Mason-Dixon 

Could the South Have Won the Civil War?

Command Issue 35/November 1995

Rules, errata and variants consolidated by Greg Hunter July-August 2000

If this is your first XTR wargame, read this box first.
Don’t try to memorize these rules!  They are written to create a game system simulating the realities of command as much as possible.  Read them through at least once before you punch out the counters.

Pay particular attention to the turn sequence, as it will help put the rules in context.  After playing a few turns, the sequence will become second nature to you and you won’t need to refer to the rules as often.  Make notes or highlight rules that give you trouble.

The rules are numbered to help you find the ones you need.  The number to the left of the decimal indicates a major rules section and the number to the right a specific rule within the section.  For example, section 2.0 deals with the components of the game, while rule 2.3 explains which units are on which side.  The boxed “Notes” distributed throughout the text give examples of play or explain the rationales behind various rules.  During your first few matches, skip the rules and sections marked (.

You can learn to play this game on your own, even if you are new to the hobby.  But if an experienced gamer is available to instruct you, use him.

Most of all, remember — the main reason to play these games is to have fun.  If there’s a rule you’re not sure you understand, don’t let it throw you.  Talk it over with your opponent and play according to your best understanding at the time.
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1.0 Introduction
1.1 Historical Background

In mid-1863, the American Civil War was approaching a crisis.  To offset Grant’s invasion of the Mississippi Valley, where he lay siege to Vicksburg, had invaded Pennsylvania seeking a decisive battle with the Army of the Potomac.  He got that battle at Gettysburg.  Meanwhile, Rosecrans’ Union army was about to undertake a campaign to seize Chattanooga, through which ran the only direct east-west Confederate rail line.  That summer the South was everywhere threatened, everywhere outnumbered, and historically, everywhere beaten.  But it could have been different…

A Tale of Two ‘Burgs

As the Vicksburg campaign settled into the monotony of a siege, Grant turned to his old friend the bottle for solace.  On 7 June, after a two-day bender up the Yazoo River, Grant mounted a spirited horse for the ride back to his headquarters.  The horse broke, and Grant, skillful a horseman as he was, was no match for it.  The horse slipped and fell, crushing Grant beneath.

His death sent Sherman, emotional as ever, into depression.  He was sent home to fight no more.  Grant’s replacement, John McClernand, was not up to the stress of maintaining the siege in the face of the passive threat of Joe Johnston’s army gathering at Jackson.  He declared his position untenable, lifted the siege and began transferring his army back to the west bank of the Mississippi.  Johnston, goaded by Jefferson Davis, launched a sudden attack at the Union rearguard, capturing more than 10,000 troops, mostly stragglers from the disintegrating Union host.  By 2 July, the only Union soldiers east of the great river were prisoners.

Seven hundred miles northeast on that same day, Lee’s army commenced a ferocious attack on Meade’s left at Gettysburg, rolling it up and nearly breaking through.  At the decisive moment, Dorsey Pender, commanding A.P. Hill’s famous Light Division, was struck in the head by a stray fragment.  But luck was on his side; he shook off the wound, remounted his horse, and led his division forward.  The Confederates struck a vacuum — all Federal troops in the area had been sucked into the maelstrom on the Union left.  Pender’s charge is too much: the Union center broke.  On the flanks, the best the Federals could do was to form rearguards to slow the Confederate onslaught.  Lee had won another resounding victory.

For the remainder of the summer and well into fall, Lee plundered Pennsylvania.  The Army of the Potomac, reinforced by Federal troops from the Atlantic coast, was strong enough to keep Lee from seriously threatening Philadelphia, Baltimore and Washington, but not strong enough to try another open battle.  As winter set in, Lee began a gradual withdrawal to Virginia.  Virginia farmers, unhampered for the first time in two years, had brought in a bumper harvest which kept Lee’s army well-fed through the winter.

In the west, Joe Johnston, having rescued Vicksburg and her irreplaceable garrison, transferred troops north to assist Bragg before Chattanooga.  Thus strengthened, Bragg managed to save the city, but in the fighting along the Duck River his army was once again hampered by internecine squabbles in the high command, and the fruits of a bloody victory went ungathered.  Joe Johnston soon took command.

The result of the “Glorious Summer” was a South much stronger in both materiel and morale.  New Union offensives against Richmond and Chattanooga in 1864 failed, and were not pursued with the vigor shown historically by Grant and Sherman.  Lincoln loses the election to McClellan, leading the lame-duck Congress to pull the plug on the war effort.

An armistice went into effect on Christmas Day, 1864.  The British and French co-sponsored a peace conference at Yorktown in April 1865.  After three months of haggling, the Confederacy was recognized by the United States, Britain and France.

An Uneasy, but Profitable, Peace

The border between the two nations was uneasy.  Violent clashes in Missouri and Kentucky — ostensibly about slavery or politics but more often over local disputes — finally led to plebiscites in most counties along the border.  As a result, the old middle states were torn asunder; in some cases, whole towns were forced to uproot and move either north or south.  By 1876, as the North celebrated a subdued centennial, the borders were quiet.

The real story through this period was the staggering economic growth in both nations.  In the north, the rail companies fueled to growth, spurred by huge grants of free land from a government more anxious than ever to develop and secure the west.  One anomaly is Indian Territory — in nearly the dead center of the continent, it was claimed by both countries but too close to vital rail lines for either nation to allow the other to control it.  Though never recognized legally as such, the territory becomes an independent Indian nation, Sequoyah.

Immigrants poured in by the millions, attracted by free land and the promise of wealth, though most ended up in city slums working factory jobs.  Overseas trade expanded many fold; by the turn of the century, the United States was the single largest economy in the world.

The Confederacy too goes through an economic boom.  Conscious of the inadequacy of their industry during the war, Southern leaders made great strides developing steel and associated industries; ironically much of the capital comes from New York.  Throughout the Caribbean, Southern agricultural interests turned most of Central America into virtual colonies; men like Wade Hampton ruled empires.  Texas, ever independent-minded, expanded state rule over most of northern Mexico and dominated the rump of that nation politically and economically.

As a result of this economic growth, slavery quickly became economically unviable.  When South Carolina, the last holdout, finally abolished slavery in 1888 to great fanfare, the institution had in fact been moribund for years.  In its place were a series of laws and conventions making ex-slaves non-citizens and nearly non-persons.  In another time and place it would be called apartheid.

War and Power

In 1898, the CSS Texas was sunk in Havana.  Though probably caused by an accidental explosion, Southern jingoism spurred a declaration of war against Spain.  Within months, Confederate naval victories at Santiago and Havana cleared the way for the landing of an expeditionary force.  Led by aging Joe Wheeler, the Confederates stormed Havana’s defenses.  By the end of the century, all Spain’s holdings in the Caribbean were Southern — the sea was a Confederate lake.  This encourages a southern consortium to take over the building of the Panama Canal.

Taking advantage of the situation, the Union offered Spain cash for the Philippines, Guam, and several minor islands in the Pacific.

Two young nations had reached the logical end of their expansion.  Further growth could come only at the expense of the other.

1.2 Game Scale

Each hex represents 33 miles from side to opposite side.  Divisions are 20,000-30,000 men and up to 400 combat vehicles, brigades about half that, regiments about one-third.  Aircraft counters represent varying numbers of planes and sorties, from 100-500, depending on the scenario.  Ships represent individual capital ships with attending cruisers and destroyers, or up to a dozen transports.  Player turns are 2 days in the 1995 scenario, 10 in the others.

1.3 Revision Notes

2.0 Components

2.1 Components Generally

 The components to Mason-Dixon are these rules, one mapsheet, one player card and 538 counters (the remaining 22 are errata counters for other games).  The mapsheet contains the playing area (the map) and the Turn Record (Month & Phase) tracks.  Also on the mapsheet, each player has nine boxes (GHQ, Eliminated Units, Force Pool, and six stacking boxes labeled A–F) and one Resource Point track.  The player card contains a Combat Results Table (CRT), Terrain Effects Chart (TEC), Production Cost Chart and an expanded turn sequence.  One or more six–sided dice are also required; three per player is optimal.

2.2 The Map & Terrain

The map depicts the natural, manmade and political geography of the eastern two-thirds of the continental United States.  The hex grid has been superimposed on it to regulate unit placement and movement.  A unit is considered to be inside one hex at a time.

Each hex can have one or more terrain types in it.  The terrain in a hex affects movement, stacking and combat.  A hex is considered “clear” if it is entirely clear.  If it has any plains, rough, hill, swamp or mountain it is considered that type.  A hex is “undeveloped” if any of that terrain is present in the hex; it can coexist with any other type of terrain.  All other hexes are developed.

Rivers, either navigable or unnavigable, towns and cities may also coexist with any other terrain type(s) in a single hex.  If any part of a river in a hex is navigable, the entire hex is considered navigable.  Any city or town in a hex with navigable river, lake or ocean is considered a port, whether or not the two actually touch.

Movement can only take place across hexsides covered at least in part by land.  If an entire hexside is covered by water of any kind (rover, lake or ocean) it is impassible — units may not move or attack across it.

International boundaries run along hexsides; each hex belongs entirely to one nation or another.  State boundaries may run inside a hex; the hex is considered to belong to both states.

2.3 Counters & Nationality

Most of the counters represent ground combat units.  Others represent air or naval units, or are markers to assist in the administration of the game.  We recommend trimming the corners with a fingernail clipper.

The background color of each marker indicates its nationality and the side it is on.  The colors used are listed below.  Not every counter is used in every scenario, but some counters have different colors front and back — use only the appropriately colored side in each scenario.

Confederate States of America (CSA)

Scenario 1995 — red

Scenario 1917 — dark gray

Scenario 1940 — tan

Counters used in all scenarios — light gray

United States of America (USA)

Scenario 1995 — medium blue

Scenario 1917 — dark blue

Scenario 1940 — olive green

[image: image1.wmf]Abbreviations

Central American Colonies

Hampt – Wade Hampton

Legion

Hond – Honduras

Mos – Mosquito

Nic – Nicaragua

Pan – Panama

Walk – Walker

CSA

APH – A.P. Hill

ASJ – A.S. Johnston

BB – 

Braxton 

Bragg

CS – Confederate States

CSV – CS Volunteers

Hmp – Hampton

JD – Jefferson Davis

JJ – Joe Johnston

JL – James 

Longstreet

KS – Kirby Smith

Marm – 

Marmaduke

Morg – Morgan

NBF – N.B. Forrest

NC-M – Negro Corps (Militia)

PGTB – P.G.T. 

