5.2 for more details on 
ammo resupply. 

8.10 Fatigue/ Efficiency 
A unit's fatigue rating is a measure of how tired 
it is. It gains fatigue when it moves and loses 
efficiency when it takes losses. See the Fatigue 
and Efficiency Loss Tables for derails . Fatigue 
and efficiency have a semi-proportional effect 
on fire strength (see Modifier Tables at back). 
Effectiveness minus fatigue equals morale. 
Since gaining fatigue lowers morale, you may 
raise morale by losing fatigue. You lose fatigue! 
recover efficiency by having leftover operation 
points in the middle and at the end of a rum. 
One operation point wipes out one fatigue 
point (three operation points wipe out one 
fatigue point if next to an enemy unit). A unit 
will recover half of its lost effectiveness during 
the End of the Day Phase. Also during this 
phase, units lose their fatigue completely. 

9.0 MID· TURN RECOVERY 
PHASE 

During this phase units will check to recover 
disruption, fatigue, and effectiveness. 

10.0 END·OF·DAY PHASE 
At the end of the Night turn (#7), a special 
phase occurs. During this phase, units lose all 
fatigue. I n addition, units will regain half of the 
effectiveness that they have lost Units will also 
autOmatica lly fortify during this phase from 0 
to 3 fortificaton points based on fatigue and 
enemy ZOC. Units in column, mounted, or 
limbered mode and units with a fatigue of 50 
or more will not fortify. 

11.0 VICTORY DETER· 
MINATION PHASE 

During this phase, players are awarded points 
for casualties and territOrial objectives. After 
the appropriate turn is completed, the game 
ends and the score is compared to the victory 
levels. You may examine the map and access 
units of both sides after the game has ended. 

n.l Victory Points 
Players receive victory points according to the 
chart below: 

• I pt per infantryman/artilleryman lost 
• 1.5 pts per cavalryman lost 
• 100 pts per brigade leader lost 
• 200 pts per division leader lost 
• 300 pts per corps leader lost 
• 100 pts per artillery gun lost 

Multiply the above numbers by 1.5 for cap­
tured infantry and arti llery guns. Multiply by 2 
for captured leaders and cavalry. 

Ignore leader points for the Intermediate 
Game. 
CONFEDERATE OBJECTIVE 

SQUARES 

8, I = 5000 pts 
14, 1 = 5000 pts 
23, 1 = 5000 pts 

7,22 = LOOO pts 
25,12 = LOOO pts 
25,21 = LOOO pts 
25,27 = LOOO pts 
25,36 = LOOO pts 
25,43 = LOOO pts 

UNION OBJECTIVE 
SQUARES 

47,32 = LOOO pts 
47,36 = 1000 ptS 
49,41 = 1000 pts 
35,58 = LOOO pts 
27,63 = 1000 pts 

To receive points for an objective square, you 
must control it. Control is determined during 
Reinforcement Phases. To control an objective 
square, you must have 3000 men in or 
adjacent to it without any enemy units being in 
or adjacent to it. (Control of Confederate 
objectives 8, I; 14, I; and 23,1 requires 5000 
men in or adjacent to the square.) It is not 
necessary to keep units in or next to a square to 
maintain controL However, control is lost if 
any enemy unit, regardless of size, is in or 
adjacent to the objective square during a 
Reinforcement Phase. 

11.2 Victory Levels 
At the beginning of each rurn, a display will 
appear on the screen showing victOry levels 
and the scores needed to attain those levels. 

12.0 STRATEGY AND 
TACTICS 

Union Strategy: 
The Union is on the strategic defensive due to 

the large area he has to cover and protect. 
Initially the bulk of his army is far removed 
from the northern area where large quantities 
of victory point objectives are located. This 
victOry point area actually represents the 
supply lin e of the Union. 

Given his defensive position, the Union 
player shou ld set a defensive line from the 
northern bend of the creek to the northern 
edge of the map. Reinforcing divisions should 
march to the center using the primary road 
that runs straight north to south. Two or three 
divisions should be devoted to the southern­
most end of this line since this is the area the 
Confederates can strike the quickest 

After a few turns, it should be apparent 
where the Confederates are launching their 
main attack. Union reserves should reinforce 
the threatened areas. Counterattacks can be 
very worthwhile where local superiority can 
be achieved. 

If the Union can anticipate where the 
Confederate is committing his army, he can 
usually match the attack and even counter-



attack where the Confederate is weak. The 
Union, howeve r, has to be mindful of a 
Confederate sweep to the far north. 

If caught off guard, the Unio n will lose 
thousands of victory points in the north. On 
the other hand, the Union can't affo rd to 
co mmit large numbers o f men to uncontested 
territory. 

Command control can be a real problem 
for the Union. The ga me system encourages 
divisions and corps to operate close together. 
The Union has only three corps to cover a 
large area. Compromises and ca reful planning 
will be required for maximum command 
control. A significant advantage to the U nion 
is the primary road system that allows the 
Union army to shi ft relatively quickly and puts 
it essentially on interior lines. 

Confederate Strategy 
Initially, the Confederate is in positio n to 
move quick ly with a good po rtion of his army. 
The su rprise and uncertainty of what he does 
with his army is his greatest adva ntage over the 
Un ion. He cou ld str ike north, to the center, 
mass to the south, or a co mbination of the 
th ree. He must keep the Union guessing until 
he delivers a te llin g blow to the stretched-out 
U nion army. There are pros and cons to any 
approach. The good approach is the one the 
Union isn't expecting. Well planned feints 
cou ld keep the Union guessing and draw off 
va luable reserves. 

The nature of the road net and probable 
battle lines puts the Confederate on exterior 
lin es. Being on exterior lin es makes it difficult 
to shift the Confederate army quickly from 
one area of the battle to another. To maxi mize 
command control the Confederate shou ld 
group together d ivisions and corps. 

The examples below involve the brigades 
of Croxton, Connell, and Van Derveer of 
Brannan's Division of Thomas' Corps. 

During the Command Contro l Phase, 
THOMAS is declared as CONFIDENT and 
BRANNAN is CONFUSED. The brigades of 
BRANNAN are situated as follows (#4 is a unit 
from a different division, but same corps) : Keep 
in mind thata unit 10sesS command points per 
square away from its other half brigade, or 
division leade r, and loses 2 command points 
per square away from its corps commander. 

#1 #2 - -IlRANNAN 

#4 #3 - -THOMAS 

The #1 unit has the leader BRANNAN 
attached to it The #4 unit belongs to a 
different d ivision and has THOMAS attached 
to it 

At the north of the map are three objectives 
worth 5000 points each to the Confederate. A 
thrust to that area is a threat the Union must 
deal with and neutrali ze. The area up no rth 
contains many fi e lds and clear spaces. Bring up 
artillery to support your offen sive in that area. 
Sometimes it' s worth sending one o r two corps 
up north JUSt to further stretch and unbalance 
the Union defen e. Be wary of letting the 
Union infiltrate your lines and grab the bridges 
to the Confederate rea r that are worth victory 
pOints. 

Tactics: 
Below are li sted a number of suggest ions and 
hints to sharpen the tactical edge of the 
deployed armies. W ell conceived and thought­
out plans can be foiled and defeated with 
poorly executed manuevers. 

l. Artillery is a potent weapon. Its weakness 
is the exposed crew. Players will find that 
extended artillery bombardments will result in 
units low in ammo and morale. Rest your 
artillery. There are times when you shou ldn't 
fire until you see "the whites of their eyes". 
Before you assau lt an artillery position, be sure 
that the opposing artillery has been weakened. 
Artillery in woods firing at units in woods is 
grea tly reduced in its fire power. 
2. Flank shots not only give a bonus in fire 
combat, but give a significant bonus in melee. 
3. Watch fo r disrupted units. They can't fire 
most of the time and are reduced in melee on 
the defense (they can't even attack on the 
offense) . 
4. The Spence r rifles are lethal weapons. The 
Union com mand by Wilder have them. They 
are deadly at close range. 
5. Watch your command contro l. It has a 

COMMAND CONTROL EXAMPLES 
The #1 unit is a full b rigade that is 0 

squares in range from its divisional leader and 
2 squares from its corps Co mmander. It is 
docked 0 comma nd points fo r the halfbrigade 
(the brigade has no t broken down) , 0 com­
mand points fo r the divisional leader, and 4 
command points for the corps com mande r. Its 
base com mand control is 28/ 4 o r 7.0 which is 
rounded down to the maximum of 1.5 . 

The #2 unit 10sesO for the halfb rigade, IS 
for the division, and 8 for the corps. Its base is 
28123 or 1.2. 

The #3 unit loses 0 for the halfbrigade, 10 
fo r the division, and 4 for the corps. Its base 
is 28/ 14 which is rounded down to the 
maximum of 1.5 . 

Since THOMAS was declared CONFIDENT, 
no ne of the units of this corps lose additi onal 
points fo r the performance of the co rps leade r: 
BRANNAN however was CONFUSED sub­
tract ing 0.3 command control fro m each 
brigade in his division. This results in unit #1 
rece iving a final command contro l of 1.2, unit 
#2 a command control of 0.9, and unit #3 a 
command control of 1.2. 

[n the exa mple above, if THOMAS had 
been attac hed to #2 instead of #4, the special 
rule that units in the same sq uare o r next to a 
corp commander ignore the range of their 
division commander (divisio n range = corps 

tremendous effect in the game. Keep your 
brigades, divisions, and corps toge ther. 
6. Be careful where you place leaders. Their 
loss can be catastrophic to your command 
controL 
7. Keep in mind that enemy units wi ll lose a 
considerable number in captured men when 
they rout in an enemy ZOe. 
8. Melee is deadly in this game. All units 

invo lved are grea tly affected. It does put the 
matte r of who owns the square to rest -
quickly. 
9. Be awa re that in this ga me, advantages have 
been given to the attacker who moves next to 

the enemy, especia lly in woods. 
10. Watch the va rious mod ifie rs o n a unit's 
strength. A unit ca n very qu ick ly be reduced to 
practically nothing, given enough modifi ers 
app lied aga in st it. Be carefu l to rest fatigued 
units. Fatigue directly affects strength and 
brings a unit closer to the break ing point. 
Resting also brings effect iveness back up. 
II. Study the terrain and e levation of the 
grou nd you are fighting over. C lear lin es of 
sight, especially for arti llery, wi ll make a 
difference. 
12. Make sure you will have enough opera­
tion points to fi re and! or melee. 
13. Use double-time marching jud iciously. 
14. Fortify whenever you are not in co ntact 
with the enemy. Give you rse lf enough time to 
recover from the fa tigue. 
IS. Remember that the "NO FIRE" plot will 
allow a unit to fire at units next to him, but not 
any further. A handy way to conserve ammo 
and fatigue for 10ng- rangeJ arti lle ry. 
16. Units ca n plot fire into an empty sq uare in 
anticipation of enemy units moving into that 
square the next phase. This option allows you 
to contro l your fire on an advancing enemy line. 

range), would go into effect. This would result 
in the following command control va lu es: 

Unit#1 

Uni t # 2 

Unit #3 

HALF 
DIV 

CORPS 

=0 

=0 

=6 
BASE = 28/ 6 or 1.5 

CONFUSED = -0.3 
FINAL = 1.2 

HALF = 0 
DIV =0 
CORPS = 0 
BASE = 1. 5 (MAX) 

CON FUSED = -0.3 

FINAL = 1. 2 

HALF = 0 
DIV = 10 
CO RPS = 6 
BASE = 28/ 16 or 1.5 

CON FUSED = -OJ 
FINAL = 1.2 

The above exa mples illustrate the need for 
proper placement of division and corp com­
manders. It shows how a corps command er 
can bolster the control of a dispersed division. 

