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At last! We finally have a simulation of the conflict from which the United States emerged recognized as a major world power. The ‘Remember the Maine!’ game is a simulation of “a splendid little war” – the Spanish-American War of 1898. This unique conflict was a direct precursor of 20th Century warfare. Like most other major conflicts, there are a host of alternative possibilities that can be presented as hypothetical scenarios for the game. The ones presented here use existing game equipment and mechanics; unless specifically stated otherwise, all standard game rules remain in effect.
[5.3] Scenario 3: Manila Bay

In this scenario, the US Navy's Asiatic Squadron enters the Spanish anchorage in Manila Bay and sinks the entire Spanish Asiatic Fleet on May 1, 1898.

[5.31] the listed ships are available at the start of the scenario; all are undamaged. The pieces used from the standard game are given in parentheses after the name of the historical ship.

SPAIN: Castilla (Lepanto); Reina Cristina (Alfonso XIII); Isla de Cuba (Mercedes); Isla de Luzon (Aragon); Don Antonio de Ulloa (Colon); Velasco (Alfonso XII); Marques del Duero (Ensenada); Gen. Lezo (Don J. Juan); El Cano (Isabel II); Don Juan de Austria (P. Asturias).

US: Olympia (New York); Raleigh (Cincinnati); Boston (Columbia); Petrel, Concord, McCullough (Flot. #3).

[5.32] Special Rules
· The Spanish player deploys first. No Spanish ship can move once in line of battle; nor can the order of ships in the line be changed.

· The entire action is fought at close range. The Spanish have one shore battery (Chorrera).

· The scenario ends after five rounds of gunfire.

[5.33] How to Win

The US player wins if he sinks all Spanish ships. The Spanish must sink one US ship or cause all US ships to disengage in order to win.

[5.4] Scenario 4: Manila Bay II
This hypothetical scenario assumes the Spanish Cadiz Squadron (including Pelayo and Carlos V) reached the Philippines and confronted Dewey at Manila Bay.

[5.41] the following ships are available; all are undamaged.

SPAIN: All ships from the Cadiz Squadron (see the Spanish Naval Unit Chart).

US: Dewey’s Squadron from 5.3.
[5.42] Special Rules

The following options can be used in any combination by mutual agreement:
· The Spanish have one shore battery as in Scenario 3.

· Add surviving Spanish ships from Scenario 3.

· Add the US battleship Oregon (the 5 May reinforcement) and / or the cruiser Charleston (Indiana).

[5.43] How to Win:

The side inflicting the most hull points damage on enemy ships wins.

[24.0] EXTENDED CAMPAIGN GAME
This campaign game simulates the entire war, including the actions fought in the Philippines. Play the Manila Bay scenario [5.3] first. Record the outcome and the number of victory points scored by both sides (hull ratings sunk), then play the regular campaign game. At the end of the game, apply the points scored in the Manila bay scenario to the final victory conditions for the campaign game.
As an option, both Manila Bay scenarios can be used, but both must be played before the start of the campaign game.

[14.3] Scenario 3: DECISION AT DAIQUIRI

This is a modification of the San Juan Hill scenario that begins with the situation that existed in the aftermath of the US landings at Daiquiri on Santiago, while the US forces were most vulnerable. Even modest Spanish initiative there could have turned the landing into one of the most costly military disasters in US history.
[14.31] only the Santiago map is used. The scenario starts with the First US Land Phase of the 1 July turn, the first land phase after the landing.
[14.32] Placement: Each player places his units as in 14.1, with the following exceptions:

Spanish: The 1 Asia unit is placed in 3520 and the Tor unit is placed in 4318.

US: The US units from 14.1 must be deployed in hexes 3819, 3820, 3821 and 3920.

Reinforcement: The US 2Vol unit enters at the beachhead at the beginning of the First US Landing Phase of 2 July.

Cubans: Perez (3313); Rabi (3613); Castillo (3615).

[14.33] Special Rule: For the first game turn only, all Spanish attacks using the Land Combat Results Table are shifted one column to the right. On the second and subsequent turns, the normal combat odds are used.

[14.34] How to Win: The US player must force the Spanish surrender (as per 13.32) by the end of the eighth complete land phase to win.

[14.4] Scenario 4: US ALTERNATE INVASION
The US commanders briefly considered an alternate landing site closer to Santiago. This scenario explores the outcome of this riskier plan.

The scenario is exactly the same as the scenario in 14.1, except that all initial US forces are placed in hexes 2922, 3021, 3022, and 3122. The game ends at the completion of the seventh land sequence.