Beauregard

PC – Pat Cleburne

RL – 

Robt

. E. Lee

SJ – Stonewall Jackson

Stu – Stuart

Stwl – Stonewall

TA – Turner 

Ashby

TXR – Texas Rangers

VA-M – Volunteer Army (Militia)

WH – William 

Hardee

Whee – Wheeler

Mexican Protectorate

Ald – 

Aldama

Guad – Guadalajara

Jim – 

Jiminez

Juar – 

Juarez

Mat – 

Matamoros

Mont – Monterrey

Oax – 

Oaxaca

SLP – San Luis 

Potosí

Tol – 

Toluca

VC – Vera Cruz

Sequoyah

Arap – Arapaho

Black – 

Blackfoot

Cher – Cherokee

Chey – Cheyenne

Chick – Chickasaw

Choc – Choctaw

Com – 

Commanche

Sem – 

Seminole

States

AL – Alabama

AR – Arkansas

CA – California

CM – Cumberland (Confederate

Kentucky)

CO – Colorado

CT – Connecticut

DE – Delaware

FL – Florida

GA – Georgia

IA – Iowa

IL – Illinois

IN – Indiana

KS – Kansas

KW – 

Kanawha (West Virginia)

KY – Kentucky

LA – Louisiana

MA – Massachusetts

MD – Maryland

ME – Maine

MI – Michigan

MN – Minnesota

MO – Missouri

MS – Mississippi

MT – Montana

NC – North Carolina

NE – Nebraska

NJ – New Jersey

NM – New Mexico

NY – New York

OH – Ohio

PA – Pennsylvania

SC – South Carolina

TX – Texas

TN – Tennessee

VA – Virginia

WA – Washington

WI – Wisconsin

USA

Amer – 

Americal

Buff – Buffalo

Vol – Volunteer

Counters used in all scenarios — light blue

Other

Sequoyah — white

Mexican Protectorate — yellow

Central American Colonies — light orange

Markers — black

2.4 Ground Units

Each ground unit has this information on it.  This unit is the USA’s 1st Armored Division in the 1995 scenario.  The ID consists of a number and/or name.  The abbreviations used in unit names are listed in the box below.
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2.5 Ground Unit Types & Movement Allowances
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Unit type is an indication of the types of weapons and equipment in a unit.  For the most part these differences are built into the various unit factors, but unit type also affects movement ability and has some specialized effects in combat (see 9.3, 12.0 and the TEC).  The movement allowance is a measure of the unit’s ability to move across the map.  The allowance is not printed on the counters, but is standardized based on the unit type, as noted in the boxes above.

Artillery MAs vary.  A small MA is printed on each side of each artillery unit.  See 12.6 for details.
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2.6 Combat Factors

      The combat strengths are the relative abilities of a unit to conduct offensive and defensive combat.  The values are relative within each scenario, not between them.

2.7 Steps & Unit Size

      All regiments (“l l l”) and brigades (“X”) have one step.  All division–sized units (“XX”) have two (except artillery, see 12.6).  A two-step unit is backprinted with reduced strengths; if it takes a loss, flip it over.  It is removed from the map after taking a second loss (see 9.6).  A one step unit uses only one face of a counter; if it takes a loss in combat, it is removed from the map.

       Some one step units are backprinted with another one step unit (it may be from a different scenario).  Do not use the reverse side as a second step.
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Design Note.  Some one–step units might have been called divisions in the real world, but are considered brigades for game purposes.  Two step units have enough training, cohesion, and organizational infrastructure to suffer a loss in combat and continue to function as viable units. 

2.8 Other Counters

      The counter types pictured below have functions described at the noted rules sections.  (To be added at a later date.) 

3.0 Setting Up & Winning

3.1 Scenarios Generally

      There are three scenarios in this game.  Each is completely independent of the others.  Use only the forces with the correct background color in each scenario; use any applicable national counters in all three.

      The scenario instructions list the length of the game, victory conditions, which player goes first in each game turn, special rules applying to that scenario, and set up information.  Unless otherwise specified, all rules are used in all scenarios.

3.2 Victory Points

      Victory is measured primarily using Victory Points (VP).  A player gains VP by capturing enemy cities.  Cities are worth one VP unless otherwise noted on the map; those worth more than one VP have a circled number indicating the VP value of the city.  Count only enemy cities held; friendly cities do not count; recapturing friendly cities only reduces the enemy VP total.

3.3 Setting Up Generally

Place the Month and Phase counters in the appropriate starting boxes on the turn record track on the mapsheet.  Flip the phase marker to indicate the first player.

Place the Economy and RP markers on the RP track at the levels indicated.  The number of forts indicates the maximum number available to each player.  Each may choose the forts he wishes, and may place them in any developed hexes in his own country.

All counters with the appropriate background color are available.  Each counter is marked with one of the following setup codes:

A - may set up in any developed hex in the home country

S - may set up in any town or city in the state marked on the counter.  Each city must have at least one unit in it before any units can be placed in a town.

G - place in the GHQ box

E - place in the Eliminated Units box

F - place in the Force Pool box

V - set aside; these units may enter during play depending on events.

( 3.4 Sequoyah & Canada

Sequoyah is an independent nation composed of most of the extant tribes of American Indians.  It is strictly neutral (out of enlightened self–interest and simple self–preservation).  In the first scenario, neither player may move into any Sequoyah hex.

In the other two scenarios, either player may move into Sequoyah. The first player to do so is considered the invader, the other player the protector of Sequoyah.  At the beginning of these scenarios, each player sets up six of the 12 Sequoyah units.  

As soon as one player invades, the other immediately gains control of all Sequoyah units.  He may move those units as though they were his own for the remainder of the game.  If they are destroyed, they are placed in his Eliminated Units box.

Units may not enter the Canadian hexes unless specifically allowed to do so by the scenario.  (See 21.4 and 22.0)

4.0 Turn Sequence

A game of MD is divided into months, and the months are divided into several phases and game turns.  Each phase allows certain actions to be taken; all actions must be taken in the appropriate phase.  Use the month and phase/turn markers to track the current month and phase.  There is no year track, just keep cycling the month marker until the game ends.  An expanded version of the turn sequence is located on the player card.

A. Air Phase

B. Naval Phase

C. First Game Turn

First Player Turn


Movement Phase


Combat Phase

Second Player Turn


Movement Phase


Combat Phase

D. Second Game Turn

E. Third Game Turn

F. Production Phase
5.0 Production

5.1 Production Generally

During each production phase, each side receives Resource Points (see 5.2).  These RPs can be used to pro-duce new units, replace destroyed ones, enhance operations, or be saved for future use.  The RP and Economy markers both use the RP track.  On the front side the markers denote values of 1 through 10; on the “+10” side they denote values of 11 through 20.  Moved the counters as needed to record the expenditure and generation of RPs.

( 5.2 Resource Point Generation

At the beginning of each scenario, place the Economy marker at the appropriate point on the RP track.  At the beginning of the Production Phase, each player receives a number of RPs equal to his current Economy level.

After receiving RPs, each player rolls 1 die; on a roll of 1-4, reduce the economy by 1.  This represents the effects of attrition and war weariness on the economies.

Each time a friendly city is captured, roll one die for each city VP.  On any roll of 1-3, reduce the economy by 1.

Unused RPs may be saved for future use; use the RP marker to indicate the current number available; no more than 20 RPs may be kept unused; any unused portion over that is lost at the end of the Production Phase.  A player may have more than 20 after RP generation, but must use the excess during the Production Phase.

( 5.3 Mobilization
At the beginning of each Production Phase, prior to receiving any RPs, a player may elect to declare a mobilization.  Reduce the economy by 1 and take 10 RPs.  These RPs must be used to create or replace units and may not be saved.  The economy must be at 10 or more to declare a mobilization.  Only 10 RPs may be mobilized each month.

( 5.4 Demobilization
Units on the map or in the Eliminated Units box may be given up to recover RPs.  Place a unit in the Eliminated Units box into the Force Pool box, and add its production cost in RPs, less one, back onto the RP track.  A unit on the map must be in supply; remove it to the Force Pool box and add its production cost, less one, to the RP track.

( 5.5 The Force Pool
Units in the Force Pool represent potential force only.  To bring them into the game requires the expenditure of RPs and in some cases time.

To bring any division-sized unit into the game, expend RPs according to the Production Cost chart on the player card (they are different for the two sides, representing different strengths and weaknesses in each economy).  A division requires one month on the record track for each RP expended; count the month of creation as the first month.  During the Production Phase of the month of completion, place the division into the GHQ box.  Ship and Aircraft units are considered division-sized.  Example: in June of the 1940 Scenario, the Confederate player builds a trucked infantry division.  He must expend 3 RPs and place the division on the August box of the TRC.

For non-divisional units, play the RPs and place the unit directly into the GHX box.

( 5.5 Eliminated Units
When a unit is eliminated in combat place it in the Eliminated Units box.  During any production phase the unit may be moved into the GHQ box by expending 1 RP, regardless of the unit size, type or number of steps.  The unit is placed in the GHQ box at maximum strength.  Any unit/step with a “(” symbol on it may not be rebuilt.  In the case of a one–step unit marked “(” on one side and having another one–step unit on the back, the unit on the reverse is the rebuilt version of the one on the front.

( 5.6 Emergency Unit Formation
At the beginning of any movement phase, a unit may be transferred from the Eliminated Units box to the GHQ box by expending 2 RPs.  Immediately place the unit in the GHQ box; it may move to the map during the same movement phase (see 8.6).

( 5.8 Uprisings (Optional)
Uprisings represent everything from worker riots to sabotage.  Any time a city falls, the capturing player rolls one die.  On a result of “1” or “2”, an uprising is generated.  The player may place it on any enemy-controlled city (not town) except the GHQ city.  It is quelled if a friendly ground combat unit spends one full movement phase in the city.  A city with an uprising in it may not function as a supply source, but units may be placed there from the GHQ box.

( 5.9 Patriotic Fervor (Optional)
Any time a city falls, each player rolls one die.  If the capturing player rolls “1”, “2” or “3”, he immediately adds one RP to his RP track.  If the player losing the city rolls a “1”, he immediately adds two RPs to his RP track.