10 
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CONFEDERATE ORDER OF BATTLE 

lLR.' O~ E'lR' 
L'" N E'TR' ~QL \Rl L'I1' \~It 

0 8 AM 33,61 JACKSON 
2 8 AM 33,62 SMITH 
4 8 AM 32,62 MANEY 
6 8 AM 32,63 STRAHL 
8 8 AM 31,63 WRIGHT 

10 8 AM 26,62 ANDERSON 
12 8 AM 26,63 DEAS 
14 8 AM 25.63 MANIGALT 

16 2 PM 27,63 WOOD 
18 2 PM 27,63 L POLK 
20 2 PM 27,63 DESHLER 

22 4 PM 27,63 HELM 
24 4 PM 27,63 STOVALL 
26 4 PM 27,63 ADAMS 

28 8 AM 51,43 COLQUITT 
30 8 AM 49,40 ECTOR 
32 8 AM 49,38 WILSON 

34 8 AM 47 ,39 GOVAN 
36 8 AM 46,39 WALTHALL 

38 8 AM 38,55 BROWN 
40 8 AM 37,55 BATE 
42 8 AM 37,56 CLAYTON 

44 8 AM 34,57 GRACIE 
46 8 AM 34,57 TRIGG 
48 8 AM 34,57 KELLY 

SO 8 AM 35,47 FULTON 
52 8 AM 35,48 GREGG 
54 8 AM 35,49 McNAIR 

56 4 PM 53,33 KERSHAWS 
58 4 PM 53,33 HUMPHREY 

60 8 AM 35,45 SHEFFIELD 
62 8 AM 35,46 ROBERTSON 
64 8 AM 34,46 BENNING 

66 8 AM 51,21 WHEELER 
68 8 AM 41 ,3 1 DIBRELL 

70 8 AM 41.32 DAVIDSON 
72 8 AM 43, 1 SCOTT 

74 8 AM 34,61 CHEATHAM 
75 2 PM 27,63 CLEBURN E 
76 4 PM 27,63 BRECKINRIDGE 

77 4 PM 27 ,63 RESERVE 
78 8 AM 27,63 HINDMAN 
79 8 AM 37,57 STEWART 
80 8 AM 35,59 PRESTON 
81 8 AM 29,63 BUCKNER 
82 8 AM 36,49 LONGSTREET 

83 8 AM 43,32 C CORPS 

IIR\( . \Ilt 
lE \IlER 
1I0,U, 

25 
30 
IS 
15 
20 

10 
25 
10 

30 
30 
25 

30 
20 
30 

15 
10 
15 

10 
20 

20 
30 
20 

25 
5 
7 

10 
15 
15 

20 
7 

20 
25 
25 

7 
15 

7 
7 

# ( .L:" 

20 
12 
22 
16 
18 
15 
12 
23 
17 
24 

Ill\ 1'10' 
LI \Ilt R 

ME' \H. \I'O' tH Ill\ hlO' II \In R 1I0'L' lORI" U \1l~. R 

1285 RFL 90 CHEATHAM 30 POLK 
1500 RFL 90 CHEATHAM 30 POLK 
1\77 RFL 70 CHEATHAM 30 POLK 
1149 RFL 70 CHEATHAM 30 POLK 
1252 RFL 80 CHEATHAM 30 POLK 

1765 RFL 60 HINDMAN 30 POLK 
1842 RFL 90 HINDMAN 30 POLK 
22 15 RFL 60 HINDMAN 30 POLK 

1682 RFL 99 CLEBURNE 45 HILL 
1450 RFL 99 CLEBURNE 45 HILL 
1783 RFL 80 CLEBURNE 45 HILL 

14 13 RFL 99 BRECKENRIDGE 30 HILL 
897 RFL 80 BRECKENRIDGE 30 Hill 

1202 RFL 99 BRECKENRIDGE 30 HILL 

1400 RFL 70 GIST 25 \VAl VS:V 

500 RFL 60 GIST 25 WALKER 
1200 RFL 70 GIST 25 WALKER 

1200 RFL 60 LIDDELL 25 WALKER 
1837 RFL 80 LIDDELL 25 WALKER 

13 20 RFL 80 STEWART SO BUCKNER 
1085 RFL 99 STEWART 50 BUCKNER 
1352 RFL 80 STEWART SO BUCKNER 

1992 RFL 80 PRESTON 25 BUCKNER 
1536 RFL 50 PRESTON 25 BUCKNER 
1146 RFL 55 PRESTON 25 BUCKNER 

896 RFL 60 JOHNSON 25 HOOD 
1207 RFL 70 JOHNSON 25 HOOD 
1352 RFL 60 JOHNSON 25 HOOD 

1000 RFL 70 KERSHAW 20 HOOD 
600 RFL 55 KERSHAW 20 HOOD 

1200 RFL 80 LAW 25 HOOD 
900 RFL 90 LAW 25 HOOD 

1000 RFL 90 LAW 25 HOOD 

CAVALRY 

1200 RFL 55 ARMSTRONG 25 FORREST 
1800 RFL 70 ARMSTRONG 25 FORREST 

1350 RFL 55 PEGRAM 25 FORREST 
1700 RFL 55 PEGRAM 25 FORREST 

ARTILLERY . 

320 NAP 60 
192 N/ R 60 
352 N/ R 60 
256 N/ R 60 
288 N/ R 60 

240 N/ R 60 
192 N/ R 60 
368 P/ R 60 
272 N/ R 60 
384 N/ R 60 

tORP'" 
It\lltR 
1I0'L' 

20 
20 
20 
20 
20 

20 
20 
20 

30 
30 
30 

30 
30 
30 

30 
30 
30 

30 
30 

30 
30 
30 

30 
30 
30 

60 
60 
60 

60 
60 

60 
60 
60 

70 
70 

70 
70 

-
-
-
-

-

-

-

~ 

-

-

-

-



UNION ORDER OF BAITLE 

THOMAS 
THOMAS 

25 THOMAS 70 
25 THOMAS 70 
25 THOMAS 70 

50 THOMAS 
THOMAS 70 
THOMAS 70 

70 
70 

30 
30 

30 

30 
PALMER 25 CRITTENDEN 30 

_....;.;;.~_;.;;..;;;.....--.;;. _...;.V;.;A;;.,;N..,;C;.;L;,;;;EVE..;.,;;;. ___ 25;......_C_ RI;.;;,.TTENDEN 30 

158 
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CONFEDERATE ORGANIZATIONAL CHART 

ARMY OF TENNESSEE 
51,864 men (43,318 infantry, 2496 artillerymen, 6050 cavalry); 156 guns 

XXXX 

51,864 1 
156 guns BRAGG 

I 
XXX XXX XXX 

POLK H ILL WALKER 

12185 8427 6137 
54 !,tuns 34 j.!uns o guns 

XXX 

12185 
38 guns ... - .... -_ .. 

XXX 

6137 .1_W_A",lK_E_R_ .. ! 
Colquitt 1400 

Ector 500 

Wilson 1200 

XXX 

r-"!"'='::-::-:=::":'!!".., 16 

Anderson 1765 

Govan 1200 

Walthall 1837 

I 
I 

XXX 
BUCKNER 

8441 
27 guns 

81281 HOOD 

~ 
LONGSTREET ART. I ~~n s 

Fulto n 869 

Gregg 1207 

McNair 1352 

Kershaws 1000 

Humphrey 600 

Sheffield 1200 

RobertSon 900 

Benning 1000 

I I 
XXX XXX 

HOOD fO RREST 

8128 6050 
17 guns 24 guns 

XXX 

8427 
34 guns 

12 
guns 

Wood 1682 

L. Polk 1450 

Deshler 1783 

XXX 

8441 
27 guns .... - ..... - .. 

XXX 

6050 I FORREST 

Wheeler 1200 

Dibrell 1800 

Trigg 1146 

Kelly 1146 

~ 

22 
gu ns 

12 
gu ns 

CAV. ART. 

Davidson 1350 

SCOtt 1700 

I!~n' 



UNION ORGANIZATIONAL CHART 

ARMY OF THE CUMBERLAND 
50,576 men (44,504 infantry, 3072 artillerymen, 3000 cavalry) j 192 guns 

XXX 

THOMAS 

18733 
74 guns 

18 
guns 

Scribner 1879 

Starkweather 1567 

King 1634 

xxx 

,,::! G RAt ERI I 
XX 5086 

r-:::RT.""1 18 
~gllns 

Whitaker 2500 

Mitchell 11 36 

D. McCook 1400 

XXXX 

50,576 1 ROSECRANS 1 192 guns 

I 
I I I I 

XXX XXX XXX XXX 

McCOOK CRITTENDEN I I GRANGER MITCHELL 

9988 11897 
46 guns 54 guns 

XXX 

18733 1 
74 guns : THOMAS 

~ 
18 
guns 

Beatry 1098 

Stanley 518 

Sirwell 1139 

XXX 

9988 1 46 guns McCOOK ! 
10 
guns 

Carl in 11 15 

Heg 1118 

XXX 

11897
1 54 gu ns CRITTENDEN I 

12 
guns 

Buell 1321 

Harker 1391 

5086 
18 guns 

X 2200 

W ILDER 

Connell 1338 

Croxton 2279 

Derveer 1788 

Willich 1325 

Dodge 1030 

Baldwin 1500 

Cruft 1304 

Hazen 1467 

Grose 1685 

16 
gu ns 

18 
guns 

24 
guns 

XXX 

1800 
o guns 

E. King 1600 

Turchin 1633 

Lytle 1300 

Laiboldt 1300 

Bradley 1300 

22 
guns 

18 
guns 

---18 ..... __ guns 

S. Beatty 1384 

Dick 1122 

Barnes 1223 

"'" I MITTELL I 
Minry 1800 

14 



Numbers in parentheses refe r to diagonal 

m oves - directio ns 2, 4, 6, and 8 (l , 3, 7,9 o n 
the IBM key pad) . For the BASIC gam e, please 
igno re the n umbe rs and letters printed in 
gree n. ZOC stands for zone of contro l, whi ch is 
a warga ming te rm for the squares nex t to a unit. 
P = Pro hib ited and N/ A = Not A pplica ble. 

