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1.0/ Player Roles

	C1.1 This game format requires an independent Gamemaster (GM).

	C1.2 Ideally there are 7 players on the game, 4 USA and 3 CSA.  Should a lesser number of players be available, roles can be combined until replacement players are available.

SIDE�ROLE��USA�Supreme commander ��USA�East theatre commander��USA�West theatre��USA�Trans miss and naval commander CSA��CSA�Supreme commander��CSA�East and trans miss theatre commander��CSA�West theatre commander��	C1.3 Far west option is not used hence not corresponding player role is used.



C2.0/ Turn Format

	C2.1 The sequence of play will have one strategic turn, followed by two tactical sub turns.

	C2.2 At each VG game turn (approximately one season), the GM will make all the appropriate dice roll (initiative determination, roll for CP acquisition, re-rolls in case of doubles during the initiative phase - see the game rules).  Depending on the total CP and initiative points given by these dice rolls, the GM will decide if a VG game turn will be played in one or two PBEM game turns (or more).

	C2.3 Strategic Turns: These occur once each PBEM Game turn.   This turn is reserved to the SC players.  During these turns, the GM will inform the two SC of the total disposable resources (Command points, Pulse Points, reinforcements, leaders...).

	C2.4 The SC will then distribute the relevant resources to the theater leaders.  Distribution must be addressed to the GM who will inform the TC players.  Direct distribution from SC to TC players are authorized, but must first have the GM approval.

	C2.5 Tactical Turns: There will be two tactical sub turns (TST) for each pbem game turn.

	C1.6 During these two sub turns, the TC players will spend some of their total allocation for the season (with a 75% maximum limit on each sub turn - see below), giving orders for their troops and sending them to the GM.

	C2.7 GM will resolve the first TST, and send the results to the players (TC will receive a detailed account of what happened, as well as the new troops positions, SC will receive only the troops positions).

	C2.8 TC players will then send their orders for the second TST (using any remaining resources), which will be resolved by the GM.

	C2.9 Final results for the turn, as well as next resources allowance (for the SC) will then be posted by the GM.

	C2.10 During the course of the game, players from the same side can freely exchange mails.  However, one copy of each mail must be addressed to the GM.

C3.0/ Player Responsibility

	C3.1 Two players will be “Supreme Commander” (SC) for their side.

	C3.2 The SC will have the following powers :

a) Definition of general strategy

b) Give orders to the theater commanders of their side

c) These orders will be mailed directly to the relevant player but a copy of the mail must be addressed to the GM (as well as any correspondence from the TC to the SC).  These orders can be as precise as the SC wants, but it is recommended that they are only general orders (i.e., the SC should not send precise movement order - hex by hex - to the TC).

	C3.3 TC players are not obliged to obey these orders, but, for historical reasons, it is better if they do so.

	C3.4 SC can also switch players from one theater to another, if, for example, heís not satisfied with oneís action.  This power must be used with care.

	C3.5 Resources Distribution

	C3.5.1 Reinforcements.  The rate of reinforcement will follow the game allocation (i.e., on turn 2, USA will receive 18 reinforcements, CSA 16).  Unless changed by the SC, this allocation will be distributed as planned for each theater. 

	C3.5.2 The SC will have the power to allocate the discreet reinforcement points to the theater of his choice, as well as modify the game allocation of troops, but in this case, the modified reinforcement points will enter with one game turn delay. 

 	C3.5.3 The CSA SC player is responsible for the activation of ironclads and sea raiders.  Entering these units will cost CP and PP.  Hex of entry will be determined by SC, but once on the map, a CSA ironclad is moved by the TC leader.  USA Naval units are entered as explained below.

	C3.5.4 Command points (CP).  Each turn, the GM will compute how many CP are to be distributed to each side (this computation will be made by dice roll made by the GM, as explained in the game manual). The SC will distribute his total allocation to the relevant theater (East, West, Trans miss), as well as to Naval points. The SC is free to allocate the total CP the way he wants, but he will have to follow some limitations :

Limit�Restriction��Maximum to one theater�60 % total CP��Minimum to one theater�15 % total CP��Maximum to Naval (river and ocean)�30 % total CP��Maximum to Trans-miss theatre� 50% total CP��

	C3.5.5 Pulse points (PP) : As command points, pulse points will be computed by the GM, and distributed by the SC to the different theaters.  No limitations are given to their allocations.

	C3.5.6 Pulse points will have the same use as the ´†dice differential†ª, explained on the game manual.  One PP is needed to enter a reinforcement point, use a CP or enter a leader from the pool.  Depending on the GM dice rolls, a side could have more PP than his total CP, Reinf or new leaders (usually the CSA).  

	C3.5.7 Leaders : SC will assign the new leaders to the leader pools.  There are now 4 leader pools for the USA (one for each theater + naval), and 3 for the CSA. Leaders will enter the game folowing the historical order. 