6.0 Supply

6.1 Supply Generally
If a unit can trace a supply line (6.2) to a supply source (6.3), it is in supply; if not it is out of supply (OOS).  Check each unit for supply at the start of its movement, at the instant it engages in offensive combat, and at the end of each friendly combat phase.

A unit OOS at the start of its movement phase may have its movement allowance reduced (see 8.4).  A unit OOS at the instant it attacks is affected by added two dice to the combat die roll (see 9.4).  If a unit is OOS at the end of a friendly combat phase, mark it with an OOS marker.  A unit eliminated while so marked is not placed in the Eliminated Units box, but is placed back in the Force Pool box, representing the loss of the unit cadre (see 5.5).  No unit or step is ever eliminated for lack of supply.
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Central American Colonies

Hampt – Wade Hampton

Legion

Hond – Honduras

Mos – Mosquito

Nic – Nicaragua

Pan – Panama

Walk – Walker

CSA

APH – A.P. Hill

ASJ – A.S. Johnston

BB – 

Braxton 

Bragg

CS – Confederate States

CSV – CS Volunteers

Hmp – Hampton

JD – Jefferson Davis

JJ – Joe Johnston

JL – James 

Longstreet

KS – Kirby Smith

Marm – 

Marmaduke

Morg – Morgan

NBF – N.B. Forrest

NC-M – Negro Corps (Militia)

PGTB – P.G.T. 

Beauregard

PC – Pat Cleburne

RL – 

Robt

. E. Lee

SJ – Stonewall Jackson

Stu – Stuart

Stwl – Stonewall

TA – Turner 

Ashby

TXR – Texas Rangers

VA-M – Volunteer Army (Militia)

WH – William 

Hardee

Whee – Wheeler

Mexican Protectorate

Ald – 

Aldama

Guad – Guadalajara

Jim – 

Jiminez

Juar – 

Juarez

Mat – 

Matamoros

Mont – Monterrey

Oax – 

Oaxaca

SLP – San Luis 

Potosí

Tol – 

Toluca

VC – Vera Cruz

Sequoyah

Arap – Arapaho

Black – 

Blackfoot

Cher – Cherokee

Chey – Cheyenne

Chick – Chickasaw

Choc – Choctaw

Com – 

Commanche

Sem – 

Seminole

States

AL – Alabama

AR – Arkansas

CA – California

CM – Cumberland (Confederate

Kentucky)

CO – Colorado

CT – Connecticut

DE – Delaware

FL – Florida

GA – Georgia

IA – Iowa

IL – Illinois

IN – Indiana

KS – Kansas

KW – 

Kanawha (West Virginia)

KY – Kentucky

LA – Louisiana

MA – Massachusetts

MD – Maryland

ME – Maine

MI – Michigan

MN – Minnesota

MO – Missouri

MS – Mississippi

MT – Montana

NC – North Carolina

NE – Nebraska

NJ – New Jersey

NM – New Mexico

NY – New York

OH – Ohio

PA – Pennsylvania

SC – South Carolina

TX – Texas

TN – Tennessee

VA – Virginia

WA – Washington

WI – Wisconsin

USA

Amer – 

Americal

Buff – Buffalo

Vol – Volunteer

Design Note.  Being OOS doesn’t mean that the unit is not getting any supplies, only that the delivery of full quantities on a regular basis is not guaranteed.  In the wars of this century, it has been rare indeed for units to be defeated solely by lack of supply; at Stalingrad, 6th Army didn’t fall, it was pushed.  These supply rules have been made as simple as possible, with just enough restriction to keep players from doing unreasonable things with their units.

6.2 Unit Supply Lines
Each unit must trace a supply line of 6 or fewer hexes (only) to a supply source; do not count the hex the unit is in, do count the supply source.  Supply lines may be traced out of any hex.  Supply lines may be traced into / through any hex except 1) an undeveloped hex, 2) an enemy-controlled city, town or river hex (see 8.3), 3) any hex occupied by enemy units at or above the maximum combat stacking for that hex, or 4) any hex containing a pocket (see 11.5).
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Player Note.  That last sentence is vital; it is possible to trace a supply line through an enemy occupied hex, providing there are fewer enemy units than the maximum combat stacking.  The rationale here is that these are big hexes, covering hundreds of square miles, and it is possible to sneak supply convoys through gaps in a lightly held enemy line.

6.3 Supply Sources
The ultimate supply source for both sides is the GHQ counter.  Any friendly controlled city or town may also provide supply, if it has a supply line to the GHQ counter.  This town / city supply line may be of any length, but may not enter or pass through a hex with any enemy unit in it.

6.4 River & Lake Supply 
A town / city supply line (not a unit supply line) may be traced from any friendly port (see 2.2.) on a river hex may be traced to any other friendly river port.  The river line must follow a path of contiguous, friendly-controlled navigable river hexes.

The USA player may trace a town / city supply line from any friendly port on a Great Lake to any other port on any other Great Lake hex.  If the CSA player controls hex(es) 5303, 5304 (Detroit), 5205 or 5206 (Toledo), the Great Lakes supply line may not be traced from a city on lakes Erie or Ontario to/from one on Lakes Michigan or Huron.

( 6.5 Sea Supply
A unit (not a town/city) supply line may be traced to a port if that port has a naval transport counter on it (see 14.5).  Any number of units may trace supply to a single port.

( 6.6 Air Supply
Each transport aircraft (see 13.6) may provide supply to one ground unit for movement or offensive combat, regardless of the size or type.  Air supply does not allow an eliminated unit to be place in the Eliminated Units box, nor can it be used to flip artillery to its firing side (see 9.6, 12.6 & 13.6).

( 6.6 Depots
Depots represent collections of supplies and logistical units.  A depot may be created on any developed hex with a valid supply line.  A depot is created like any other unit and is placed in the GHQ.  To place it on the map, pay the 1 RP and place it on any developed hex with a supply line.  Place it with the reverse side showing.  At the beginning of the next movement phase, if a valid supply line still exists, flip it over.  It may provide supply immediately.

A depot acts like any other friendly supply source for supply purposes only; units may not be placed there from the GHQ box.  The depot may be removed at any time.  It must be removed if enemy units occupy the hex.  If the depot is cut off from supply it may not provide supply unless it is used up.  To use it up, it provides supply for one turn, then is removed from the map.

7.0 Stacking

7.1 Stacking Generally
Up to 5 combat units may stack in a hex except cities, where the maximum is 10 units.  Each ground unit counts one, regardless of the unit type or size.  Stacking applies only at the end of each friendly movement phase.  There is no limit to the number of friendly units which may pass through a hex in a given movement phase; stacking applies only at the end of the movement phase.

Markers and attached/supporting units do not count against the stacking limit — they are considered part of the supported unit for all purposes.

7.2 Stacking Effects on Combat
The maximum number of units that may defend or attack into a single hex is determined by the terrain in that hex.  The Terrain Effects Chart lists the maximum for each terrain type.

Any unit stacked in a hex in excess of the maximum combat stacking is considered “in reserve.”  Reserves take no part in the combat and cannot be affected by it.  If all the participating defenders are eliminated, the reserves take their place and the hex remains under control of the defender.  Reserves cannot stop unit exploiting into or through the defended hex, and may be subject to pocketing.  

( 7.3 Substitute Stacking Markers
For ease of movement and handling, a number of corps markers have been provided.  To use the marker, place in on any hex (numbered side up) and transfer any or all regular ground units into the marker’s holding box.  The number of markers is a design limit.  

( 7.4 Hidden Movement
The corps marker has no number on its front side.  Any time the marker is adjacent to a mobile enemy ground unit, it must have its numbered side showing and the enemy player may examine the holding box.  If the marker is not adjacent to an enemy unit, flip it front side up.

At the time the marker flips front side up, a second marker may be placed (front side up) in the same hex.  The counters in the first marker may remain there, or be redistributed between the two markers in any way.

8.0 Movement

8.1 Movement Generally
During each of his movement phases, the moving player may move all, some or none of his units.  Units move one at a time, and each unit’s movement is independent of each other unit’s.  Players are free to combine unit movement in any way they like as long as no unit moves more than its Movement Allowance (MA).

The MA of each unit is dependent on its unit type (see 2.5) and represents the maximum Movement Points (MP) available to that unit each turn.  MP may not be accumulated from turn to turn, nor may they be loaned from one unit to another.  The MA represents the maximum number of hexes the unit may enter in one move; the number may be reduced by supply, terrain, enemy units or the moving player’s decision to stop.  A moving unit need not expend its entire MA.

A unit moves from hex to adjacent hex, in any direction or combination of directions, paying the MP cost for each hex entered.  Units that move are not required to expend all their MPs.  The movement of each unit must be completed before that of another is begun.  A player may not go back and readjust the movement of some previously moved unit unless his opponent allows it.

Units may not move off the map, into hexes occupied by enemy units, or across hexsides completely obscured by sea or lake.

8.2 Terrain Effects on Movement
Developed hexes cost each unit 1 MP to enter.  Units must stop upon entering an undeveloped hex, regardless of the number of MPs still available to that unit.  A unit may also be forced to stop on entering enemy-controlled hexes (see below).
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Design Note.  The “Stop” effect is caused not so much by the terrain itself as by small enemy units.  These units — reconnaissance detachments and the like — are presumed to be everywhere in this war, but are too small to be included in the game.  In restricted terrain, these units are able to block movement by forcing enemy units to stop and deploy.

8.3 Hex Control
Each player is considered to control all hexes in his country at the start of the game.  A hex generally becomes controlled by a player the instant one of his units enters it, and except as detailed below it is not necessary to keep track of who controls which hex.

An enemy-controlled river, town or city hex becomes controlled only at the end of a combat phase if a friendly ground unit is in that hex at that time, providing the ground unit could attack in that combat phase..  A river hex also becomes controlled if a unit advanced after combat out of it.   Use a control marker to indicate the change of status.  In the case of a river, use one or two markers to indicate control of a length of an enemy river; point the arrows at the tops of the markers toward each other.

Moving units must stop immediately upon entering an enemy-controlled river hex, regardless of the number of MPs still available to that unit.