INF./ MTD. LIMB. UNLiMB. 
T ERRAIN / ACTION DIS. CAV. CAV. ART. ART. 

C lea r 

FielJs 

WooJ s 

BriJge [IJ 

SeconJary 
RoaJ s [2] 

Pri mary RoaJ s [3] 

Enter higher 
elevation 

C hange moJe to 
column , 
mounteJ, or 
limbereJ [4] 

Change moJ e to 
normal 
JismounteJ, or 
unl imbereJ [5] 

Enter o r leave 
enemy zoe 

Move ftom 
enemy zoe to 
enemy zoe [6] 

Forti fy 

Reorganize 

Melee (attacker) 

Melee (JefenJer) 

Fire in fire phase 

Notes: 

2(3) 1(2) 2(3) 

Z(3} 2(3} 3(5} 

4 (6} 4 (6} 8 (1 2} 

I (5) I (5) I (5) 

2 

+6 

2 

4 

+2 

+8 

8 
2 

2 

+4 +8 

N/ A 

4 4 

+1 + 3 

+5 +8 

8 P 

2 N/ A 

2 P 

2 2 

2 P 

P 
P 
P 
l' 

P 

P 

P 

4 

N/ A 

P 

P 

8 
N/ A 

P 
2 

4 

[I] U nits must be in column , mo unted or 
limbered mode to enter a br id ge square. 

[2] Regard less of o ther terrain in t he sq uare, a 
unit that moves fro m any road to a second­
ary road pays 2 operatio n points unless it is 
moving d iagona lly (direc tions 2, 4 ,6, and 
8) , in which case, it d oesn' t benefit fro m 
the road . T he u n it must be in column, 
mo un ted, o r lim bered mod e to rece ive 
the road be nefits. 

[3] The sa me as Note I except the cost is I 
ope rati o n poin t. 

[4] The cost for CAY A RT is 2 instead of 4 to 

limbe r. All units pay I o peratio n po int 
ex tra to change to these m od es in wood s. 

[5] The cost forCAV ART is 2 in stead of4. All 
units pay 2 operatio n po ints ex tra to 

change to these mo des in woods. 
[6 ] In ord er to be ab le to mo ve ene my ZOC to 

zoe, a unit must be mo ving in ro a fri endly 
occupied sq uare. 

FIRE AND MELEE 
STRENGTH MODIFIERS 

TARGET LOCATION 

C lea; 

W oods 

Fields 

Higher Elevatio n 

Bridge 

FIRE MOD. MELEE MOD. 

1.00 

0.60 

0.90 

0.70 

1.00 

1.00 

0.60 

0.90 

0. 70 

1.00 

FIRING UNIT'S LOCATION FIRE MOD. MELEE MOD. 

Bridge 

All O thers 

SPECIAL CONDITIONS 

Targe t un it is fl anked 

Firing unit is di sru pted 

Firing unit is " ro utin g" 

Firing artill ery 
in woods to woods 

Firin g uni t o ut of ammo 

MODES 

No rmal 

Column 

Mo unted 

Ro uted 

U nlimbered 

Lim bered 

Dism o unted 

0.60 

1.00 

OAO 
1.00 

FIRE MOD. MELEE MOD. 

1.50' 

0.50" 

0. 50 

0.20 
0.30" 

1.50 ' " 

0.50 

N/ A 

1.00 

0.70 

FIRE MOD. MELEE MOD. 

1.00 

0.30 

0.8 5 

0. 50 " 

1.00 

0.20" 

0.7 5 

1.00 

0.30 

2.00 
0. 50 ···· 

1.00 
0. 50 ···· 

1.00 

• During Fin al Defensive Fire, the modifer 
is 0 .5 fo r the fl ank ed unit firin g. 

•• May o nly fire during Final D efensive Fire 
and with these mo difiers. 

••• The fl anked d efender in Melee and Final 
Defen sive Fire has a mo di fier of 0. 50 . 
The flanke r has a m odife r o f \. 50. 

•••• May o nly defend in Me lee and with thi s 
modifie r. 

NOTE: The 0.20 fire modi fier given to Artil­
le ry firing from a woods square ove rrid es the 
0.60 modifier the targe t wo uld receive if 
loca ted in wood s. 

The Fire and Me lee strength modi fiers wo uld 
suppo rt the fo llo win g exa mples: 

I. A targe t unit in wood s o n higher elevat ion 
than the firing uni t wo uld result in modifi f' r of 
OA2 (0.7 X 0 .6) in the Fire Phases and the 
Melee Phases. 

2. A targe t unit fl ank ed by a firing unit in clear 
terrain wo uld ~ i ve the firin g unit a 1.5 m odi fier 
in the Fire and Melee Phases. In the Fire 
Phases, th e fl anked unit wo uld fire with a 1.0 
moJi fie r (if it had a tar~e t) but wo uld m elee 
with a 0.5 mo di fier. 

3. An artille ry unit in woods firing at a unit 
in wood s wo uld rece ive a 0.20 m od ifie r (not 
0.2 xO.6 - the 0.2 supersedes) . 

ADDITIONAL MODIFIERS 
FOR FIRE AND MELEE 

Leader Bonus: Direc t M odifier. A leader 
with bo nus of20 wo uld give a m odifier o f 1.2. 
Target Density: 1% mo re casualties per 50 
men when m o re than 1000 men are in the 
target square. 1% less casualt ies when less than 
1000 men. Maximum m odifie r of lA. 

Density of Firing Units' square: (no n­
artillery) If over 1000 men are firing fro m the 
square, a m odi fier of .OI per 50 m en over this 
number is applied (1 200 men = .96 m odifier) . 

Fortification Level: The firing unit is penal­
ized by 10% per level that the targe t is fo rtified. 
A fo rtifica tio n level of5 wo uld give a m odifier 
of 0. 5. 

Effectiveness: Semi- Direct Modifie r. Strength 
is reduced by .01 fo r every 2 po ints effec tive­
ness is be low 100. An effectiveness of 90 
wo uld give a .95 mod ifie r. 

Fatigue: Semi- Direct Mod ifie r. Strength is 
reduced by .0 1 fo r every 2 points of fa tigue. 
Fatigue of 20 wo uld give a modi fie r o f .90. 

Command Control: D irect Modifier. A 
rating of 1.1 wo uld give a mod ife r of \. I. 

Artillerymen: Each gun requ ires 16 artillery­
men to fully suppo rt it When artillery fi res, 
it receives a mod ifier propo rtionate to the 
number of men it has to man its guns. A U nion 
artill ery uni t with six guns would need 96 men 
to functio n fully. If it lost 19 men, the uni t 
wo uld rece ive a m odifier of 0 .8. 

Random Modifier: Modifie r of 1.3 to \.5 
determined rand o mly. 

Unit Outmaneuvered: Firing Unit rece ives 
modifer of .5. 

Successful Attack: Firing U n it rece ives 
modifier of \. 5. 

Scattered Artillery Fire: Arti llery rece ives 
mod ifier of .3. 

Maximum and Minimum Modifiers: All 
modifiers are cum ulative with a maximum of 
2.0 and a m inimu m of 0.2. 

A ll modifiers are cumulative as shown in 
the exam ple below: 

A unit firing un de r the condit ions below 
would rece ive the indicated modifiers (a ll 
mod ifie rs are mu ltip lied togethe r) . 

- Firer has 2000 men in square 
- Target in woods 
- Target has 3000 men in square 
- Fire r in co lumn mode 
- Fi rer has 75 effect iveness 
- Firer has I S fa tigue 
- Firer has leader bon us of I S 
- Firer has command con tro l of 1.3 
- Random m od ifie r is 1.3 

TOTAL 

= 0.80 
= 0 .60 
=IA 

= 0.30 
=0.80 
= 0.93 
= 1.1 5 
= 1.30 
= 1.30 

0.29 

A unit above with 2000 men wo uld fire with 
a strength of 580. (With ri fles at range one, it 
wo uld kill 23 men plus a random of 7 to I I. ) 

WEAPON/ RANGE CASUALTY TABLE 

RANGE IN SQUARES 
WEAPON TYPE ABBREV. I 2 j 4·6 7-10 

Rifle RFL 4 2 0 0 0 

Spencer SPN 8 4 0 0 0 

12 lb. Napoleons NAP 14 4 2 0 

12 lb. Napo leons/ N/ P II 3 
10 lb. ParrottS 

12 lb. Napoleons/ N/ R II 4 0 
3" Rifles 

15 

WEAPON TYPE ABBREV. 

12 lb. Napoleons/ NSP 
6 Ib. Smooth bo res/ 
\0 lb. Parro tts 

\0 lb. Parrots/ P/ R 
3" Rifles 

12 lb. lights/ 6 Ib. LJR 
James/ 3" Rifl es 

RANGE IN SQUARE; 
I 2 J " ·6 7 ·10 

12 5 2 I 

8 5 4 

10 5 0 

The number under the range column corres­
ponding to the pro pe r weapon type is the 
number of men suffe red as casualties per 100 
men firin g fo r small arms ( the top twO on 
the li st) and per o ne gun fo r the artillery. 
The casualties de rived he re are fu rther 
modified by vario us strength/ casualty values. 

© 1987 by Strategic Simulations, Inc . 

All Rights Reserved. 



DISRUPTION TABLE 

A unit has a chance of being disrupted based on the number of men in the unit and its number of 
casualties. The chart below gives some examples: 

CHANCE CHANCE 
MEN NO CHANCE WITH WITH 

IN UNIT OF DISRUPTION 20 LOSSES 40 LOSSES 

DISRUPTION RECOVERY 
TABLE 

Recovery from disruption is based o n com-
mand control and whether o r not a unit is in 
an enemy ZOe. 

