These variants were culled from various Internet sources (primarily articles by Randy Moorehead, Barron Oder, Thomas Prowell, Stan Grossman and Warren Bruhn).  I tried to make counters for as many of their variants as possible (some are not explained here and you must read their articles for full instructions).  Some modifications were made “for my taste” and are presented for your amusement.  Bon Appetit!                     Bob Sweeney
Untried Leaders
     Each side divides their Leaders into six groups.  One group (each) for one star, two star and three star infantry leaders; one group (each) for one star cavalry and two star naval leaders; and one for Promotion and Wounded counters.
    On the Game Turn Record Track, place an untried leader counter of the proper rank in the appropriate “slot”.  For example, on turn one; place 4 three star untried infantry counters (for Halleck, Banks, Buell and Rosecrans), 2 two star untried infantry leader counters (for Pope and Burnside), 1 one star untried infantry leader counter (for Curtis) and one untried naval leader counter (for Foote) on the Game Turn track.  Follow the same procedure for each and every turn and for both sides prior to the start of play.  
    Then place the lowest ranked leader counters in the appropriate groups (see above) “off board” ready for later distribution (to include the additional CSA and Union leader counters provided).  All untried leader counters have a provisional rating of 3-0-0 (Important Exception: CSA untried cavalry and untried naval leaders have a provisional rating of 2-0-0).   Untried Leaders may activate, move units and stacks, command armies, react, rally, etc. and perform all actions with their provisional ratings – until combat occurs.  Untried leaders are NOT eligible for promotion.
     When combat occurs, a die roll is made by the owning player of each force which possesses untried leader counters.  That number of leaders must be “drawn for” and have their identities revealed.  If the force is commanded by an untried leader, that leader must be revealed first; otherwise, the owning player must “reveal” a number of leaders equal to the die roll if possible.  [Important Note: If 2 three star leaders are in an Army; one is known and the other is not.  The known leader is considered to lead the Army.  The owning player may choose to reveal the other three star general but risks losing control of the Army to that leader if his seniority is the higher.]  Example, the AoP has two 3 star untried infantry leaders, one 2 star untried infantry leader, four 1 star untried infantry leaders and one 1 star untried cavalry leader.  The roll is a “4”; one of the 3 star leaders MUST be “revealed” and any 3 of the others; say, the 2 star infantry, one of the 1 star infantry and the cavalry leader.  ALL of these choices must be made PRIOR to revealing the identity of ANY of the leaders (using the example above, this prevents a player from drawing a 3 star general – not liking the choice and choosing another hoping to get a better commander).  Once revealed, their statistics MUST be used in the ensuing combat.  Note: the die roll was not enough to reveal all of the untried leaders; they must still roll for injury and/or death but CANNOT be promoted until revealed.
     For each counter so chosen, withdraw randomly, one counter from the appropriate rank group.  For example; at game start the Union 2 star infantry leader pool starts with Burnside, Franklin, Grant, Hooker, Howard, McClrnd, FPorter, Pope and Rosecrans.   A random draw could pick any one of these leaders.  Important Note:  It is VERY possible to draw leaders SOONER than they historically appeared, LATER than they historically appeared or NOT AT ALL.  The “extra” counters provide more leaders in each group than can be drawn during game play.
     Once revealed, the untried leader counter is removed permanently from play and the actual leader counter is used from that point onwards.  
Promotion Procedure

     When a leader becomes eligible for promotion, his next higher ranked counter is eligible to enter play.  That counter is placed on the Game Turn Record Track a number of turns ahead, as determined by a one die roll.  For example, if 2 star Grant is eligible for promotion and it is Game Turn 3 and a “4” is rolled; the 3 star Grant promotion counter is placed on Game Turn 7.  Once a promotion has been scheduled – no further rolls for promotion are allowed (though the leader does continue to roll for wounds and death).
     If the lower ranked counter is “wounded” and placed on a turn later than the promoted counter; simply move the promotion counter to the turn where the wounded counter returns to play and remove the lower ranked counter from play.  Example:  Grant is due for promotion to 3 stars on Turn 7.  His 2 star counter receives a “wound” on Game Turn 6 and is out of play until Game Turn 9.  Remove the 2 star counter from play and move the promotion counter to Game Turn 9.
     (Optional)  For greater complexity, Leaders can be promoted but once every year.  This will require some bookkeeping….
Wounded Leaders

     If a Leader is wounded, roll one die and compare to the Duration of Injury Chart;

1-3 Wounded for 1 Game Turn

4-5 Wounded for 2 Game Turns

 6
Wounded for 3 Game Turns

Example:  2 Star Grant is wounded on Game Turn 6 and rolls a “6” for duration of injury (3 Turns).  Grant’s 2 star counter is then placed on Game Turn 9.

     Wounded Leaders are placed in a group with promoted Leaders and are drawn randomly from that group on the indicated turn.