-	During ressource allocation, the SC has only knowledge of the N∞ of stars (and if it's a cav or naval) each reinforcing leader has, before allocationg it to his TC.

-	The GM will roll a die to see which leader is allocated in case of multiple possibilities.

-	TC will know precisely the name of the leader in his pool after allocation by the SC (so it's value...).

-	TC must enter the leaders in their order of appearance in the pool.

In case of promotion (see below), the promoted leader counter will be added in the relevant pool by the GM, but after new reinforcement are added, and in order of promotion. Initiative value of promoted leaders will be given.

	C3.5.8 The SC will also have the power to promote or demote any leader presented by a TC player (it is now the only way promotion or demotion can be used - see below).

	C3.5.9 SC will also have the power to shift leaders from one theater to another by ordering so to the relevant TC player, giving one CP and one PP to move the leader to the new destination (The TC player will be obliged to comply, but will have the choice on the time of movement during the phase (see below).

	C3.5,10 Rail allocation: The SC will distribute the total rail allocation for his theater leaders.  Note : In case of troop transfer (from one TC to another), the rails points (as well as CP and PP) must be spent by the TC player whose troop transferred is originated from.

	C3.6 Theater Commander (TC)  Ideally, five players will act as a TC for their respective side.

	C3.7 TC players are responsible for the troop movement and allocation on his theater (see definition of theater in the rule book).  Each turn, they will receive their resources allocations (CP, PP, reinforcement points, new leaders to their pools).  Direct allocation from the SC must be followed by the GM approval before the points can be used.

	C3.8 Players commanding two theaters (i.e. USA Trans miss + naval, or CSA Trans miss + east) will send two sets of orders and will have to segregate their allocation (no confusion must be made).

	C3.9 During the two tactical sub turns, the TC will send his orders, for troop movement.  No more than 75†% of his total PP and CP allocation can be spent during one sub turn (rounded to the nearest figure, with 0,5 rounded to 1).

Exception : up to 4 CP can be used in a theater in a TCT even if it uses all the CP available for the strategic turn.

	C3.10 PPs and CPs canít be accumulated from one strategic turn to another, and a maximum of 5 reinforcements per theater can be saved for a later turn.  Excess are lost.  Naval reinforcements and leaders can be kept in pool without limit.

	C3.11 All movement will have to be scheduled in PP chronological order. 



EXAMPLE: if a TC wishes to spend 20 PP to use 10 CP, 3 new leaders, and 6 reinforcements his order will be like :

PP 1 to 3 : Enter 3 leaders in XXX

PP 4 to 8 : Enter 5 reinforcements in YYY

PP 9 to 11 : Move army lead by McClellan (3 CP)

PP 12 to 14 : Build depot in ZZZ (3 CP)

PP 15 : enter a reinforcement in AAA

PP 16 : nothing

PP 17 : Move 1 SP (1 CP)

PP 18 to 20 : Move again army lead by McClellan (3 CP)



	C3.12 A force may be moved up to twice in a TST, if at least twice the amount of CP needed are spent in PP between the two moves. In this case, players should formulate their conditional orders as precisely as possible.



 In the example above, McClellan has moved twice, with 6 intervening PP between the two movements (3 CP * 2). 



	C3.13 Forces made of leaderless troops can be moved individually (one SP after another), or as a stack (by spending as much CP and PP as the stack consist of SP).  In the first case, troops will march separately, arriving sooner but in disorder; in the second, troops will arrive as a stack, but later.  Remember that SP can only move without a leader in a friendly or neutral State (unless by friendly rail).

	C3.14 Any conditional order is possible, but will be subject to the GM interpretation (no appeal!).  A conditional order can be formulated as to ´†save†ª CP and PP for the second sub turn, as long as the 75 % limit is not reached.

	C3.15 Please formulate these conditional orders as precisely as possible, as the GM will have to interpret them.  (Conditional orders as to re-moralize a force in case of a fight must be precisely given).

	C3.16 Without precise orders from players, the GM, Wonít re-moralise a demo forces (unless at the end of the turn at the cost of one SP if in supply, as per the rules), Cavalry wonít withdraw before combat and Armies wonít make a reaction move (a planned reaction move must be precise, i.e. toward a supply source, to intercept a force ...)

	C3.17 Movement is simultaneous.  It means, that enemy forces may have moved before you reach them, depending on the pulse sequence.  An action is completed only if the total CP has been spent.



EXAMPLE:   If the Army of Virginia (Lee in command) moves to attack (for 2 CP) a force which tries to entrench (3 CP), the attack will be computed before the defending force have entrenched (as Lee will move on Pulse 2, and the force entrenches on pulse 3), unless the CSA TC player has spend PP before activating Lee.