8.4 Supply Effects on Movement
Units starting movement while OOS may have a reduced MA and must be moved, one unit (not stack) at a time, after all supplied units have been moved.  For each OOS unit, trace the path it will follow if it was in supply.  Roll one die.  For 6 MA units, the result is the unit’s MA.  For 3 MA units, halve the result (rounding up).  For 1 MA units, the unit may move on a roll of 4, 5 or 6.  The unit must move along the indicated path until it runs out of MPs.

A unit may be moved into a hex where it will be OOS.
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Design Note.  This rule is intended to reflect not only the uncertainty of getting unsupplied units to the right place at the right time, but the need to give orders to all units at roughly the same time.  If players prefer, they can trace the movement for all OOS units before rolling for any.

8.5 Prepared Combat
A prepared combat is one in which the attackers have spent their movement phase getting ready for combat rather than moving; they benefit by rolling fewer dice in that combat (see 9.4).  If each attacking unit in a combat has entered only developed hexes and expends MPs less than or equal to its maneuver rating, the attack is prepared; mark the defender’s hex with a Prepared Battle marker.  If even one participating attacker fails to qualify, the attack is unprepared.  A unit starting its movement in an undeveloped hex may qualify; only those entering such hexes in that movement phase do not.

8.6 Administrative Movement
Administrative Movement represents the planning and logistical support a unit needs to make a long march.  To use administrative movement, the moving player must expend 1 RP (see 5.1) per unit so moved.  Triple the MA of mechanized , double it for 3 MA units and horse cavalry; 1 MA units may not use admin movement.  Units using admin movement may not attack in the subsequent combat phase, may not enter enemy-controlled river, city or town hex, and may not cross a river captured by coup de main (see 12.1).

8.7 Movement to and from the GHQ Box
The GHQ box represents units not currently in or pre-pared for combat.  There is not limit to the number of units in the box at any one time.

A unit may movement from the box onto the map at any friendly supply source.  A unit may move into the box from the map if it starts its movement in supply.

The CSA player may move three units in or out at no cost, and must expend 1 RP for each unit thereafter.  The USA player may move five units in or out at no cost, and must expend 2 RP for each unit thereafter.

8.8 Moving the GHQ Counter
The GHQ counter is not a unit in the ordinary sense; it cannot be destroyed, does not count for stacking, and has no combat value.  It must be placed in any controlled home country city (not town) and represents the logistical center of its armed forces.  The GHQ may be moved from one city to another at the beginning of any friendly movement phase.  It is not necessary to trace any line of movement — just pick it up from where it is and put it down where it will be.  It costs no RPs to do this, but during the turn of movement all friendly units are OOS.

Ω 8.9 Unit Combination
If at the start of a movement phase a reduced two–step unit is stacked with a one–step unit or a reduced two–step unit of the same type, the two–step unit can absorb the one–stepper.  Flip the two–step unit back to its full strength side and remove the one–stepper (as though it had been destroyed in combat).  Non-rebuildable (“(”) steps may not be restored in this way.

9.0 Combat

9.1 Combat Generally
During each of his combat phases, a player’s units may attack enemy units.  Only his units may attack (but see 9.8).  A player may launch any number of attacks per turn, and may resolve them in any order he wishes.  Each unit may attack only once per turn, and each enemy hex may only be attacked once per turn.  Attacking in always voluntary.

Combat consists of one or more units in one or more hexes attacking one or more units in a single hex.  Combat is considered to take place in the defender’s hex; the stacking limit of that hex applies to both sides.

For each attack:

1) Determine the participating units (9.2)

2) Calculate the odds (9.3)

3) Roll the die/dice (9.4).  Cross-index the die roll with the odds column on the Combat Results Table to determine the result.

4) Apply the results (9.5-9.6)

5) Conduct and advance/exploitation (9.7)

9.2 Who Fights
The defender may defend a hex with up to the maximum combat stacking limit of the hex.  Defending units withheld from combat or in excess of the combat stacking limit do not take part in combat and are unaffected by any combat result (but see 10.0).

The attacker may use unit up to the stacking limit of the hex.  The attacking units may come from the same of different hexes in any combination.  Attacking units in the same hex may participate in different combats.  Units stacked with an attacking unit, but not participating in that attack, are never affected by the combat result.

9.3 Odds
The odds are calculated by comparing the strengths of the two sides.  Total the attack factors of all unit attacking the hex, then total the defense strength of all the defending units.  Some terrain types require certain units to use one combat strength or the other (for example, in a Plains hex, light infantry uses its defense strength for both attack and defense); see the TEC for details.  The actual combat strengths of units are never modified.

If the attacker’s total strength is lower than the defender’s total strength, use the “<” column on the CRT.  Otherwise, divide the attacker’s total by the defender’s total and round down to the nearest whole number.  Use the corresponding column on the CRT.  (Example 14–to–4 is 3.5:1, which rounds down to 3:1.)  Odds are never less than “<.”  Ignore and surplus over “6:1.”  Odds may be shifted left because of extra dice (see below); in such cases, start at the 6:1 column.

Units with a combat factor of “0” may never attack.  If stacked with other units, they contribute nothing to the defense of that hex.  If attacked alone or stacked only with other “0” units, it defends with a strength of “1”, regardless of the number of “0” strength units in that hex.
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Design Note.  The lack of differentiation for odds less than 1:1 is because the attackers get to choose the time, place and duration of a battle, and to stop it when things start going badly.

9.4 Dice
The combat die roll may be made with between and one and three dice.  Use the actual result of the die/dice (1-6 for one die, 2-12 for two, 3-18 for three).  The die roll itself is never modified.

Start with three dice for each combat, and modify the number used according to the schedule listed below.  No more than three nor fewer than one may be used.  If more are required, reduce the odds by one column for each additional die required.  If fewer are required, increase the odds by one column for each additional die.

-1 for each attacking, firing artillery unit (12.6)

-1 for a prepared battle (8.5)

+2 if any attacking unit is OOS (6.1)

+1 if the defender has positional advantage (11.1)

+2 if the defender is on top of a pocket (11.3)

-1 for a paratroop coup

-1 for each blitz air strike (13.5)

+1 in bad weather (15.1; see also 15.2)

The +1 for attacks against units with positional advantage applies to all attacks against them, whether the disadvantaged units participate or not.

Design Note.  The single die is used for the best-planned and supported battles.  Multiple dice are used when outside factors could disrupt a plan of attack.  These factors don’t [image: image11.wmf]G
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necessarily reduce the degree of success possible, they just make it less likely the maximum success will be achieved and increase the chance of a failed attack.

9.5 Combat Results
AX = Attacker Exchange: the attacking unit with the largest attack factor must lose one step.  The defender must lose step(s) whose total defense factor is equal to or less than the attack factor lost.  No defending unit may lose more than one step.

C = Counterattack: the defender has the option to attack any one hex containing an attacking unit from this attack.  See 9.9 for details.

AL = Attack Loss: the attacking unit with the largest attack factor loses one step.

NE = No Effect.

HX = Half Exchange: the side with the lower total combat strength loses steps equal to at least half its total combat strength.  The other side must lose steps whose combined strength is less than or equal to the strength actually lost.

EX = Exchange: the defender loses one step from each participating unit.  The attacker must lose steps whose total combat strength is less than or equal to the defender’s combat strength.

LX = Low Exchange: the defender loses one step from each participating unit.  The attacker must lose steps whose total combat strength is less than or equal to half the defender’s combat strength.

SX = Super Exchange: all defending units are eliminated.  The attacker must lose steps whose combined strength is less than or equal to the defender’s combat strength.

DH = Defender Half Eliminated: steps totaling at least half the total defense strength are eliminated.  No unit may lose more than one step. At least one step must survive the battle.

DE = Defender Eliminated: all defending units are eliminated; the attacker loses nothing.

DS = Defender Surrender: all defending units surrender to the attacker.

9.6 Losses
A two–step unit taking a step loss is flipped over to its reduced side.  A one–step unit or reduced two–step unit taking a loss is eliminated.  Place it in the Eliminated Units box unless it is marked OOS (see 6.1), in which case it goes into the Force Pool box.  Units eliminated by a DS result always go into the Force Pool box.

9.7 Exchange Procedures
In all exchanges, use the defense strengths of all units unless specified on the TEC.  Except for the defender in an SX, no unit may lose more than one step in any exchange, even if the losses are not optimized.  When losing matching steps, the larger side must lose the largest step first, even if the total strength loss is not optimized.  The attacker may voluntarily lose more strength than is necessary if he wishes.  It is possible for one or both sides to lose nothing in an exchange.  In all exchanges, “less than or equal to” means as close as possible to the defender’s loss, but not greater.  For two–step units, the full face value of the step lost is counted, not the difference between the steps.

9.8 Advance After Combat & Exploitation
If the defenders’ hex is vacated as a result of losses, all surviving attackers with a non “*” maneuver rating must enter the hex.  Units with a “*” maneuver rating may never advance under any circumstances.

An advancing unit may move more than one hex if it has a maneuver rating greater than “0.”  Exploitation movement is conducted exactly the same way as regular movement, but the maximum MP expended is the unit’s maneuver rating.

A unit with a “+” next to its MR may “drag” any units stack with it along.

Exploitation is restricted into or out of some terrain types (see the TEC for details).

If the Pocket rule (11.0) is being used, exploiting units may move directly onto enemy stacks during exploitation; they need not fight a combat first.

9.9 Counterattack
Any hex from which at least one unit participated in the attack may be counterattacked.  In addition to the defending units just attacked, any other friendly units in or adjacent to the hex to be counterattacked may participate (it does not matter if they have been or are to be attacked in that same phase).  Interrupt the attacker’s combat phase to conduct the counterattack; counter-attackers must advance and may exploit as in normal combat.  The counterattack takes place after the advance after combat or exploitation.  If the attacker’s hex is left empty, the counterattack is treated as an automatic DE and the counter-attacker may advance/exploit accordingly.  Counter-attackers may not be counterattacked.

10.0 Forts

10.1 Forts Generally
Forts are extensive collections of bunkers, gun emplacements and trenches, with small internal garrisons.  The number inside the fort symbol is its defense strength.  Forts available at the start of a given scenario may be placed on any hex in the owning player’s control.  Only one fort may be placed in a single hex at one time.