Small Forces

     Allow forces led by revealed 2 star and/or 3 star infantry commanders to use one revealed 1 star infantry Leader as a subordinate as long as there are at least 2 SPs in the stack.  Both Leaders and the SPs move at the Initiative rating of the overall Leader.  These subordinate Leaders also add (or subtract) their Tactical Combat Rating to the battle as well as the rating of the overall commander.  Both Leaders must check for Leader Loss, Wounds and/or Promotion separately.  Cavalry Leaders may not be used in any case.
Army Leaders

     In addition to the other methods of removing Army Leaders (2.3, 11r); GwSmith, Fremont and Halleck (and any other 4 initiative rated Leaders) may be removed ONCE without being involved in a demoralizing attack OR without meeting any of the conditions of Army Command Removal if it is not the turn in which they are revealed.  Example:  The AoP is involved in a battle, Halleck is revealed as the Army Commander.  Somehow, he manages to win (or at least avoid a demoralized result).  The Union player may then remove him from Army Command – even to an untried 3 star infantry Leader counter.  

     If a Leader is removed from Army Command and is then later restored to Army Command once again (even if a different Army); the Leader must again meet the criteria for Army leader removal anew (though the cost to remove the Leader is reduced to one CP).

Department Commanders

     Revealed 3 star infantry Leaders may be appointed to Department Command (Eastern, Western and Trans-Mississippi).  Place these Leaders on the Resource Allocation Track to show their commands.  These Leaders may allow reinforcements to be placed directly into an Army “in the field”.  When reinforcements for a Department are chosen, the player may announce that he wishes to place the reinforcement into an Army in enemy or neutral territory.  One die is then rolled, if the number is higher than the Department Commander’s Initiative rating, that reinforcement may be placed into the chosen Army.  A roll equal to or lower than the Department Commander’s initiative rating means that the reinforcement must be placed into a friendly VP city in the appropriate Department.

     Department Commanders follow the same rules of seniority as Army Commanders and may be removed from Department Command at the cost of 1 CP.
     Note:  It is not required to have Department Commanders, though it is helpful in that SPs can be directly funneled into Armies in the field ONLY with their assistance (and poor ones can slow reinforcements to a crawl).

Special Leaders:

Banks and Butler:  (Union) Banks and Butler both held important posts throughout the war due to their political connections.  If Banks and/or Butler does not command a Army on Turn 17, when the 1864 elections are held, add 5 VPs (each) to the total needed to re-elect Lincoln (i.e. the Union player now needs 55 or 60 VPs).

Bragg:  (CSA) Bragg had the backing of the CSA President (Jefferson Davis).  Bragg continued to command forces long after AoT commanders had given up on him.  The CSA Player may remove Bragg from Army Command only if TWO of the conditions for Removal are met.  Further, if later returned to Army Command after being removed, his re-roll rating is decreased one (to a -2) to reflect the lack of confidence by those in his chain of command.  Use the replacement counter.
Van Dorn:  (CSA) Van Dorn may be demoted to a 2 star cavalry Leader (2*0, seniority 1) after he has participated in any battle as overall Leader.  Use the replacement counters.
F Buchanon or D Ingram: (CSA) The sole CSA naval commander (only ONE will ever enter play) enters on Turn 4.  He possesses all the capabilities that the Union naval leaders possess.

Lyons and Jackson: (Both) Both Leaders should be allowed to rise to 3 star rank should they survive Leader Loss rolls and receive promotions.  Grant, Sherman and/or Lee may not be chosen (or chosen late in the game) so these commanders could be important “stop gaps” until that time (if drawn early).

Sheridan: (Union) Sheridan was historically used to command Cavalry and Infantry formations.  When he reaches 3 star rank; he may then command up to 6 SPs as an Infantry Commander at the Union Players choice.  This must be announced prior to movement.  Sheridan may not command an Army and if included in an Army, is always treated as a Cavalry Leader.  Note:  If in command of a force equal to or less than his current rank, these troops are always considered to be cavalry (no choice allowed).
New Leaders: (Both) 
Union


  * 
**
***
Kilpatrick
Cav
3*1


Doubleday

3*1
3*1


Couch


3*0

Canby


3*0

Sickles


3*1

Dupont
Nav
3*0

Franklin


3*0

FJPorter


3*0

CSA


 * 
**
***
Pickett


3*0

Sibley


3*0

Loring


3*1
Anderson

3*1
3*1

Holmes

3*1
3*0
301
McClaws


3*0

Rodes



3*0

GwSmith



422
FBuchanon
Nav

2*1

DIngram
Nav

2*0

Marmaduke
Cav
3*1

Important Note:  Leaders are not certain to be drawn in each game.  Leaders are no longer certain to show and if they do show, may not be drawn until later (or earlier) in the game.  This will force players to use initiative and “what they have available” in order to achieve victory (it will also change each and every game!).

I have attached a EXCEL sheet with variant counters to this synopsis.  Please direct all comments to Bob at LimboLance@yahoo.com.
