If the CSA has spent 1 PP before, the action will be simultaneous (as Lee will move in Pulse 3, and the USA force entrench in the same pulse).  In this case, the GM will roll a die, modified by the leader initiative (leaderless forces have an initiative of 5), to see if Lee attacks before.

	If the CSA has already spent more than 1 PP, the US will have entrenched before.

	In case the entrenchment is not built, the union CP used for the failed entrenchment will not be wasted, and be saved for the second TST (with the 75% max limit).  If it is the second TST, they will be wasted (as no CP can be saved for a other turn), unless the TC player has foreseen this possibility, and mailed an optional order, to use these CP during the sub turn.



4.0/ Line of sight

	C4.1 Each side will precisely know all the friendly forces, whatever the theater.  A full friendly set-up will be mailed each TST by the GM.

	C4.2 Enemy forces are not detected, unless in the following conditions :

a) In friendly territory, all enemy forces in towns and in hexes adjacent to friendly forces will be seen.

b) In enemy or neutral territory, only forces in adjacent hexes will be seen.

	C4.3 Enemy captured states (when all cities have fallen) are considered neutral

	C4.4 Armies will see at two hexes range, a cavalry leader with troops will see at 3 hexes (either in friendly or unfriendly territory). A leader alone in a hex has no LOS.

LOS is impassable through mountain hexes (unless across a gap which limits the view to one hex across).  Swamp and forest have no specific effect.

	C4.5  Naval LOS :

1/ ALL naval forces will be known by each player, but not the exact force. So the GM will give only the hexsides occupied by forces (for simplicity reason, all forces will be communicated, so each player will compute river control for himself (less job for GM)).

2/ NSP will precisely see enemy naval forces if the're in their patroling zone (in contested naval hex), including one hexside after the last contested hexside (so they will see the NSP that limits their patrolling zone). The GM will also give position of enemy fort in this case (presence of forteresses is always indicated).

In case a fort is detected during mouvement (by surprise), and the moving NSP has order to go to a position beyond, the moving NSP will sustain one round of fort combat, and will stop on hexside before the fort (unless a conditional order specifies that a ´†not yet detected†ª fort must be run, in this case the NSP will go to it's planned destination).

In case of chance encounter of another NSP during naval mouvement, a fight will occur (unless a conditional order states that the moving NSP must stop at the moment it detects an enemy NSP).

3/ NSP will detect enemy land troops in hex adjacent to controlled and contested river hexsides (but not, in this case, one hexside after the last contested hex).



	C4.6 GM will indicate the size of the force detected (Small, Medium or Large). Large, Small and Medium forces has the same meaning as in CRT of the game



Players will always know the approximate position of large enemy forces (10 SP or more) and Armies (whatever size) as well as the precise position of constructed fortresses (not forts).

Troops moving in LOS during turn, and exiting it, will be spotted, and GM will indicate it.

Informations on rails conversions and rails cuts (treated as conversions) will be announced to all players.



C5.0/ Optional rules used

	C5.1 Cavalry leaders with troops can be activated for 1 CP, if a die roll is made under or equal to his initiative rating. If failed, the force will be moved for the normal CP cost (if not enough CP are saved at this moment, they will be lost).

	C5.2 Leaders on map or on reinforcement pool will start the game with their regular values (initiative, tactical and strategic ratings). After each fight, the GM will use a the leader promotion table (see below) to see if the leader can be promoted, demoted or his values can change (to better or worse...). Leader casualties are also made on this table.

	C5.3 Leader promotion is possible only if the GM indicates so (it is now no longer automatic).

	C5.3.1 After a combat a leader may be promoted if the GM says so (it will depend on the result given by the table). A promoted leader must be presented by a TC to the SC for acceptance. The TC may prefer not to present this promotion to keep the leader in his present condition. SC are final judges of the promotion.

	5.3.2 Demotion is also indicated by the GM. A demotion can be a dismissal (in this case the SC will choose independantly to remove the leader and will not have to judge from a list presented by the TC), or a relief (in this case, the TC has the choise to present the demotion to the SC, who will decide in final instance).

	C5.4 A promoted leader will appear in the pool for the next turn.  Demotion is instantaneous at the beginning of a game turn. A demoted leader can be exited from the game, or loose a star (SC choice).

	C5.5 Leader strategic and tactical new values wonít be given to the players until a fight has occurred.  New initiative values are always known.

	C5.6 Using this system, it is now possible to have a USA McClellan with a value of (2 2 2), and a Grant with (4 -1 -1) after some lucky or unlucky battles. The historical leader rank will also be modified. No leader can achieve an initiative rating less than 2 and more than 4 ; Tactical and strategical rating canít go under -2/-3, or above +2/+3 respectively.

	C5.7 Seniority rating will also be given by the GM (they will ocur in the order of promotion).