NO IN 
COMMAND CONTROL ENEMY ZOC ENEMY zoc 

.5 35% 12% 

.6 40% 13% 

.7 45% 15% 

.8 50% 16% 

.9 55% 18% 
1.0 60% 20% 

1.1 65% 21% 

1.2 70% 23% 

1.3 75% 25% 

1.4 80% 26% 

1.5 85% 28% 

CHANCE CHANCE CHANCE CHANCE 
WITH WITH WITH WITH 

60 LOSSES 80 LOSSES 100 LOSSES 120 LOSSES 

58% 73% 100% 

53 68 100 
48 63 100 

43 58 100 

FATIGUE TABLE 

ACTION COST 

Fire Combat 
Infantry and Cavalry +4 
Artillery +6 

Melee Combat 
All units +5 

Enter clear terrain +1 
Enter fields + 2 
Enter woods + 3 
Enter road to road square +0 or +1 

(randomly 
dependent on 

effi ciency) 
Fortify +15 
Per 1 operation point +6 

of do uble-tim e 

MELEE RESULTS 

The attacker' s modified strength is divided by 
the defender's modified strength to determine 
the odds which govern the losses and retreats 
from melee. The odds of2 to 1 are considered 
the break-even point The defender or attacker 
(n ot both) may retreat according to the chart 
below. The defender is checked first and then 
the attacker {provided the defend er does not 
retreat} . 

% CHANCE % CHANCE 
ATTACKER DEFENDER 

ODDS RETREAT RETREAT 

<0.3 60 10 
0.3 to 0.49 50 ZO 
0.5 to 0.99 40 30 
1.0 to 1.99 30 40 
Z.O to 2.99 20 50 
3.0 to 3.99 0 60 
4.0 to 4.99 0 70 
5+ 0 80 

EFFECTIVENESS TABLE 

ACTION 

Unit moved onto by routing unit 
Unit suffers leader casualty 
Unit stacked with unit that routs 

Unit retreats 

Unit causes retrea t 
Per casualties of 5 men 

COST 

-8 
-5 
-15 

-3 
+ Z 
-1* 

* A unit with more than 600 men suffers 
proporti onately less effect iveness loss. A 
unit with 900 men would lose 67% less and 
a unit with 1200 men would lose 50% less 
effectiveness. 

RALLY 

Generally speaking, the higher the morale and 
command contro l a uni t has, the greater its 
chances to rally. See chart below fo r examples 
of percentages to rally. 

MORALE 
COMMAND CONTROL 25 50 75 

.7 62% 72% 8Z% 

.8 64% 74% 84% 

.9 66% 76% 86% 
1.0 68% 78% 88% 
1.1 70% 80% 90% 
1.2 72% 82% 9Z% 
1.3 74% 84% 94% 
1.4 76% 86% 96% 
1.5 78% 88% 98% 

l6 
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Union 
Artillery 

MORNING TO NOON SEPTEMBER 19, 1863 

Confederate 
Artillery 

Union 
Cavalry IZI Confederate 

Cavalry 
Reinforcement 
Squares 



Union 
Artillery 

AFTERNOON TO EVENING SEPTEMBER 19, 1863 

Confederate 
Artillery 

Union 
Cavalry IZI Confederate 

Cavalry 
Reinforcement 
Squares 

18 
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Union 
Artillery 

MORNING TO NOON SEPTEMBER 20, 1863 

Confederate 
Artillery 

Union 
Cavalry IZI Confederate 

Cavalry 
Reinforcement 
Squares 



Union 
Artillery 

AFTERNOON TO EVENING SEPTEMBER 20, 1863 

Confederate 
Artillery 

Union 
Cavalry IZI Confederate 

Cavalry 
Reinforcement 
Squa res 

20 



THOMAS AT CHICKAMAUGA 

~
)out 10:00 A.M. on Septem-

ber 20, 1863, Lady Luck rode up 
and kissed the Confederacy on the 

forehead. It was an opportune time. A short 
two months before, Lee's Army of Northern 
Virginia had been struggling to recover 
from its devastating loss at Gettysburg. In 
the West, Vicksburg had finally fallen -
and in Tennessee the Army of the 
Cumberland was engaged in an elaborate 
maneuver which would yield them Charta­
nooga without a major battle. For once 
Union hopes were bright and the Confed­
eracy see med to have fallen on evil days. 

But plans were in the works to change 
all this. In all theaters of operation 
Confederate lead ers had been struggling 
against superior numbers. At Chancellors­
ville the South had been outnumbered 
berter than two-to-one - and yet Lee had 
produced his greatest masterpiece of battle 
there. It see med the sa me everywhere. 
Superior numbers always for the North; 
only superior leadership or spirit keeping 
the South in the war. 

Now, taking advantage of their interior 
railroad lines of communication, The 
Confederates were rushing Longstreet's 
large corps to Bragg in Tennessee. There 
they would join with other reinforcements 
from the west and, superior numbers at last 
on their side, they would strike the Army 
of the Cumberland such a fierce and 
unexpected blow that it would disintegrate 
in the mountainous, forested terrain cut by 
often unfordable rivers. This would be no 
set-piece battle with the armies retiring 
afterward to rest and recuperate. This 
would be a battle of annihilation, with the 
Confederacy in sufficient force to destroy 
an entire Union army. Then Longstreet's 
men would ride their trains back to Lee 
before the Army of the Potomac was even 
aware they were gone. The momemtary 
dimming of Southern hopes would be 
reversed; the sun would sparkle once again 
upon her bravely fluttering battle flags. 

The plan was working' Longstreet's 
troops entrained and were shuttled west­
ward. Union General Rosecrans, confident 
after his masterful maneuvers had driven 
Bragg from Chattanooga, was barging ahead 
with his Army of the Cumberland to stick 
his head right into the noose. 

Battle was joined on the 19th of 
September. The fighting was indecisive -
but Longstreet's troops had not yet fully 
arrived. On the next day they were there. 
They lined up five divisions for a massive 
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assault on the Union right And then, with 
everything arranged for a Confederate 
victory, Lady Luck appeared in the form of 
a poorly conceived, fuzzily written, and 
spitefully obeyed order. Within a few 
minutes half the Union army was in wild 
retrea t - all semblance of order destroyed. 
Leaders later revered by history books 
(Sheridan not least among them) were 
thrown into a state of numbed shock and 
raced with their men toward the rear. 

It was the golden chance the Confed­
eracy had always lon ged for, had felt for 
once it deserved. The Confederates had 
solidly outnumbered the entire Union army 
- now they could turn all their vastly 
superior force aginst the small remnant left 
on the field and win their battle of 
annihilation. 

All that stood in their way was the 
already hard-fought Fourteenth Corps -
and one man standing on a hilltop. 

W
hen history is rushing madly on 
in one direction - only to 
plunge head-on into a man who 

seems by the force of his own character to 
change its very course - there must have 
been a long preparation for that moment 
Only in childhood dreams does pure luck 
alone, the being in the right place at just 
the right time, raise a man from obscurity 
to the status of history-changer. And a 
closer look assures us that that man and 
that hilltop had been waiting for each other 
through more than two years of campaign­
ing, and before that through a lifetime of 
preparation. 

The man was George H. Thomas, 
commanding general of the Fourteenth 
Corps of the Army of the Cumberland. 
And everything we know about him 
reverberates with a more solid tone than 
the pack of ego-driven, vain, self-deluding 
generals who captured the public eye and 
promoted themselves into high military 
positions - only to fail miserably when 
their moment of truth arrived. The 
McClelians, the Popes, the Hookers - they 
rode on stage with a flourish of tr·umpets 
and boastful words to the press. Not 
George H. Thomas. 

Everything about the man seems an 
enigma and a contradiction. History has 
given him scant attention - perhaps wisely, 
at least for the reputations of several names 
we are accustomed to speak with reverence. 
The glow attached to men like Sheridan, 
Sherman, Grant, and even Lincoln himself 
is somewhat diminished when one looks 
closely at their relationships to this far less 

well-known man. If we are to have great 
mythic heroes, perhaps it is for the best that 
men like George H. Thomas are kept in 
the wings, while others parade their 
rad iance before the audience. 

The long preparation might have 
begun when as a schoolboy in 
Virginia he secretly taught what he 

had learned each day to the black youth on 
his father's plantation. (So one source tells 
us - but then all the facts of his early life 
are shrouded in mystery. When he decided 
to remain loyal to the Union, his pure­
Virginia-bred siste rs turned his portrait's 
face the wall, asked him to change his 
name, and never spoke to him again.) 

A part of that preparation certa in Iy was 
his service with Za chary Taylor in the 
Mexican War. As a mere lieutenant lead ing 
a section of artillery at Buena Vista, when 
much of the infantry had routed and 
disaster appeared inevitable, he kept his 
section firing at Santa Ana's attacki ng 
thousands. Witho ut infantry support and 
ordered to retreat, he managed it by letting 
the natural reco il of the pieces drive them 
slowly and gradually backward. Infantry 
suppOrt finally arrived and the day was 
saved. 

When the Civil War came there was a 
mass exodus of West Pointers to the South. 
There had been, apparently, an elite within 
the Federal army based on Southern birth 
and West Point training. Thus highly 
competent Southern officers stayed in the 
military; those from the North got the point 
and soon went into o ther fields of 
endeavor. Thus it was that the Confed­
erates had the overwhelming sha re of top­
ranked Regular Army lead ers for their 
forces; the Union army had to spend years 
of sifting through in competents before 
finding men capable of lead ing their vast 
armies to victories in the field. 

When the massive shift of allegiance 
occurred, the members of the "club" 
(especially the Virginians) went over almost 
en masse to the rebellion. Virginians 
assumed their loyal son George H. Thomas 
(whom they had presented with a cere­
monial sword after his valorous deeds in 
the Mexican War) would rush to the 
defense of his home state. When he did 
not there was shock and disbelief. Then 
came the spiteful stories: he had tried to 
"sell" himself to the highest bidder; he had 
been controlled by his "Northern" wife; he 
was a weak and vacillating person, incapable 
of firm decision. (Most of these were put in 
writing only after he was dead and could 
not reply.) 



So the Virginia West Po inter stayed 
with his colors. One would think that a 
grateful gove rnment would have rewarded 
such loyalty with trust and immediate 
appointment to high rank. The truth is that 
he was accepted with much suspicion, lack 
of appreciation for his considerable talents, 
and even complaints in some quarters that 
he was a traitor secretly serving his native 
state. 

Unfortunately for the rumo r mo nge rs, 
many of the " loyal" politicians tended to 
lose battles, while men commanded by 
George H. Thomas tended to fight well. 
His military judgments tended to be 
embarrassingly borne out by late r conse­
quences. (As when he advised that General 
Patterson's forces sho uld be placed closer to 
McDowell's before Bull Run - if his 
advice had been fo llowed it wo uld have 
been the Union army that rece ived the 
crucial reinforcements late in the day of the 
first Manassas battle, and the headlong rout 
might well have been toward Richmond 
rather than W ashington). 