Forts placed after play commences may be placed on any developed hex under the owning player’s control and in supply at the time of placement.  During the production phase in which the fort is produced, place the counter on the map with the “under construction” side showing.  If at any time during that month an enemy unit enters the hex (regardless of the presence of friendly units), remove the counter.  If the counter is still there during the next production phase, flip it to its front side.

10.2 Fort Combat
Units in a hex with a fort are considered to be either in it (place the units under the fort counter) or outside it (place the units on top of the fort counter).  Units outside the fort fight normally; the fort may not contribute its strength to such combat.  Units defending outside a fort may retreat into the fort after the combat is resolved.

To contribute to combat, all units in the hex must enter the fort.  Units inside a fort may not attack; they must move outside the fort to do so.

10.3 Destroying Forts
A fort has one step and is destroyed in combat like any other unit, except that the fort cannot be destroyed until all other ground units have been eliminated.  A player may voluntarily destroy his own forts during any movement phase.

Ω 10.4 Forts in Pockets
If rule 11.0 is being used, forts can only be attacked by units in the same hex.  Enemy units may automatically advance into a fort hex if no units are outside the fort to be attacked.  Advancing onto the fort counts as combat, not movement, so the fort cannot be pocketed and attacked in the same turn.

Once a pocket is formed in a fort hex, all units are considered to be inside the fort, but they may attack out of the fort against the pocketing units.

Ω 11.0 Positional Advantage & Pockets

11.1 Voluntary Advance & Positional Advantage
In any combat result in which at least one defending step is eliminated but some defenders remain in the hex, surviving attackers have the option of advancing into the defender’s hex.  Place the advancing attackers on top of the remaining defenders; they now have positional advantage.  (if necessary — see below — mark any hex vacated by advancing attackers with a control marker.)  In the following movement phase, the defender(s) must either be moved out of the hex or attack.  If they move out of the hex, they may move normally but may not attack.  If the disadvantaged units attack, they must attack the enemy units in the same hex.  If they do attack (and/or units outside the hex attack into it) and eliminate at least one of the voluntarily advanced steps, the erstwhile disadvantaged units achieve positional advantage in the hex.

11.2 Forming Pockets
If a unit has positional advantage at the beginning of its movement phase, place a pocket marker on top of the disadvantaged unit(s).  A pocket remains in existence until all units of one side or the other are either eliminated or move out of the hex.

11.3 Pocket Effects
Units in a pocket are OOS, but may receive air supply.  They may not move during the movement phase, but may advance out of the pocket after combat.  In any attack into the pocket hex, the pocketed units need not participate in the attack.

Adjacent pockets are considered to form a single large pocket — units may move back and forth between them.

11.4 Reinforcing Pockets
A pocket may be reinforced by attacking the units on top of the pocket.  If any defending step is eliminated, any attacking unit with an MR greater than zero may “advance” into the pocket.  Units inside a pocket may not use the same procedure to evacuate the pocket hex; all pocketing units must be out of the hex to rescue the pocketed units.

11.5 Moving through Pockets
The pocketing player may move units through the pocket hex.  Treat the hex as undeveloped terrain for this purpose.  Supply lines may not be traced through a pocket hex.

Ω 12.0 Special Units & Rules

Design Note.  The characteristics noted in this section are in addition to those possessed by other units in the game.  In addition to the characteristics listed below, several unit types are affected by the terrain in the combat hex; see the TEC for details.

12.1 Coups de Main
Armor, airmobile and airdropped (see 12.3) paratroop units may conduct coups against enemy-controlled river hexes.  Move or drop the unit on the hex.  Roll one die; if the result is a “1”, “2” or “3”, the unit has seized the river crossings.  The unit must remain in the hex, but other units may move through the hex as though it were friendly-controlled.  In lieu of this, an armor unit (only) may continue to move across the river, but no other units may follow.  Note that the airmobile unit need not stop at all (see 12.8).

Airdropped paratroop units may conduct coups against enemy forts.  Drop the paratroop on the fort, whether there are any enemy units in the hex or not.  Before any combat against that hex, roll one die.  On a roll of “1” or “2”, the paratroop unit has destroyed the fort.  On any other roll, the paratrooper loses one step and the fort remains intact.

Airdropped paratroop units may conduct coups in any non-fort, non-city combat.  Drop the paratroop on the defender’s hex.  Before resolving the combat, roll one die.  On a roll of “1” or “2”, the paratroop has succeeded.  Subtract one die from the combat die roll, and add 1 to the MR of each attacking unit.  On any other roll, the paratrooper loses one step; resolve the combat.

12.2 Supporting Units
Any unit with a “+” next to its maneuver rating is a supporting unit.  It may fight alone on in support of an infantry division (only).  To support an infantry division, the unit must be stacked with it at the beginning of the preceding movement phase (place it under the infantry counter).  The two are considered a single unit for stacking, combat and exchange purposes.  Only one unit may support a division at a time.  If the combined unit takes a step loss, the supporting unit must be lost first; the defense strength for the exchange is the combined strength.  For exploitation use the combined exploitation rating of both units, but never more than one.  The MR of the supporting unit survives for the purpose of that one exploitation even if the unit is lost in combat.

12.3 Tanks
Tank (not armor) units use their defense strength for all purposes when fighting as a separate unit.  The difference between tank silhouettes has not effect on play.

12.4 Paratroops
Paratroops may enter the map normally from the GHQ box, or via airdrop.  To airdrop, the unit must start its movement in the GHQ box along with an air transport unit.  The paratroop must move with the transport to the drop hex.  If the transport is eliminated, so is the airborne unit.  The paratrooper is supplied on the turn of its drop.

12.5 Riverines
Riverine units may move only along navigable river, from one navigable river hex to an adjacent, contiguous river hex.  They need not stop when entering an enemy-controlled river hex, but do not gain control for their side unless they end a movement phase in the hex.  They are not required to stop upon entering a n undeveloped river hex.  They may attack and exploit (this restriction applies to any division supported by the riverine — see 12.2) only into adjacent, contiguous river hexes.  They may be attacked from any adjacent hex.

Riverines may trace a supply line along contiguous, friendly-controlled river hex to a supply source, in addition to the normal method of tracing supply lines (see 6.2).

12.6 Artillery
Artillery units are backprinted but possess only one step.  One side is the firing side, the other is the non-firing side.  The small number above the artillery’s MR is its MA.

Each artillery unit may support one non-artillery unit in combat.  When supporting a unit, the artillery unit does not count against the combat stacking limit.  Any time an artillery unit is used in battle,, flip it to its non-firing side.  It may be flipped back to its firing side at the beginning of each friendly movement phase if it is in supply at that time and the owning player expends 1 RP.  It may be flipped freely from the firing to the non-firing side at that time; the RP is not recovered.  Artillery may be flipped voluntarily (this must be done if it moves to the GHQ box or uses admin movement).

In combat, the artillery uses its attack factor for both attack and defense if it is stacked with any non-artillery unit engaged in the same combat.  If it is not supporting another unit, it uses its defense factor for all combat purposes.  Artillery fighting in support of another unit may not be used to satisfy a step loss; it suffers the same fate as the last ground unit step in the same hex.

12.7 Marines
In any invasion combat (see 14.4) in which Marines participate, subtract one die from the combat die roll.

12.5 Airmobile Units
Airmobile units treat all hexes as developed, ignore enemy control of rivers, towns or cities, and may move over (but not onto) enemy units.  In combat, they use their attack factor for all purposes (attack, defense and exchange) unless 1) it is attacking while OOS, 2) defending while marked OOS, 3) attacking into a pocket, or 4) only a single die will be rolled in that combat.

13.0 Air Operations

13.1 Air Operations Generally
Each air unit represents a month’s worth of action by a large number of aircraft.  All units in the GHQ are eligible for use each month (units marked “N” are considered naval, nor air units; see 14.6).  The owning player must expend 1 RP for each air unit to be used.

Each air unit conducts one mission per month, either inter​ception, escort or sortie (bombing, strike or transport).  Interception and escort occur during the Air Phase of each monthly turn.  Sorties are conducted during the player turns.

Only units with an unparenthesized air combat rating may conduct interception and escort missions.  Only units with parenthesized ground attack ratings may conduct bombing missions.  Only units with unparenthesized ground attack ratings may conduct strike missions.  Only units marked “T” may conduct transport missions.

Some missions require a unit to achieve a “hit.”  Roll two dice; if the result is less than or equal to the appropriate rating, the unit has scored a hit.

13.2 Interception
During the Air Phase, each player attempts to intercept enemy sorties and protect his own.  Divide all aircraft units to be used that month into three piles (out of view of the other player): intercept, escort and sortie.  Once an aircraft is declared for a particular mission, it may not be switched to another or aborted.  Conduct the following interception and escort routine once for each player.

Line up all sortieing aircraft on an empty spot on the table.  An aircraft with an asterisk for its air combat rating may not be intercepted (stealth planes).  Place escort aircraft, if any, on top of any sortieing aircraft, owning player’s choice.  More than one escort may be placed on a single sortieing aircraft.

Place intercepting units opposite any sortieing aircraft.  The intercepting player is completely free to choose which aircraft will be intercepted.  More than one aircraft may attempt to intercept a single sortieing aircraft.  Not all sorties need be intercepted.

For each interception, roll two dice for the interceptor and two for the intercepted aircraft.  Subtract one from the die roll if the aircraft’s air combat rating is smaller than its opponent’s (parentheses make no difference).  Add one to the die roll if the target’s air combat rating is greater than that of the firing aircraft.  A hit elim​inates the opposing unit.  The rolls are considered to be done simultaneously, so it is possible for both to be elim​inated and for both to be unharmed.  If the sortieing aircraft is unharmed, it is available for its intended mission.  If more than one unit is intercepting a single sortieing aircraft, each gets one shot, but the sortieing aircraft gets only one shot, at any one of the interceptors.

In the case of escorted sorties, the escorted aircraft may not be attacked unit the escort has been eliminated.  Fire at the escort(s) and the sortieing aircraft as a single target; all hits must be taken against escorts before the sortieing aircraft is hit.  If the sortieing unit survives interception, its range is limited to that of the escorting unit (whether it survives or not).

13.3 Sorties & Range
Each available sortieing aircraft may conduct a single mission during the month.  It may be done at any time during any phase, friendly or enemy.  Neither player is able to intercept or in any way interfere with sorties after the interception phase.