	C5.8 To better reflect the impact of lesser generals upon the war, limits are placed upon the strength of an army under a single leader. An Army commander can control a combination of up to 6 SPs and/or leaders (The analogy would be the Corps Commanders and Reserve). Each subordinate leader in the army can control his normal amount of SPs. Three star leaders not in command of the army can control SPs and or leaders as well. This rule is intended to prevent players from packing off their poorer leaders to a pre designated holding area.



C6.0/ Naval and river movement

	C6.1 USA sea and river command is controlled by the trans miss TC. CSA TC players will be responsible for any ironclad in their theaters.

	C6.2 USA naval leader will move his fleet as he sees fit.  As some coordination is needed between land and river or sea, TC players will have to cooperate to achieve maximum efficiency.  



EXAMPLE: A TC players could inform the naval TC player that a specific force is ready to be embarked on a specific hex (remember that land an river troops must begin a pulse stacked together for the forces to be embarked).  The Naval player could also ´†lend†ª a ship to a TC player (as well as the relevant Naval CP and PP) to be used as he sees fit.

	The US Supreme Commander will have an important role in coordinating (and ordering) these operations!



	C6.3 Union Sea movement (i.e. without naval units) must be initiated by the TC commander, with a specific allocation of Naval CP from the SC.

	C6.4 Union naval reinforcements enters with 2 naval CP spent by the naval leader (all naval points in the pool enter for 2 CP).  Hex of entry must be specified by the SC.

	C6.5 CSA naval reinforcement enter with 2 CP (for each ironclad) spent by the TC player from his allocation.  In this case, the SC must allocate the ironclad to a specific TC player.  Sea raiders enter for 2 CP spend by the SC player.

	C6.6 The Union cannot sail ocean going units up the Mississippi north of Memphis.  All other navigable rivers are OK.

	C6.7 Also for naval movement we allow a naval leader to perform a recall for 3 CP (naval).  Any number of NSPs can be moved from their current scattered locations to the hex the leader used for the call is in, provided they comply with normal movement restrictions.



7.0/ Miscellaneous

	C7.1 Please, inform the GM on the format youíre ready to received.

	C7.2 The game initial set up is described in the rule book (campaign scenario, 1861 set up)

	C7.3 GM will inform the players of the order deadline.  No more of one day of delay will be accepted (the game will be long, and we need to be on schedule !)



��

LEADER PROMOTION TABLE



After each combat, roll on this table.

Naval leaders use the VG rule





Roll�1* leader�2* or 3 * leaders, not commanding army�3* leader commanding army (6-10 SP)�3* leader commanding army (more 10 SP)��1�captured�captured�dismissed�dismissed��2�dismissed�dismissed�Killed/captured�Killed/wounded��3�relieved�Killed/captured�wounded�releive if no win��4�Killed/captured�wounded�dismiss if -�dismiss if -��5�wounded�releive if loss�releive if loss�releive if loss��6�-1, may rel. if -�-1, rel. if -�-1, rel. if -�-1, rel. if -��7�Promote 1861�����8�+1, promote if win�+1�+1�+1��9�promote if +1,2�promote if win����10�promote if no loss�promote if +1,2�promote if win���11�promote if +2�promote if no loss�promote if win�promote if +2, +3��12�promote�promote if +2�promote if +2, +3�promote if +1-3��13�+1, promote�+1, promote�+1���

Add one to roll if win, substract 1 if loose, substract 3 if force is eliminated.



Relieve :	The TC may present the leader to the SC for demotion.

Dismiss :	Demotion is automaticaly presented to the SC

Killed/captured :	Roll a die, On 1-3 the leader is killed, on 4-6 heís captured and may be exchanged. Leaders are exchanged in order of capture without regard to rank or ratin until 1864.

Promotion condition :

		1861 : Only promotes leader during turn 1,2

		-1, etc : leader must have at least rating shown to be promoted

		if win : Leaders must be in full force retaining the field if attacking, or must have suffered fewer losses if defending

		if no loss : Leaderís force must have sustained no more casualties than opponent, likewise for demoralisation

note : a 3* leader is only eligible for promotion if in command of an army

If promotion is rolled for a leader having no promotion counter, roll a die. If a 1 is rolled, a 2* leader is eligible for promotion anyway. A 1* leader is eligible with a 1 or 2. A 3* leader is likewise promotable with a roll of 2 or 3 with 2 dice after turn 8.

-1 :		Roll a die. On 1, one is added to the initiative leader of the leader to a maximum of 4. On any other roll, one is substracted from the tactical or strategical rating (whichever was being used), subject to a minimum of -2 and -3 respectively.

+1 :	Roll a die. On 1, one is substracted to the initiative leader of the leader to a minimum of 2. On any other roll, one is added to the tactical or strategical rating (whichever was being used), subject to a maximum of 2 and 3 respectively.





Source : Volunteer Magazine.
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