So despi te suspicion of his loya lty and a 
quiet pride that refused to pander for 
promo tio n, he gradually rose in rank. Then 
he had total command of one sma ll but 
crucial battle himself. The result was one of 
the very first Union victories at the Battle 
of Mill Spring. In a war of many partial and 
ineffective victories, this one was so 
complete that much of the Confederate 
artillery and stores had to be left behind, 
and the Southern troops were so demoral­
ized that much of their army evaporated in 
desertio ns. Yet in Linco ln' s announcement 
of the victory, against all previo us and later 
custom, the commanding general' s name 
was no t mentioned even once. 

Then Thomas became a leading sub­
ordinate com mander in G eneral 
Buell 's Army of O hio, which was to 

co mbine with Grant's forces to move on 
Corinth. Unfortunately the Battle of Shilo h 
intervened. G rant was caught in a way 
Tho mas never was and nearly defeated. But 
stubbo rn dete rmination by G rant and 
Sherman helped make up for their earlier 
failure; the Army of the Ohio began to 
arrive in time for some of the actio n, and 
the battle was retrieved. 

General Henry W. Halleck, a fussy 
political schemer often ca lled " O ld Brains" 
without much corrobo rating evidence, put 
Thomas in command of Grant's fo ur 
divisio ns in addition to his own. This was a 
sudden jump to army command over men 
his sen io r (Grant among them). Halleck 
thus humiliated Grant and Thomas had to 
bear the weight of Grant's active dislike 
because of it It was a possible route to 
higher command for Tho mas. His response 
was typical of the man. As soon as he could 
do so, he a ked to be returned to 
co mmand of his own division, giving up the 
command of five. Such be havior among 
Union generals was unheard of. There must 

be something wrong with this strange 
Virginian. 

Buell' s army was renamed the Army of 
the Cumberland, and Thomas took a very 
active part in the training of the new men 
who were coming in. This army became a 
disc iplined fo rce - far more so than the 
men who fo llowed Grant and Sherman. 
And before lo ng it would be tested aga inst 
the invading Bragg's army. 

Buell refused much of Thomas' advice 
and got himself in a bad situation where a 
Confederate force under Kirby Smith, in a 
lightning strike, was soon shelling C incin­
nati. The schemer Halleck, now risen to 
vague but powerful position in Washington, 
decided to replace Buell with Tho mas. 
Once aga in General Tho mas did the 
unhea rd- of thing: he sa id it was wrong to 
take the co mmand from a general who had 
planned an ac tion and was about to 
undertake it. Therefore he declined the 
command. Schemers like Halleck hard ly 
knew what to d o with such a man. 

Then BuelL who had do ne so much to 
organize and train the Army o f the 
C umberland, ruined his own career by 
showing he co uld not handle his army 
effectively at the Battle of Perryville. His 
three corps com manders were incompetent 
- and his o ne good battle leader 
(Thomas) was wasted in the fifth-wheel 
position of second-in-command. Now 
Thomas was ready to take command of the 
army. 

But now the schemers in W ashington, 
distrustful o f a man whose perso nal 
ambition was so much more under contro l 
than theirs, turned instead to General 
Rosecrans. In the Union army, apparently, 
you had to grasp when the grasping was 
good - and devil take you r scruples. 
Tho mas was, however, given command of 
the Fo urteenth Corps, one of three in 
General Rosecrans' army. 

Rosecrans moved his army fo rward to 
meet Bragg at Murfreesboro. The two 
co mmanders bo th decided to attack o n 
thei r left flank. The Confederates struck 
first and nearly tore apart Rosecrans' ill­
prepared right corps. Within a few minutes 
disaster was hovering over the Union force, 
its left corps se t for an attack it could not 
deliver and its right collapsing. But the 
center corps was Tho mas' Fo urteenth. It 
wa enough. Gathering and siting artillery, 
skillfully positioning his infantry, coordi­
nating the efforts of the remnants of the 
co rps on his right, Tho mas held firm. 
When that night everybody else was ta lking 
retreat, Tho mas, intermitently napping after 
his hard day of fighting, roused himself to 
declare, "This army can't retreat" Suddenly 
all ta lk of retreat quieted; plans were made 
to stay and fight. Soon thereafter Bragg 
decided to withdraw and leave the Un ion 
fo rces in possession of the field. Once again 

the Virginian had saved the day for the 
Union. 

Then Rosecrans began an elabo rate set 
of mane uvers that successfully forced Bragg 
to evacuate Chattanooga That was when 
the Confederacy made its momentous 
decision to heavily reinforce Bragg's army 
and lead Rosecrans' army right into a trap 
in which it could be annhilated. 

O
n September 9 Rosecrans was 

euphoric. He had just conducted a 
masterpiece of maneuver, forcll1g 

Bragg to yield the transportatio n hub of 
Chattanooga witho ut a battle. The Union 
army's three corps were already pursuing 
Bragg's retreating forces past Missionary 
Ridge and striking at the passe through 
Pigeon Mo untain. Push o n through fa st, 
Rosecrans to ld Thomas, who was at the 
center of the three "gaps." 

But Tho mas smelled a rat. Rosecrans, in 
his eu rpho ri a, seemed unconcerned that his 
three corps were widely separated - by as 
much as fifty miles. He had be lieved the 
Confederate deserters who had claimed 
Bragg's fo rces were in wild re treat. Thomas 
wasn't so sure. If Bragg were not in 
disorderly retreat, but being heavi ly rein­
forced and waiting for an opportunity to 

strike back (as was actually the case), the 
present dispersal of the Unio n army would 
give him a golden opportunity. He could 
turn his overwhelming fo rces against the 
three Union corps one at a time, 
annihi lating each in turn. 

So Tho mas intended to take his time 
about shoving his neck into what might 
turn o ut to be a waiting noose. He sent 
back a warning to Rosecrans that he had 
information of a heavy Confederate con­
centratio n o n the far side of Pigeon 
Mountain. Rosecrans replied sternly that 
Thomas was movin g far too slowly - he 
sho uld have passed through the Pigeon 
Mo untain gap some time before. 

On the morning of September 11 , 
Thomas till hadn't made an all-o ut push 
through the gap. His ord ers to his lead 
division were to gua rd against a possible 
flank attck from the north. He might have 
been read ing Braggs's own o rders for 
September 1 J. The latte r planned ro attack 
Thomas thro ugh the gap while a whole 
corps plus a division would pour down on 
him from the northern fl ank. If Tho mas 
had rushed to obey Rosecrans' o rders the 
destruction of the U nion army piecemeal 
wo uld have been a near certainty. 

Finally Thomas' warnings penetrated. 
Rosecrans sudd en ly rea lized he was in a 
desperate si tuation, with his army hopelessly 
scattered while facing a highly concentrated 
superio r fo rce. He gave o rders for the other 
two corps ro concentrate on Thomas' corps. 
But they were marching over treacherous 
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mounrain roads - wou ld they arrive in 
time? 

Bra~g, in an ideal situation for a total 
victory, was havinl-( his own problems. His 
subordinates, though there was no reason 
fo r it in their case, were being as ca utious 
as Thomas. Bragl-( would o rder h is com­
manders to attack - and they wo uld ho ld 
a co uncil of war and decide to delay. So 
the cliffh anl-(er situ ation was drawn out, day 
after day. 

The conce ntration of the Un ion a rmy 
in fact took five days, and on Septembe r 18 
it was still not in position to defend itself. 
But the hurry ing pieces were finally abo ut 
to coalesce into an army aga in. The lead 
elements of Thomas' corps reached C raw­
fish Sprin gs at 4:00 P.M. - on ly to find the 
Confed erates had extended their force 
miles to the north. If there were no 
powerfu l forces there in the morning to 
block them, the Confederate army would 
outflank Rosecrans army and strike its rea r, 
cu tting it off from C hattanooga. There was 
no thing for it but to make a hurried night 
march with men, artillery, and supply trains 
all crowded along the State Road moving 
northward. It was a march across the 
enemy's front, an extremely dangerous 
maneuver, but it had to be done if the 
Uni on Army was not going to be badly 
flanked on their left the next day. So the 
men and horses stumbled through the 
darkness while those who knew the 
situation held their breath and waited for 
disaster to strike. But when ea rly light came 
the leading units of Tho mas corps had 
arrived at their destina tion (the junct io n of 
the Reed's Bridge Road and the State 
Road) and were moving off the road in to 
Kelly Field, east of the State Road. 

Ea rly o n the morning of September 19 
both sides knew they were going to fight a 
battle - but each was very unclear about 
the enemy's situation. Bragg had thought he 
was moving a large part of his army past the 
Un ion left (or north) flank, and he 
anticipated a mass ive turning movement 
against little opposition here (as he was sure 
the bulk of the Union army was in the area 
of Lee and Gordon's Mill - about three 
and a half miles so uth of where the night 
march had taken the Union left flank). The 
Union office rs, for their part, knew little 
detail abo ut the posit ion of Bragg's force. 
The whole countryside in this area is rough, 
irregu lar terrain, mu ch of it cove red by 
trees. Visibility in most parts o f the 
battlefield was thus extremely limited, often 
to merely a few yards. It was nightmarish 
terrain for a worried general in command: 
nowhere could he get a view of the whole 
area; disaster might strike and he might 
never know it until the enemy was rushing 
in to his rear. 
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Thomas was informed by a subordinate 
co mmander that only one Confederate 
brigade had crossed C hickamauga Creek 
and was isolated there. This was way off the 
mark, for almost all the Confederate army 
was across and readying for the battle. But 
Thomas, o n the basis of the report, sent 
Brannan's division forward to see what it 
cou ld do with this "isolated" brigade. 

What Brannon's men found was a little 
more than had been figured on. In fac t, 
they met several brigades - of Nathan 
Bedford Forrest's cavalry, fighting dis­
mounted as infantrymen. Tho ugh the 
cavalry units had to waste one-fourth of 
the ir strength ho lding the ho rses in the 
rea r, there were plenty of men to hold off a 
brigade o r two. But other men were coming 
up from Thomas' second division in line, 
Gene ral Absolam Baird' s. Forrest fed in 
more men but sent a hurry- up ca ll for 
infantry support. 

It was Bragg's turn to be shocked. He 
had thought he had the Union army 
complete ly ou tflanked on the no rth - and 
here was enemy infantry extend ed way past 
his own northern fl ank. There was nothing 
to do but feed the infantry as fast as 
possible. 