Units conducting sorties may only conduct them in hexes within range.  Aircraft range is counted from any friendly supplied hex (not supply source); do count the target hex, do not count the supplied hex.  Units with a “(” range may fly anywhere on the map.

13.4 Bombing Missions
Ground Attack: the aircraft may attack a ground unit (only, never a whole stack) involved in a combat.  The attack may be made during either player’s combat phase (that is, either offensively or defensively).  Resolve all ground strikes in a given combat before the combat die roll is made.  Add two to the hit die roll if the ground unit is tank, armor, mechanized infantry or mechanized cavalry.  A hit means the attacked unit may not take part in the ensuing combat.  If the result is a hit and is greater than “7”, the ground unit loses one step and may not take part in the ensuing combat.

City Bombing: place the aircraft over an enemy–con​trolled enemy city.  Roll two dice.  If the result is less than or equal to the ground attack rating, place a “City Bombed” marker on the city.  The city cannot act as a supply source while so marked.  In the next Production Phase, reduce the RPs generated by one.  The marker stays on the city until the owning player expends one RP during a Production Phase to remove it.

Supply Interdiction: place the strike aircraft on any non-forest hex.  A hot means no enemy supply may be traced through that hex.  Leave the aircraft there through the enemy movement and combat phases.

13.5 Strike Missions
Strafe: same as ground attack, but only tank, armor, mechanized infantry, mechanized cavalry or artillery units may be attacked.

Blitz (attacker only): Place the aircraft on any hex under attack.  Roll two dice; if the result is less than or equal to the ground attack rating, subtract one die from the combat roll and add one to each attacking unit’s MR.

Supply Interdiction: place the strike aircraft on any non-forest hex.  A hot means no enemy supply may be traced through that hex.

Hunt: place the strike aircraft on the enemy GHQ counter.  It may then attack any aircraft counter still in the GHQ or Eliminated Units boxes.  A hot moves the target unit from the GHQ box to the Eliminated Units box, or from the Eliminated Units box to the Force Pool box.

Movement Interdiction: place the strike aircraft on any hex except forest, mountain or hill.  Leave it there through the next enemy movement phase.  Each time an enemy unit attempts to move through the hex, roll for a hit.  If successful, the enemy unit must stop in that hex.

13.6 Transport Missions
Air Supply: place the transport aircraft on an OOS ground unit; the unit is now supplied for both combat and movement purposes.  See also 6.6.

Paradrop: each transport can carry a single paratrooper.  Place the transport on the hex in which the paratrooper is to be dropped (see 12.4).

14.0 Naval Operations

14.1 Naval Operations Generally
At the beginning of each month, all available ships start in the owning player’s GHQ box.  Ships are deployed from the GHQ box to the map as part of task forces, each consisting of one or more ships or naval aircraft.  Dispatching a task force cost 2 (CSA) or 3 (USA) RPs, regardless of the number of ships in it.  Ships do no count against the deployment limits of section 8.7.

There are two sea zones: the Atlantic and Caribbean.  All ships operating along the east coast are in the Atlantic, those operating along the coast from hex 3434 to hex 6034 are in the Caribbean.

During the naval phase, each player secretly forms one or more offensive task forces to transport ground forces (14.3), conduct invasions (14.4), or open a sea supply lane (14.5).  Once the task forces are formed, each play announces the destination hex for each task force, but not the composition of them.  Each player may then form task forces to intercept any or all incoming enemy task forces.

Once all intercepting task forces are ready, place all task forces, offensive and defensive, on the map at or near the intended destination.  Resolve naval combat for each one, in any order desired.

Once combat is resolved, any surviving transport vessels are available to conduct their operations.  Transport missions may be conducted during any one game of the game turns of the month, unless prevented by bad weather (see 15.1 and 15.2).  At the end of the month, all vessels return to the GHQ box.

There are three kinds of ships: surface combatants, carriers and transports, each with the data listed in the diagram.

14.2 Naval Combat
Each naval combat is conducted in waves, with each wave consisting of all ships on both sides with the same maneuver rating.  Each wave fires one, highest MR first, lowest last.  All ships in a single wave fire and inflict damage simultaneously.  To fire, roll two dice and compare it to the ship’s combat rating.  Add the target’s armor rating to the die roll.  If the result is less than or equal to the combat rating, the ship scores a hit.

If a surface combatant or carrier is hit, roll one die: on a roll of 1-4, the ship is damaged, place it in the Force Pool (not Eliminated Units) box; on a 5 or 6 it is sunk, remove it (permanently) from the game.  If the ship is hit in a sea zone (see 14.1) with no friendly port city (not town), add two to the damage die roll.  Transports always go into the Force Pool box.

Generally, each ship of each wave is free to fire at any target, and each ship may be targeted any number of times in a single combat.  However, surface combatants must attack surface combatants; only if there are no enemy surface combatants may they attack carriers; only if there are no surface combatants and no carriers may they fire at transports.

The offensive task force may be aborted at any time during naval combat; any un–fired ships lose their opportunity to fire in that combat.  The intercepting task force still fires, but add two to all die rolls.

14.3 Sea Transport of Ground Units
Each transport ship can carry two ground units of any type.  They must move to the ship from the GHQ box during the naval phase; this does count as a movement from the GHQ box for the purposes of rule 8.7.  Assuming the ship gets through (see 14.2), the units must either conduct an invasion (14.3), or be landed at a friendly port (town or city) during the next friendly ground movement phase, or be placed back in the GHQ box.  To land at a port, place the transport and ground units on the port; units may not land in excess of stacking conditions.  They may move no further in that turn and may not attack. A port town can handle two transports; a port city can handle three.

14.4 Invasions
Invasions may be conducted against any developed coastal hex.  Place a naval transport on it during the any friendly movement phase.  Any units in the transport are considered landed.  They may not move further that turn, nor may they attack out of the landing hex.  Three transports can land on a city hex, two on a town, and one on any other.  Leave the transport ships on the invasion hexes for the rest of the month; all friendly units in those hexes are considered supplied.

If the landing hex is occupied, fight a normal combat; treat the landing force as though it is in a positional disadvantage.  Armor and tank units must use their defensive factors in invasion combat.  Treat an invasion in which at least one Marine unit participates as a prepared combat (see 12.7).  If any surface combatant attached to the invasion force did not participate in naval combat, it may be used as though it were an artillery unit for purposes of rule 9.4, but does not contribute any combat strength.

14.5 Sea Supply
Place one naval transport on a friendly controlled port (town or city).  That port may now function as a supply source for the month.  Units may not be transferred to or from the GHQ box via sea supply.

14.6 Naval Aircraft
Naval aircraft (including balloons) have a “N” designation on them; they are considered naval units, not aircraft.  They may be assigned to any task force like ships; there are no range considerations.  Aircraft with a combat rating greater than “0” may attack enemy ships.  This with a “+” on the maneuver rating may be assigned to any ship in a task force; use the aircraft’s MR in place of the ship’s.

Each time a naval aircraft or balloon takes part in naval combat, roll one die.  Add the target ship’s armor rating to the roll.  The aircraft/balloon is eliminated on a result of 5 or more.  Naval aircraft can be fired on only when they attack enemy ships (or are assigned to a ship, in the case of balloons); they may not be targeted.

Ω 15.0 Weather

15.1 Weather Generally
At the beginning of each of his movement phases, the first player rolls for weather.  Roll one die and compare it the number in the corresponding month box on the TRC.  If the die roll is less than or equal to the number, the weather is bad.  If it is greater than the number, the weather is good for the following turn.  The weather is either good or bad across the entire board.  Bad weather has the following effects:

· Add one die to all combat die rolls.

· Reduce all MA by 2 (1 MA becomes zero).

· Add 2 to all strike/bomb die rolls.

· Conduct no invasions.

15.2 Weather Zones
There are two weather lines on the map: Snow and Hurricane.  All hexes north of the Snow Line are in the snow zone.  During the months December-March inclusive (marked “S” on the TRC), the following additional effects occur in the snow zone during bad weather.

· Mountains: impassable to all units (units already in the hexes must remain there).

· Hills: treat as mountains.

· Plains & Clear: Treat as rough.

· No air missions may be flown in the zone.

· No invasions may be conducted in the zone.

All hexes south of the Hurricane Line are in the hurri​cane zone.  During the months June-September inclusive, the following additional effects occur in the hurricane zone during bad weather.

· Swamp hexes are impassible to all units (units already in the hexes must remain there) and supply lines.

· Treat Clear & Plains hexes are undeveloped swamp hexes.

· No air missions may be flown in the zone.

· No invasions, sea supply or sea transport may be landed.

16.0 Scenario 1995

American Storm

16.1 Introduction
By 1995, the USA becomes concerned about the economic progress by the higher–tech CSA.  Military preparations are matched by jingoistic rhetoric.  The CSA launches a preemptive strike, hoping to achieve a quick victory and drive the USA to the bargaining table before international pressure for a cease–fire can be brought to bear.

16.2 Set Up
Turn: June

Phase: Air Phase, CSA player first

CSA: RP = 18. Forts = 10. Counters = 14 two–sided and 50 one–sided

USA: RP = 12. Forts = 20. Counters = 14 two–sided and 34 one–sided.

16.3 Victory Conditions
The game last for one month only (but see 16.4).  At the end of the game, subtract the USA VP total from the CSA VP total.

less than 4 USA Decisive Victory — Intense international pressure will force the CSA to halt the fighting, pay reparations, and make economic concessions to the USA>

4-7 USA Marginal Victory — Negotiations will leas to some economic concessions and assistance to the USA.

8-9 CSA Marginal Victory — The USA is forced to suspend its military buildup and submit to international arms investigators.

10+ CSA Decisive Victory — The USA will have to pay reparations and reduce the size of its military.

16.4 Special Rules
Skip the Production and Naval Phases.  Do not use the weather rules.  At the end of the month, the CSA player may elect to play one more game turn (not month).  Conduct an Air phase, then play one regular turn.  Raise each victory level by 3 VP. 

17.0 Scenario 1917 Monroe’s Legacy

17.1 Introduction
After the Spanish war, the CSA dominates Central America and the Caribbean, while the USA has strong ties in South America.  The new Panama Canal and trans-Mexican railroads enable Confederate inroads in US markets.  In 1916, bellicose Teddy Roosevelt and his Bull Moose party score a narrow victory over peaceable Woodrow Wilson.  Within a month of the inauguration, Roosevelt wangles a declaration of war from a reluctant Congress and prepares to heft his big stick.