For some hours that's what both 
Thomas and Bragg did. The fighting 
wavered back and fo rth in the area 
enclosed o n the west by the State Road and 
on the east by C hickamauga C reek. Bragg 
was not in the most enviable position -
with an alm ost unfo rdable creek at his 
back. His advantage was that he probably 
had sufficient fo rce to keep from getting 
pushed back aga inst that creek. 

When Thomas became aware that 
Brannan's men were fighting cavalry, he 
sensed a chance to strip the initiative from 
Bragg. If eno ugh fo rce was quickly added to 
the attack, they might be ab le defeat each 
re info rcing infantry element as it was rushed 
into position. 

But Rosecrans disagreed. He was not at 
all sure of where the enemy rea lly was -
better to take a good defensive position 
and see what wo uld happen. 

Forrest had been pushed back at first, 
but by 10:00 A.M. he was beginning to get 
solid infantry suppo rt, and then Thomas 
became uncertain of his own ab ility to 
ho ld. He asked for a division from 
C rittenden's Corps, stationed on his right. 

The battle see med to take on a life of 
its own, drawing units into actio n as 
re info rce ments to save o ther units from 
being overwhelmed. The fighting gradually 
grew nearly continuo us; casualties were 
heavy; pandemonium seemed to reign 
everywhere. Artillery was overrun and 
recaptured. Divisions from different corps 
were intermixed as they were fed in as 
needed and ava ilable. Thomas started the 
battle with twO of his own diviso ns on his 
left flank (Brannan's and then Baird's); 

Johnson's division from McCook's Corps 
was rushed in to save Baird's flank; Palmer 
(Crittenden's Corps) then had to help out 
Johnson but was soon outflanked; Van 
C leve (Crittenden's Corps) tried to help 
Palmer but was in turn forced to retreat; 
Reynold's division (Thomas' Corps) finally 
got into action but could not swing the 
tide; next Davis' division of McCook' s 
Corps went in but had to be assisted 
by W ood's division (Crittenden' s Corps). 
Later in the afternoon Sheridan's division 
(McCook's Corps) had to be used to help 
out W ood. During the day Thomas had 
asked that his one remaining division 
(Negley's) be sent to support his left; by the 
end of the day this division sti ll had not 
arrived from its o riginal position far to the 
right. 

I
n all this seesaw of attack, retreat, and 

counterattack, there seemed very little 
actual gain being made - although the 

lines might advance and retreat up to a 
mile at a time. Thomas was concerned that 
his left flank hold firm - and at the end of 
the day it was still intact. There had been 
some near things along the line but no real 
breakthrough. About the middle of the 
afternoon, Bragg had switched hi attack 
from Thomas' left to the the gap on his 
right between his men and Crittenden's. 
There Van C leve's division was forced to 
fall back and Confederate troops were 
finally in the State Road. Contact was 
temporally lost between Tho mas' and 
Rosecrans' headquarters as the Confed­
erates penetrated to within a short d istance 
of Rosecrans' command post. Here for a 
moment was something really se rious. 

Hazen's brigade of Palmer' s division was 
replenishing ammunition when a ca ll for 
help came from Van C leve. Hazen promptly 
formed up his men and struck south into 
the enemy attack. When it looked as if his 
men were go ing to break, he qu ickly 
co llected twenty cannon, conscripted pass­
ing stragglers for infantry support, and 
stopped the Confederates' momentum. 
Then more of Crittenden's men joi ned in 
and pushed the attackers back of the State 
Road - though the sun had nearly set 
before the road was again clear. 

Bragg had one more blow to strike, 
however, before the long day was over. 
This was another attempt to send an 
attacking force around the Union's left. It 
was about sunset before General C leburne's 
Confederates were in position. Then they 
came on in the ga thering gloom with a 
sudden, screaming attack that seemed about 
to co llapse the left hinge of the line. They 
pushed it back and swept around and even 
behind it. Thomas, on the southern end of 
Kelly Field at the time, heard the 
commotion and rushed to the threatened 
area, picking up Palmer's divison as he 
went. It was a hard-fo ught, confused scuffle 
in the dark, with trOOps often firin g in to 
their own men, but although some of 
Cleburne's men had temporarily advanced 



as much as a mile, when it was over the 
Union line had held its position. 

It was time to take stock and try to 
patch things up fo r the the next day's 
fighting. Rosecrans called a council of war 
and Tho mas, exhausted from the the long 
day's crises after two nights without sleep, 
attended but nodded off until a question 
would be directed at him. He answered 
always the same: " I would reinfo rce the 
left." 

There was li ttl e rejo icing among the 
Union genera ls. They had just been hanging 
on and they knew it. Rosecrans refu sed to 
accep t T homas's suggestion that the Uni on 
right be d rawn back to Snodgrass Hill in a 
positio n at right angles to Thomas's line, 
which was now being heavily forti fied. But 
this movement wou ld have req uired the 
abandonment of a Union field hospital. In 
light of the events about to occur, Thomas's 
suggesti on seems remarkably prescient. 

The comma nders returned to their units 
and the armies prepared fo r the long, 
unco mfortable n ight (the wea ther had 
turned cold, most of the Union soldiers 
we re without wate r to q uench their thirst, 
while some of the Confederates were 
shivering in uni fo rm s'still wet from crossing 
C hicka mauga C reek). Both sides had to 
suffer the groans and screa ms of the 
tho usands of woun ded who could not be 
reached between the lin es. Tho mas lay and 
stud ied his map by the light of a fire. At 
2:00 AM. he received word that Baird' s 
troops, now on the extreme left, d id not 
reac h as far as the Reed Bridge Road. He 
made a note to do something about that as 
soon as it was ligh t. Now there were a few 
ho urs when sleep co uld, fo r a lucky few, 
blo t o ut the confused stru ggles of the day 
past and the o mino us fears of the day to 
co me. 

At 6:00 AM.Thomas was up and again 
requ esting that Negley's brigades be hurried 
to him to bo lster his inadequate left flank. 
If he could just be assured that flank wo uld 
ho ld, his line looked reasonably firm. He 
had Baird's divisio n o n the left, well in 
advance o f the State Road; Johnso n' s came 
next, with two brigades in line and one in 
reserve; Palmer's di vision was on Johnson' s 
right, two brigades in line and one in 
reserve; next was Reynold' s division, which 
bent back to the sou theast and crossed the 
State Road. Because his third brigade was 
detached, Reyno lds collected about half his 
regiments and kept them back as a reserve. 
Brannan, whose division had been roughly 
handled on the previous day, had been 
pulled back as corps reserve - then moved 
forward again to extend Reynold's line. 
Brannan had twO brigades in line facing 
sou th and one brigade pu lied back as a 
reserve. Thomas' line was thus a solid 
one, bolstered by timber barricades in 
many places, and with adequate divisional 
reserves. There was no corps reserve, 
however - and the left flank was hanging 
in the air with no natural barrier and no 
reserve. 

There was, however, an army reserve. It 
consisted of C rittenden's two remaining 
divisions: W oods' and Van C leve' s. 

As the right win g of the army, 
McCook' s C orps extended Tho mas' line to 
the south with the divisions of Negley, 
Davi s, and Sheridan, plus Wilder' s brigade 
(previo usly detached from Thomas' corps). 
There was o ne other small fo rce, com­
manded by G eneral G ranger, which Rose­
crans had o rdered left some miles in the 
left rear near Rossville. It was to protect the 
route to C hattanooga - but its com­
mander had been waiting im patiently for 
orders all during the previo us day. Thomas 
requ ested that this force be kept near 
enough to support his left flank if necessary. 
But no orders had been sent by Rosecrans. 

Wi th the coming of light the Confed­
erates we re scheduled by their command er 
to begin o perations early. All Longstree t's 
troops (incl uding th e commande r, who had 
arrived d urr ing the night) were at last on 
the fi e ld and we re placed as the so uth wing 
of Bragg's arm y. Polk commanded the north 
wing and was to begin the attack. But the 
usual foul- ups occurred and the attack had 
to be delayed until nea rl y 10 :00 AM. 

A
the sky grew light Bragg 

expected to hear the sound of 
battle from his right. He had 

changed his command structure after 
General Lo ngstree t had arrived with the 
rest of his men during the night: the army 
was divided into two win gs, with Polk 
commanding the right and Longs tree t the 
left. Po lk was to initiate the ac tion shortly 
after daylight. 

But the expected roar of guns did nor 
occur. Bragg waited impatiently. Still no 
sound of guns. Finally in exasperation he 
sent to see what was wro ng. The messenger 
fo und Polk just preparing to eat breakfast. 
One of Po lk's corps co mmanders, D. H. 
Hill, had no t been properly informed and 
his troops were not ready. Mo re delay. 
Ho urs went by. It was 9:45 befo re the 
belated attack was fin ally launched. 

Breckinridge' s division led off on the 
extreme right. There he was met by Bea tty' s 
brigade of Negley's division (Tho mas had 
been waiting for the who le division; he was 
lucky to get even the one brigade in time). 
Breckinridge' s men po ured into and around 
Beatty's gamely fighting brigade. With 
Confederate troops in front, on the left 
flank, and even behind them, Beatty's men 
were punished severely but did not collapse. 

Meanwhile the attack had been ex­
panded to include Polk's o ther troops. Here 
Thomas' men were in much better shape. 
Many log breastworks had been erected, 
and from behind them the Union men 
were able to stop the attacking Confed­
erates. But trouble was fast building 
elsewhere. 

Rosecrans had previously ordered Negley 
to shift to the left flank, where Thomas 

wanted him. But before Negley could move 
OUt of the line, he had to wait for W ood's 
d ivision to replace him. And W ood had 
not appeared. Learning of thi s, Rosecrans 
fo und General W ood and angrily de­
no unced his fa ilure to fo llow o rders q uickly 
eno ugh. Wood moved off to carry o ut his 
o rders - holding back his own fee lings of 
anger at such a publ ic rep rimand. T his 
li t tl e event wo uld have terrible conse­
quences in just a few more minutes. 

A staff officer, rid ing along the Union 
lin e a sho rt time later, could see no troops 
between Reyno ld's and W ood's divis ions. 
This was serious - an apparen t gap of a 
quarte r- mile in the battle li ne. (There was 
no gap: Brannan's men were there, bu t back 
amo ng some trees where they were 
hidd en.) The staff office r in fo rmed T ho mas 
of the "hole" in the line, and Th omas 
immediate ly sent the in format ion to Rose­
crans. Apparently Rosec rans did not have a 
clea r sense of the o rder in wh ich his 
divisions were placed, fo r he had the 
fo llowin g order sent to W ood: "The 
general command ing d irects you close 
on Reynolds as fast as possible, and support 
him." 

Ge neral Wood read the order and was 
bamed. Brannan was to his left. Reynolds 
was further on somewhere. He did not see 
how he co uld "c lose" o n Reyno lds without 
pulling back and go ing arou nd behind 
Brannan. Rosecrans' headquarters was 
nearby - it wo uld have bee n easy to verify 
the order quickl y. But o nly a short while 
before Wood had been publicly rebuked for 
moving too slowly. Should he delay 
carryin g out this peremptory o rde r to check 
its meaning with his commander? No, that 
was too much. He would obey it as li tera ll y 
and as quickly as possible. He started the 
process of moving his division out of line 
and to the left. 

Just at this time Longstreet was 
preparing to se nd three divisions crashi ng 
into the Unio n right. Suddenly it looked as 
if the Uni o n army had opened up a ho le 
fo r them. Wood had moved o ut; Davis, 
who had been ord ered to replace W ood, 
had not yet arrived. Lo ngstreet saw the gap 
and headed his men toward it 

Meanwhile, two of Sheridan's bri gades, 
no t far to the south, had been o rd ered to 

move to the no rth in support of Tho mas. 
Lady Luck had really smiled on the So uth. 
Three o f Lo ngstreet' s divisio ns would be 
plunging in to a gap and strikin g two who le 
divisions and two brigades of a third - all 
in moti on to the flank. 

The Confederates came o n with a rush 
into the gap, striking the confusion of 
Davis' , Wood's, and Sheridan 's maneu­
vering ranks - and sending them flyin g. 
The Union line that had been so carefully 
preserved during the first day of battle and 
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up until nearly noon of the second was 
splinte red and half of it demolished within 
a few minutes. 

It all happened so fast nobody could do 
anything. In almost no time Rosecrans' 
headquarters was overrun, with the com­
mander barely clearing out in time t~ avoid 
captu re. Within minutes the Dry Valley 
Road (the only road to the rea r from this 
sector) was crowded with fleein g men, 
horses, wagons, guns - all the wreckage of 
a defeated army in flight To make matte rs 
worse, the the road narrowed to go through 
McFa rland' s Gap (which was the on ly way 
across Miss io nary Ridge in the a rea). So the 
flee ing mob jammed up in the bordeneck 
until nothing was moving. 

Rosec rans, shocked at the sudden turn 
of evt! nts, rode back with the mob. At 
McFarland's Gap he mt!t his chief of sra ff, 
James A. Garfield. He to ld Garfie ld to go 
back to C hattanooga and try to organize 
the retrea ting army to defend the c iry -
while ht! himsdf tried to reach Thomas 
back on the battlefield. Garfield protested 
that Rosecrans should be the one to 
organize the defenses in Chattanooga; 
Ga rfield himself wou ld go to Tho mas with 
any necessary instru ctions. 

Rosecrans, now in a nearly hopeless 
state of shock, agreed witho ut argument So 
he rode back to C hattanooga and a ruined 
military ca reer. Garfie ld rod e back to 

Tho mas and later became President of the 
United Sta tes. Of such small decisio ns an: 
careers mad e or broken. 

B
ack o n the battlefield Thomas' troops 

stood by theIr arms and could on ly 
wonder what all that thunder of 

battle o n their right co uld mean. For the 
lin e, down a long the State Road had 
repelled all attacks, taking a terrible to ll of 
Confede rate casualti es from beh ind the log 
barri caLles. 

Thomas himself had been keeping a 
ca refu l eye on his endangered left flank. 
Thert! Bt!atry's brigade was in perpetual 
danger of encircl t! ment from its open left 
Hank. Nt!gky's other two brigades had been 
ca lled for long before but had never 
showed. Then Tho mas had asked that 
She ridan' s division be sent from the right 
wing to support the tottering left Hank. 
(Rosecrans had agreed - but those were 
the twO brigades which were just startin g 
o ut when they were engu lfed in the 
co llapse of the who le right wing of the 
Union army. There would be no help 
there.) 

Anxious fo r the arriva l o f some support, 
Thomas decided he would have to ride 
himself to find o ut what was delaying 
everything. He rode so uthward along his 
line, toward the terrific din of battle 
co ming from the right He passed the 
divisions of Johnson and Palmer, still 

ho lding well in thei r positions. Next was 
Reyno lds. There he found so me of W ood's 
troops (moving to "support" Reyno lds, as 
the Rosecrans' catastrophic o rder had 
commanded). Thomas countermanded the 
o rder and sent Barnes's brigade, the first of 
Wood's troo ps to arrive, on the run to give 
the much- needed support to the open left 
fl ank. That should ho ld the situation in the 
north for awhile. But what was all this din 
in the south - which seemed to be 
moving more to the west with every 
minute? 

It was now so mewhere around noon 
(a ll sense of real time had been lost; 
Tho mas thought it was at least 2:00 in (he 
aftern oon). He was still hoping to see 
Sheridan's troops coming to his support He 
found Harke r' s troops (Wood' s second 
brigade to arrive) and stood with the 
bri gade commander watching a host of 
blue-clad soldier moving toward them. That 
must finally be Sheridan. 

But some Confederates had been see n 
wearing b lue uniforms earlier; Tho mas 
o rdered the colo r bearers to wave the ir 
flags for identification. They did and a hail 
of bullets greeted the action. Here on the 
right, the " safe" wing - the gro und was 
swarming with Confederate troops! 

And he re was Tho mas' first knowledge 
of his own ca tastrophe about to happen. 
Here it must have first come to him that he 
alone was in co mmand o n the battlefield -
with at least half the army shattered and 
gone heaven knew where. It was the kind 
of paralyzing shock that Rosecrans had 
been hit with a few moments before; the 
kind that had made Hooker a broken man 
when he had first seen Jackson's men 
appearin g from nowhere on his right flank 
at C hancello rsville. And most men, facing 
such a mo ment, can only stare he lplessly in 
disbe lief. It is no t the moment they wanted 
o r antiCipated - but it is the mo ment they 
have lived their lives preparing for. 

Now the man who had defied all 
conventional loyalties to stay with the 
Union, the man who had fought so many 
unrecognized battles, the man who had 
twice decl ined higher command because he 
felt his advance would have been taken 
unfairly at someone else's expense - that 
man must take over and carry on with 
whatever resources his past had prepared 
him fo r. 

Three nights with hardly any sleep, a 
day and a half of hard fightin g, his own line 
finally secu red - and now this! Now there 
was no time for strutting poses, e laborate 
excuses. Now there was only time for a 
man' s hard inne r core of characte r to 

emerge and take command. 

Quickly he saw what must be done. 
His own front along the State 
Road was he ld secu rely. Something 
had to be improvised for the 

broken fl ank. He glanced behind him. 

There was the imposing bulk of Snodgrass 
Hil~ perhaps three-quarters of a mile away. 
That was where he had o rigina lly recom­
mended the righ t wing of the army be 
placed. Now that would have to serve as 
the ancho r for the broken wing. 

But where would the troops come 
from? (The ones who should have been 
there were now racing down the Dry Valley 
Road towa rd Chattanooga.) Well, when 
you don't have what you need, you must 
make do with what you have. Thomas rode 
to Snodgrass Hill and took stock. Brannan's 
division (what was left of it - one brigade) 
was there. It was a beginning. He had 
Harker' s brigade of Wood' s division (which 
had moved no rth early enough to escape 
the ro ut) . Hazen's brigade, which had been 
near the south end of the State Road line, 
was moved up higher on the no rtheastern 
slope o f Snodgrass H ill. For the rest, the re 
was a mass of men - pieces of regiments, 
individ ual o ldiers and officers who had no 
unit but refused to give up the stubborn 
need to stand here with their grim-faced, 
sto lid commander, who was apparently 
everywhere at once but never in a hurry, 
carryin g the full responsibility but nor too 
busy for a word of gratitude for a soldier 
stand ing to his duty. 

Somehow a skeleton line was impro­
vised on the ridge facing south - JUSt in 
time to meet the first charges of Longstreet's 
exultant men. Firing furiously, the skeleton 
line held. But they knew more and heavier 
charges would come as Longstreet directed 
more of his victo rious thousands against 
this hopele sly oumumbered few. 

And that was not all. The ammunition 
wagons had been caught up in the wild 
retreat of the Union right wing - and 
already there were cries fo r more ammo. 
The quick searc h of the dead and wounded 
for such ca rtridges as they had on them had 
begun. 

uddenly another problem appeared. 
While his few units were desperate ly 
fending off anacks on Snodgras ' Hill from 
the south, Thomas had his attention 
directed toward a dust cloud being raised 
from the northwest It was marching men 
all right - but whose? If they were 
Confederates then the ci rcle would be 
complete, all avenues of escape e radicated. 

Still no one cou ld make out what 
colors these men were marching under. An 
aide finally braved sharpshooter fire and 
rode toward the advancing column s. In a 
few minutes he was back. They were Union 
soldiers! G ranger's " reserve" corps - the 
small force of on ly three brigades Rosecrans 
had o rde red to stay near Rossvi ll e. Granger 
had waited a ll day on the 19th and all the 
next morning - anxious to be on his way 
to the sound of the guns. When no o rde rs 
arrived he finally de termined to ente r the 
battle, orders o r no o rders. Leaving only 
one brigade to guard the Rossville gap, he 
was now coming with Steedman's d ivision 
as fast as his men could march. 

Re lief flooded through the officers 



watching from the ridge. The force was 
small - but what a welco me sight it was! 
These men could help fill the gap between 
the ridge force and the other men still 
down there holding the State Road line 
(there was abo ut three-quarters of a mile 
between the twO lines, and it i very 
difficult now to understand why the 
Confederates didn't simply walk through at 
this point But it was far fro m clear terrain; 
trees obscured the view in many places and 
in the confusion of the battle this section 
was being large ly ignored). Still - at any 
moment an attack there might reveal the 
hole to the Confederates. 

But Thomas was no t to be allowed the 
luxury of a continuous line. Befo re 
Steedman's infantry had reached their 
position, Thomas had an urgent ca ll from 
the west edge of his Snodgrass Hill line. A 
mass of Confede rate artillery and infantry 
were preparing for a grand assault Brannan's 
few remaining men co uld not be expected 
to hold them again. They had been 
fortunate to have one regiment with Colt 
revo lving rifles, and these men had been 
stopping the assaults cold with rapid fire 
that Confederates afterward sa id they were 
sure ca me from a whole division. But this 
new mass would be too much for them. 

In a moment Thomas made the 
dec ision. Steedman was o rdered to counter­
march his men to the west end o f the ridge 
and stop the assault which was now under 
way. Desperately he rushed his men to the 
threatened area. Befo re he co uld get them 
there the Confede rates had pushed their 
way to the very top and had their colors 
pIa nted the re! 