17.2 Set Up
Turn: April (1917)

Phase: First Game Turn, USA first

CSA: Economy = 8. RP = 0. Forts = 10. Counters = 46 two–sided and 32 one–sided. The Mexican Protectorate and Central American Colonial units are available in the CSA Force Pool at the start of the scenario.

USA: Economy = 12. RP = 6. Forts = 8. Counters = 66 two–sided and 37 one–sided.

17.3 Victory Conditions
If at the end of November 1917 the USA has captured New Orleans, controls the entire Mississippi, and has at least 5 more VP than the CSA, the USA wins decisively.

If at the end of July 1917 the CSA has at least 10 VP more than the USA, the CSA wins decisively.

If neither player wins under those terms, the game continues until the end of a month in which one economy is reduced to zero or November 1918, whichever comes first.  The winner is the player with the most VPs at that time, but in reality both players lose and the Great Depression is just around the corner.

17.4 CSA Foreign Trade
Place the CSA “Foreign Trade” marker on the “8” box of the RP track.  This represents aid from her Franco-British allies.  It produces RPs just like the economy, but may not be used for mobilization.  Each time the USA captures a CSA coastal port, roll one die.  On a roll of “1”, “2” or “3” the foreign trade is reduced by 1.  Starting in March 1918 (if the war lasts that long), roll one die at the beginning of each Production phase.  Subtract two from the die roll, and reduce the foreign trade marker by the result.  Foreign trade never increases.  The foreign trade marker does count as part of the CSA economy for purposes of ending the scenario; both the economy and trade must be reduced to zero.

17.5 New Tactics
Every time a player conducts an attack resulting in a “DS”, “DE” or “SX” result, roll one die.  On a roll of “1” that side has “discovered” new infantry tactics.  All “V” units are now available in the Force Pool.  This discovery must be made independently for each side.

( 17.6 Giving a War and Everybody Comes: The Sequoyah Alliance
By: Hale E. Cullom, III

In the early 1900's, as the continental rivalry between CSA and USA intensified, many Sequoyan political thinkers began to advocate abandoning Sequoyah's traditional neutrality, and bargaining for an alliance with either the CSA or USA, as seemed most advantageous. Consequently, as war loomed over the North American continent in early 1917, Sequoyans were treated to the novel experience of both CS and US lobbying for Sequoyan help. During the weeks leading up to war both sides sent high-powered diplomatic delegations to the Sequoyah capital at Oklahoma City, offering the Sequoyans vast sums of money as well as economic and military aid; as well as huge chunks of the other side's territory when victory was won. However, in the last weeks of peace, neither the CS Joint General Staff, nor the US Joint Chiefs of Staff, could be quite certain which way Sequoyah would jump – if at all. 

To simulate this uncertainty, do the following: Make up two counters reading "Sequoyah allies with CSA"; two saying "Sequoyah allies with USA" and two saying "Sequoyah remains neutral." Place the markers in an opaque container, and, after all forces, including the Sequoyah Army, are deployed, either player draws one counter and shows it to his opponent. At the indicated player's option, Sequoyah either joins the side indicated immediately, or remains neutral.  

If, for any reason, the player obtaining a Sequoyan alliance by this means chooses to have Sequoyah remain neutral – Sequoyah may not join that side for the rest of the game, unless invaded by the other player, even if optional rule 17.7 is being employed. (Presumably, Sequoyah would be unable and unwilling to participate in the conflict without significant economic and military aid, and the decision to have Sequoyah remain neutral represents a determination by the government in question to disavow the agreement with Sequoyah reached by the diplomats). 

( 17.7 Better Late than Never
By: Hale E. Cullom, III

"The hand that held the dagger has struck it into the back of its neighbor." 

Franklin D. Roosevelt

10 June 1940, referring to the Italian entry into World War II

This rule may be used if Sequoyah stays neutral as per optional rule 17.6. 

If, at the end of any game month, either the USA or the CSA has five more victory points than the other side, and Sequoyah is still neutral, then at this time, the side with the VP advantage takes the two counters produced in 17.6 indicating Sequoyah entry on its side, as well as the two "Sequoyah remains neutral" counters, and places them in an opaque container. The player with the VP advantage draws one counter, and shows it to his opponent. Sequoyah either joins the side with the VP advantage, or remains neutral. 

Once Sequoyah has joined one side or the other, this rule is no longer used, whatever the relative VP totals are. Each side has one opportunity, per game, to gain Sequoyan intervention in this manner. 

( 17.8 Guerre à l’Outrance
By: Hale E. Cullom, III

"We'll fight them till hell freezes over, and then we'll fight on the ice!" 

Disregard the victory conditions in 17.3. The war continues until the end of a month in which one economy (or economy and Foreign Trade, in the CSA case), is reduced to zero. The decisive victor is the player with the most VP's at that time. If both economies are reduced to zero at the end of the same month, the game is a draw. Of course, “victory” at such price will be hard to distinguish from defeat.  

( 17.9 Notes on Optional Rules
By: Hale E. Cullom, III

The Sequoyah Options. The possibility of Sequoyah joining the war forces both the CSA and USA to leave some sort of "neutrality watch" along the Sequoyah border, or else watch the Indians either have a hoe-down in Texas, or play Genghis Khan in Kansas. In the standard game, Sequoyah neutrality is often of advantage to both sides – shielding the plains from the Confederates, and Texas from the Yankees. In the 1917 scenario, Sequoyah intervention can be worth a few yucks at somebody's expense – inasmuch as all the Sequoyan forces are Cavalry (6 MPs), and most of the available C.S. and U.S. forces are infantry (3 MPs). Watch out for the 5 VP intervention too – you may have to come up with extra forces to police the plains just when you can least afford them. The Sequoyah optional rules can also be adapted to fit the 1940 scenario. The option to allow Sequoyah to remain neutral, despite a player's drawing an intervention counter, represents the government in question's analysis that the deal secured by the diplomats is not worth the expense, or that it conflicts with other political or military options. (Historical analogies might be the UK’s treatment of the Ottoman Empire in 1914, or what might have resulted in World War II had Nazi Germany made any kind of analysis of the downside of having Mussolini's Italy as an ally). 

Guerre à l’Outrance. This rule allows either or both sides to be as irrational as the combatants in our world's World War I (particularly the Germans and Russians) – producing extreme social and economic dislocation in pursuit of an ultimately chimerical "victory." 

18.0 Scenario 1940

Oil War

18.1 Introduction
Both nations come out of the Depression stronger than ever: US industrial capacity is the envy of the world, while the Texas–Mexico oil boom fuels a huge growth in Confederate industry, trade and ambition.  While Europe gears up for another war and Japan expands in Asia, the Americas too will seek hegemony through war.

18.2 Set Up
Turn: May (1940)

Phase: Air Phase, flip a coin to see who goes first

CSA: Economy = 18. RP = 10. Forts = 12. Counters = 62 two–sided and 54 one–sided, plus Mexican Protectorate and Central American Colonial units.

USA: Economy = 20. RP = 3. Forts = 10. Counters = 69 two–sided and 71 one–sided.

18.3 Victory Conditions
Either player may win a decisive victory only through shock (see 18.6).  Otherwise, continue play until the end of a month in which one economy is reduced to zero.  If both economies reach zero in the same month, the game is a draw.  If only one economy is reduced to zero, subtract that player’s VP total from the other player’s VP total.  Add the surviving economy to the result.

(0 Draw

1-11 Marginal Victory: the winner is in the stronger position, but cannot completely exclude the loser from hemispheric activity.

12-19 Hemispheric Victory: the winner clearly dominates the hemisphere, but much of its military strength will be tied down policing the Americas.

20+ Global Victory: the winner dominates the hemisphere and becomes a global superpower.

Shift the victory one level in the Confederate favor if they capture Pittsburgh (5907); shift it one level in their favor if they capture both Albuquerque (1022) and Denver (1412).  Shift the victory one level in the US favor if they capture any three of the following, two levels for capturing any five: Amarillo (1921), Lubbock (1925), Midland (1928), Houston (3233), Beaumont (3531), Lake Charles (3832), or both Guadalajara (1034) & San Antonio (2634).

18.4 Blitzkrieg
Every time a player conducts an attack in which armor or tank units take part, roll one die.  One a roll of “1” that side has “discovered” the blitzkrieg formula.  All “V” units are now available in the Force Pool.  This discovery must be made independently for each side.

18.5 Unit Conversions
Once the “V” units become available, the player may opt to convert existing infantry (only) divisions (only) into the new forms.  The existing infantry division must be in supply on the map, or in the Eliminated Units box, or in the GHQ box.  Place it back in the Force Pool, and put one of the new units on the TRC for the next month.  Pay the full RP cost of the new unit, less two (if the infantry division came from the GHQ box or the map) or one (if it came from the Eliminated Units box).

18.6 Shock
Each player must track the shock effect of losing cities.  Place a control marker in the zero box of the RP track.  Each time a friendly city falls, increase the shock level by the VP value of the city (if it goes over 10, use a second marker).  In the following Production phase, reduce the RPs generated by the shock number, then zero the shock counter.

If at the beginning of any Production cycle the shock points generated in the month are greater than the current economy, roll one die.  On a roll of “1”, “2” or “3” that nation surrenders and the other player has won a decisive victory.  (If both players surrender at the same time, it’s a draw.)

18.7 Switching Player Order
At the end of each Production Phase, the second player may attempt to change the player order.  He must expend 5 RP (representing a significant expenditure of supplies, etc.) and roll one die.  On a roll of “1”, “2” or “3” he becomes the first player for the following month.  If the first player had more shock points that month than the second player, subtract one from the die roll.

18.8 Fort Complexes
One of the primary theories formed after World War I was that the defense had come to utterly dominate the offense.  It therefore made sense to concentrate national resources on defensive works to take advantage of this dominance.

The ten black-on-white double-sided forts represent major defensive complexes along the lines of France’s Maginot Line.  These fort complexes are like any others in the game except 1) they are two step units, not one step, and 2) they may not be rebuilt (either step).