There was no thing else for it Steedman 
grabbed a flag and led the charge of his 
men up the slope to the end of the ridge 
now occupied by Longstreet's men. With 
no artillery suppOrt of any kind, rushing 
helter-skelter together in a mad rush, 
Steedman and his men took the section of 
the ridge back. Then they held it as the 
Confederates counterattacked. The toll was 
devastating - nearly half the division los t 
in twenty-five minutes. But the ridge line 
had been restored. 

The battle roared o n. Longstreet's 
seventeen brigades against a scant half­
dozen weakened but dete rmined Union 
brigades. Slowly the sun crept down the sky 
- it seemed to the men it hardly moved 
for hours. Tho ugh the State Road line had 
been having a fairly quiet time of it, the 
men on Snodgrass Hill could hardly say the 
same. But at least Steed man had brought 
90,000 rounds of ammunition with them 
- so the nearly empty cartridge boxes 
could be partially replenished. 

About this t ime Garfield, Rosecrans' 
chief of staff, arrived at the ridge after a 
perilous journey. He had brought authoriza­
tion from his commander for Thomas to 
withdraw. The orders were of little use 
now. To begin a withdrawal in the midst of 
this fight for survival would doom the 

whole remaining part of the army to 
destruction. Thomas knew his only hope 
lay in holding out till sundown. So he 
continued to ride back and forth directly 
behind his men, barely holding on to the 
ridge. 

Down by the State Road line, mean­
while, the division commanders were 
puzzled about what to do. All sortS of 
rumors were flying about the rest of the 
army had fled; Thomas was killed; everyone 
else had collapsed and left them there. 
What should they do? It was suggested that 
the senior general take command and try to 
ge t them out. But not one of the division 
co mmanders would agree to take the 
responsibility of starting the retreat. Thomas 
had placed them there and there they 
would stay till he ordered them o ut. 

Finally word came. Thomas was still in 
command. The army would retrea t in good 
o rder - beginning with the men down in 
Kelly Field by the State Road. 

It was not an easy thing. Po lk, 
commanding the Confederate right wing, 
finally got his men set for another attack -
just as the pull-out started. And at the same 
time Longstreet's reserve came in for a final 
assault up Snodgrass Hill. 

To make matters worse. just as 
Reynolds' division was leading the way out, 
Thomas became aware that Confederate 
troops had come around the left flank again 
and were in the space between the State 
Road and Snodgrass Hill. This would be 
truly disastrous for all the men who had to 
get out of the State Road line. Thomas got 
T urchin's brigade of Reynolds' division 
lined up facing their former rear and had 
them attack toward Snodgrass Hill. In a 
spirited charge the brigade cleared the area, 
taking 250 prisoners. The way out was now 
open aga in. 

As the men who had been o n the State 
Road cleared their forward area, those on 
Snodgrass Hill were also being withdrawn. 
some toward McFarland's Gap, others 
toward Rossville. It was unfo rtunate that 
the rear guard, three regiments of Brannan's 
division (which seems to have been in the 
thick of the fighting for most of the twO 
days), had to be hit with another attack 
before they could pull back. They had no 
ammunition left - but they had to de lay 
that charging mass coming at them. What 
sho uld they do? 

"Charge bayonets," Granger. the officer 
left in command of the rear guard, ordered. 
Out came the bayo nets to be clamped on 
empty rifles. The o rder to advance was 
given, and with a cheer the men rose up 
and rushed down at the attack ing ho rde. 
Amazed, the Confederates were temporarily 

stopped. But the men with empty rilles 
could do little e l e. Some, hav ing fought 
their way thro ugh the Confederate line, 
could only tum and tr{ to fight their way 
back out again. Over 200 were killed o r 
wounded; over 500 were captured. But the 
Army of the Cumberland was away. The 
men had fought their longest day and 
survived - under the man they had all 
come to trust as the "Rock." They had not 
won a victory - but they had fo ught until 
the "victory" of their enemies would be an 
empty one. 

It was a technical Confederate victory. 
But it marked the end of any rea l chance 
for the Confederacy to defeat the Army of 
the Cumberland. And a glance at the 
co mparative casualty fi gures is surprising: 
Union, 16,169; Confederate. 18.454. Even 
though half the Union army was thrown 
into a ro ut (in which one would expect 
losses to be very high), the northe rne rs 
actually inflicted mu ch mo re damage than 
they received. 

Thomas was given command of the 
army. And a sho rt time late r the Confed­
erates were driven away from C hatta nooga 
- with the help of Grant and Sherman. 
bur with Thomas's troops winning the key 
victories. 

BIBLIOGRAPHY 
Freeman C leaves. ROCK OF CHICKA­
MAUGA: The Life of General George H. 
Thomas. Greenwood Press, W estport, 
Connecticut, 1948. 

Henry Coppe. GENERAL THOMAS. D. 
Appleton and Company. New York, 1895. 

Jerry Ko rn and the Edi to rs of Tim e- Life 
Books. THE FIGHT FOR C HATTA­
NOOGA. Tim e- Life Books, Alexand ria, 
Virginia, 1985. 

Francis F. McKinney. EDUCATION IN 
VIOLENCE: The Life of George H. Thomas 
and the History of the Anny of the 
Cumberland. W ayne State Un ivers ity Press. 
Detroit, 1961. 

Richard O·Connor. THOMAS: Rock of 
ChickamaugCL Prentice- Hall. Inc., New York, 
1948. 

U.S. W ar Dept. WAR OF THE REBEL· 
LION: The Official Records of the Union and 
Confederate Amlies (Vo!. XXX, Series I, II , 
and III) . Government Printing Office, 
Washington, D.C., 1890. 

Glenn Tucker. CHICKAMAUGA.Morn ing­
side. Dayton, 196 1. 

Robert U. Johnson and Clarence C. Buei 
editors. BATTLES AND LEADERS OF 
THE CIVIL WAR, Vo!' Ill. Castle, 
New York, 1956. 

OFFICIAL ATLAS OF THE CIVIL WAR . 
Thomas Yoseloff, New York , 1958. 

26 



CREDITS 

Game Design 
Chuck Kroegel 

Game Programming 
David Landrey 

Game Development 
Chuck Kroegel, David Landrey, 
Joel Billings, and Keith Brors 

Computer Graphics 
Keith Brors and Chuck Kroegel 

Customized Disk Operating System (Apple version) 
Roland Gustafsson 

Play testers 
John Lyon, Jeff Johnson, Arlon Harris, Mike Musser 
Steve Weinberg, Jeff Guy, Chris Many, Russ Smith, 

Bill Thompson, George Kucera, Jim McPherson, Bill Barr, 
Rick Spinelli, Lloyd Hennegan, and John Barnes 

Art & Graphic Design 
Louis Hsu Saekow, Dave Boudreau, Ben Willemsen, 

Meg Pelta, and Katherine McNab 

Typesetting 
Abra Type 

Printing 
A&a Printers and Lithographers 

C-64 and Atari Versions 
David Landrey and Brian Hermundstad 

IBM Version 
Ed Haar 





DISRUPTION TABLE 

A unit has a chance of being disrupted based on the number of men in the unit and its number of 
casualties. The chart below gives some examples: 

CHANCE CHANCE 
MEN NO CHANCE WITH WITH 

IN UNIT Of DISRUPTION 20 LOSSES 40 LOSSES 

500 less than 7 losses ll % 27% 
1000 less than 15 losses 6 21 

1500 less than 19 losses 1 17 
2000 less than 26 losses 0 12 

DISRUPTION RECOVERY 
TABLE 

Recovery from disruption is based on com-
mand control and whether or not a unit is in 
an enemy ZOe. 

NO IN 
COMMAND CONTROL ENEMY ZOC ENEMYZOC 

.5 35% 12% 

.6 40% 13% 

.7 45% 15% 

.8 50% 16% 

.9 55% 18% 

1.0 60% 20% 
l.l 65% 21 % 
1.2 70% 23% 

1.3 75% 25% 

1.4 80% 26% 

1.5 85% 28% 

QUESTIONS OR PROBLEMS: Our main 
business telephone number is (415) 964-1353. 
We also have a Technical Support Hotline 
number: (415) 964-1200, which you can call if 
you have problems with your disk or need a clari­
fication of the gamelrules. Both numbers can be 
called every weekday, 9 to 5 Pacific Time. 

CHANCE CHANCE CHANCE CHANCE 
WITH WITH WITH WITH 

60 LOSSES 80 LOSSES 100 LOSSES 120 LOSSES 

42% 58% 73% 100% 
37 53 68 100 
32 48 63 100 

27 43 58 100 

FATIGUE TABLE 

ACTION COST 

Fire Combat 
Infantry and Cavalry +4 
Artillery +6 

Melee Combat 
All units +5 

Enter clear terrain +1 
Enter fields +2 
Enter woods +3 
Enter road to road square +0 or +1 

(randomly 
dependent on 

efficiency) 
Fortify +15 
Per I operation point +6 

of double-time 

MELEE RESULTS 

The attacker's modified strength is divided by 
the defender's modified strength to determine 
the odds which govern the losses and retreats 
from melee. The odds of2 to I are considered 
the break-even point. The defender or attacker 
(not both) may retreat according to the chart 
below. The defender is checked first and then 
the attacker (provided the defender does not 
retreat) . 

% CHANCE % CHANCE 
ATTACKER DEfENDER 

ODDS RETREAT RETREAT 

<0.3 60 10 
0.3 to 0.49 50 20 
0.5 to 0.99 40 30 
1.0 to 1.99 30 40 
2.0 to 2.99 20 50 
3.0 ro 3.99 0 60 
4.0 to 4.99 0 70 
5+ 0 80 

EFFECTIVENESS TABLE 

ACTION COST 

Unit moved onto by routing unit - 8 
Unit suffers leader casualty -5 
Unit stacked with unit that routs -15 
Unit retreats -3 
Unit causes retreat +2 
Per casualties of 5 men -I * 

* A unit with more than 600 men suffers 
proportionately less effectiveness loss. A 
unit with 900 men would lose 67% less and 
a unit with 1200 men would lose 50% less 
effectiveness. 

RALLY 

Generally speaking, the higher the morale and 
com mand control a unit has, the greater its 
chances to rally. See chart below for examples 
of percentages to rally. 

MORALE 
COMMAND CONTROL 25 50 

.7 62% 72% 

.8 64% 74% 

.9 66% 76% 
1.0 68% 78% 
1.1 70% 80% 
1.2 72% 82% 
1.3 74% 84% 
1.4 76% 86% 
1.5 78% 88% 
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82% 
84% 
86% 
88% 
90% 
92% 
94% 
96% 
98% 
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