At the beginning of the scenario, they may be deployed by one side or the other (by player agreement of flip a coin).  They may be deployed in any non-city hex in which a regular fort could be deployed.  For each complex deployed, the deploying side must remove from its “A” or “G” units one regular fort, one infantry division (placed in the Eliminated Unit box), and one infantry division or two ships (placed in the Force Pool box).  Until the deploying side “discovers” the blitzkrieg (18.4), all MRs for that side are reduced by one (zero remains zero).

19.0 Designer’s Notes

The biggest problem designing this game was scale.  The border between the CSA and the USA is longer than the WWII eastern front at its greatest extent, but the armies fielded by these two nations would be considerably smaller than those of the USSR and Germany in WWII.  With neither side really able to man the whole line, the situation will be fluid, especially in the 1995 and 1940 scenarios.  I had to tone down the pace of the game to prevent the two sides creating overwhelming–odds battles and/or large pockets every turn.  Paradoxically, I was able to temper the fluidity of the situation by increasing the fluidity of the action.

Ω 20.0 Leaders

20.1 Leaders Generally
In all three M–D scenarios, the commanders and staffs of both sides are presumed to be graduates of extensive schooling and therefore competent at the scientific component of war.  But war is both a science and an art.  In every war, there are individual commanders who transcend the “school” approach, with some particular skill setting him apart — and above — his contemporaries.  Twelve such leaders are presented for M–D.

20.2 Using Leaders
Leaders are available to the owning side at the beginning of the scenario.  They set up with any unit eligible for their bonus.  They may travel with any unit, or may move alone any distance in a single movement phase.  They may move in and out of the GHQ box freely.  Each leader may apply his bonus only once per game turn (not once per combat phase).  Unless otherwise noted, a ground leader is killed if the last unit in the hex with him dies.  Air and naval leaders die if their plane/ship is destroyed.

20.2 Leader Traits
The individual leaders have the following traits:

Beatty (GF/CSA 1917), the battlecruiser maestro.  He always accompanies the Lion, and goes down with her.  He creates a single wave with any two GF ships (the Lion does not have to be one of them); they fire before any other ship on either side.

Bradley (USA 1940), the soldier’s general.  In any attack or defense, any one step of the unit(s) in his stack lost as a result of combat is saved.  The step must be infantry if possible.  This bonus is not available if the stack receives a DE or DS result; in that case, Bradley too is dead.

Doolittle (USA 1940), the air strategist.  One aircraft per month can sortie with him for no RP expenditure and has its range increased by two.

Eisenhower (CSA/TX 1940), the incomparable staff officer.  If he is stacked with units moving into an attack in which any one unit (in his or any other stack) qualifies for the prepared attack benefit (8.5), all units in his stack qualify for the benefit.  He cannot be killed (retreat him if necessary), but can be captured if his last unit is destroyed in a pocket or with no line of retreat.

Guderian (DAK/USA 1940), the theorist.  If stacked with a DAK unit(s) that advances after an attack, the advancing units may attack again at the end of their exploitation.  They may advance again after the second combat, but do not get a third attack.

Halsey (USA 1940), the master tactician.  Subtract one from the combat die roll for any one carrier; he need not be on the carrier, but he must accompany the mission.

MacArthur (USA 1940), the charismatic.  In any attack in which he is stacked with one of the attacking units, shift the odds two columns to the right.  In any defense in which he is stacked with the defending units, shift the odds one column to the left.  He cannot be killed (retreat him if necessary), but can be captured if his last unit is destroyed in a pocket or with no line of retreat.

McAuliffe (CSA 1940), the paratrooper.  He can work only with paratroopers; if the last paratrooper with him is eliminated but other units survive, he survives also.  Subtract one from any coup die roll for the unit with him.  Shift the odds one column left for any defense by the unit(s) with him.

Mitchell (USA 1917), bombing enthusiast.  He may accompany any one aircraft unit.  Subtract one from any hit die roll for that plane on any Bombing Mission (13.4).

Nimitz (CSA 1940), the consummate planner.  He gives any one offensive naval sortie a chance to evade naval interception.  After all offensive and defensive sorties have been declared for that naval phase, roll one die; on a roll of “1”, “2”, or “3” Nimitz’s sortie cannot be intercepted (return the intercepting ships to their GHQ box).

Patton (CSA 1940), the irrepressible.  In any attack in which he is stacked with any participating unit, add two to the MR of all 6MP units.  On defense, reduce the MR of all attacking units by one (zero remains zero).

Pershing (USA 1917), the modernist. In any combat, shift the odds one column in his favor.

Ω 21.0 Foreign Intervention

21.1 Foreign Intervention Generally
The wars portrayed in M–D do not take place in a vacuum; each American nation has allies and interests abroad, particularly in Europe.  The size of the Americas, the distance from Europe and European preoccupation with continental struggles means any intervention is likely to be limited.

The following rules present some of the more likely intervention scenarios.  Each intervention is made in favor of one American nation in a particular scenario.  In each case, the foreign units become just like any other units on the gaining side, and may stack fight and draw supply as though they belonged to that side.

21.2 Grand Fleet (CSA 1917)
Admiral David Beatty (see 20.3) leads the battlecruisers and fast battleships of the Grand Fleet on a foray into American waters to give the Confederacy a boost at sea.  Beginning May 1917, roll one die at the beginning of each month.  On a roll of “1” or “2”, the 11 GF ships and Beatty become available for two consecutive months (CS player’s choice).  There is no RP cost to sortie the fleet, and they need not sortie in a group.  Starting the month after the first month of availability, roll a die at the end of each month.  On a roll of “5” or “6” the Grand Fleet returns to Europe.  The fleet intervenes only once per game.

21.3 Deutsches Amerika Korps (USA 1940)
Heinz Guderian’s (see 20.3) “volunteer” DAK, fully motorized in American trucks, is sent ostensibly to aid Germany’s American ally, but in reality to further test the blitzkrieg doctrine and techniques.  Roll one die at the beginning of each turn starting in July 1940; on a roll of “1” or “2”, the DAK arrives in the USA GHQ box.  The 7th Panzer and 3rd Motorized Divisions are 4-step units; use the 4/3 step counter until the unit loses two steps, then use the 2/1 step counter.

Place the DAK RP marker in the “4” box of the RP track.  The DAK units may use the DAK RPs for any purpose.  The DAK may use USA RPs for Administrative (8.6) and GHQ (8.7) movement, prepared attacks (8.5) (????), and Stuka sorties (13.1), but not to rebuild or replace the units.  During each Production phase, roll one die; on a roll of “6”, the DAK receives another RP.  There may never be more than 10 DAK RPs.  The DAK remains in the game as long as there is at least one DAK ground unit on the map or in the GHQ box.  As soon as the last ground step has been eliminated, the DAK is out of the game for good.

The DAK Stuka unit may only support attacks including at least one DAK unit.

21.4 The Canadian & British Expeditionary Force (CSA 1940)
Since the end of the Civil War, the British have maintained a large army in Canada with other units in England earmarked for rapid reinforcement in the event of American hostilities.  At the beginning of each month (starting in May), roll one die.  On a roll of “1” the CBEF becomes available.  Subtract two from the die roll of the DAK has entered.  The CBEF remains in the war for the duration.

The CBEF has 6 RPs on entry.  During each Production phase, roll one die; that is the number of RPs the CBEF receives that turn.  The CBEF may only use CBEF RPs; it may not use the CSA RPs for any purposes, nor may the CBEF RPs be used by/for CSA units.  There may never be more than 10 CBEF RPs on the track at any time.

On entry, the CBEF may deploy to any hex on the peninsula bordered by Lakes Huron, Ontario and Erie, or into the CSA GHQ box.  They may deploy from/to the GHQ box to/from any north map edge at no cost.  All other GHQ box deployments are made as for USA/CSA units, but no CBEF units may transfer freely to/from the GHQ box except as described above.

CBEF units may treat all non-USA controlled north map edge hexes as supply sources, and may draw supply from any CSA supply source.  CSA units may not draw supply from the north edge hexes.
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Abbreviations


Central American Colonies


Hampt – Wade Hampton 


Legion


Hond – Honduras


Mos – Mosquito


Nic – Nicaragua


Pan – Panama


Walk – Walker


CSA


APH – A.P. Hill


ASJ – A.S. Johnston


BB – Braxton Bragg


CS – Confederate States


CSV – CS Volunteers


Hmp – Hampton


JD – Jefferson Davis


JJ – Joe Johnston


JL – James Longstreet


KS – Kirby Smith


Marm – Marmaduke


Morg – Morgan


NBF – N.B. Forrest


NC-M – Negro Corps (Militia)


PGTB – P.G.T. Beauregard


PC – Pat Cleburne


RL – Robt. E. Lee


SJ – Stonewall Jackson


Stu – Stuart


Stwl – Stonewall


TA – Turner Ashby


TXR – Texas Rangers


VA-M – Volunteer Army (Militia)


WH – William Hardee


Whee – Wheeler


Mexican Protectorate


Ald – Aldama


Guad – Guadalajara


Jim – Jiminez


Juar – Juarez


Mat – Matamoros


Mont – Monterrey


Oax – Oaxaca


SLP – San Luis Potosí


Tol – Toluca


VC – Vera Cruz


Sequoyah


Arap – Arapaho


Black – Blackfoot


Cher – Cherokee


Chey – Cheyenne


Chick – Chickasaw


Choc – Choctaw


Com – Commanche


Sem – Seminole


States


AL – Alabama


AR – Arkansas


CA – California


CM – Cumberland (Confederate Kentucky)


CO – Colorado


CT – Connecticut


DE – Delaware


FL – Florida


GA – Georgia


IA – Iowa


IL – Illinois


IN – Indiana


KS – Kansas


KW – Kanawha (West Virginia)


KY – Kentucky


LA – Louisiana


MA – Massachusetts


MD – Maryland


ME – Maine


MI – Michigan


MN – Minnesota


MO – Missouri


MS – Mississippi


MT – Montana


NC – North Carolina


NE – Nebraska


NJ – New Jersey


NM – New Mexico


NY – New York


OH – Ohio


PA – Pennsylvania


SC – South Carolina


TX – Texas


TN – Tennessee


VA – Virginia


WA – Washington


WI – Wisconsin


USA


Amer – Americal


Buff – Buffalo


Vol – Volunteer



