SCENARIO 1: SOUTH MOUNTAIN

AoP:

1st Corps: Hooker [4214]

Hatch [4315]

ORG

10



Meade [4214]

ORG

9



Ricketts [4415]

ORG

9



Cavalry:
8th Illinois [3414]

ORG

1




9th Corps: Reno [3814]
Cox [3513]

ORG

6



Rodman [4115]

ORG

6



Sturgis [3814]

ORG

7



Willcox [3714]

ORG

7






The Union player automatically wins the initiative die roll in the first Action Phase of Turn 1.

Union units may not enter or retreat into any hex adjacent to Burkittsville or Knoxville.

The Union player gains and loses VP’s for the following:

+7
Occupy Boonsboro*

+4
Occupy Zittlestown*

+3
Occupy Rohrersville*

+3
Occupy Mountain House*

+1
Per Conf. SP lost**

–1
Per Union SP lost**

* Occupation is determined at the end of the game, and must be by infantry in order to count.

** Do not count SP’s lost in extended march, force march or ZOC movement.
ANV:

Corps: Longstreet [2502]
Colquit [3312]

ORG

2



Evans [2401]

ORG

2



Garland [3211]

ORG

2



D.H. Hill - A [3111]

ORG

4






Hood [2501]

ORG

4



D.R. Jones [2502]

ORG

10



Rodes [2910]

ORG

2



Cavalry:

5th Virginia [3212]

ORG

1






Union VPs
Victory Level
8 or more
Union Decisive

5, 6, or 7
Union Substantive

2, 3, or 4
Union Marginal

0 or 1

Conf. Marginal

–3, –2, or –1
Conf. Substantive

–4 or less
Conf. Decisive

SCENARIO 2: HARPER’S FERRY / CRAMPTON’S GAP

AoP:

6th Corps: Franklin [4620]

Couch [4527]

ORG

12



Slocum [4620]

ORG

10



Smith [4721]

ORG

13



6th Corps (Franklin, Couch, Slocum and Smith) may not activate until Turn 2.

The Union player automatically wins the initiative die roll in the first two Action Phases of Turn 1.
Harper’s Ferry Garrison:
D’Utassy [2420]

ORG

4



Ford [2720]

ORG

5

B.W.

Trimble [2421]

ORG

4



Ward [2521]

ORG

3

FORT


Martinsburg Garrison:
White [1314]

ORG

3



Cavalry:

6th Pennsylvania [4419]

May not activate until Turn 2.

ORG

1



8th New York [2620]

ORG

1



12th Illinois [1312]

ORG

1



ANV:

Corps: Longstreet
Anderson-A [2917]

ORG

4
Fatigue

1


Kershaw [2918]

ORG

6
Fatigue

1


McLaws-A [2917]

ORG

9
Fatigue

1


Parham [3017]

ORG

2
Fatigue

1


Semmes [3017]

ORG

3
Fatigue

1


Walker [3524]

ORG

5




Corps: Jackson [1509]
A.P. Hill [1509]

ORG

10
Fatigue

1


J.R. Jones [1307]

ORG

7
Fatigue

1


Lawton [1407]

ORG

7
Fatigue

1


Confederate units may not entrench in this scenario, nor may they enter any hex adjacent to Mountain House [3211].

Union units may not enter any hex adjacent to Mountain House or Boonsboro, nor may they enter any hex within two hexes of Sharpsburg.


Cavalry: Stuart [3117]

Hampton [3117]

Stuart and Hampton may not activate until Turn 3 *
ORG

2



Munford [3718]

May not activate until Turn 2 *

ORG

1



7th Virginia [1207]

ORG

1
Fatigue

1


* unless a Union unit moves adjacent 

SCENARIO 3: McCLELLAN’S OPPORTUNITY 

AoP: McClellan [3412]

1st Corps: Hooker [3211]

Doubleday [3211]

DISORG

6 (9)
Fatigue

2


Meade [3211]

DISORG

5 (8)
Fatigue

2


Ricketts [3211]

DISORG

6 (9)
Fatigue

2


6th Corps: Franklin [2917]

Couch [3117]
DISORG

8 (12)
Fatigue

2


Slocum [2917]

DISORG

6 (9)
Fatigue

2


Smith [3016]

DISORG

9 (13)
Fatigue

2



2d Corps: Sumner [3312]
French [4214]

ORG

10



Richardson [3312]

ORG

13



Sedgewick [3312]

ORG

13



9th Corps: Cox [3212]
Rodman [3313]

DISORG

4 (6)
Fatigue

2


Scammon [3212]

DISORG

3 (5)
Fatigue

2


Sturgis [3212]

DISORG

5 (7)
Fatigue

2


Willcox [3312]

DISORG

4 (6)
Fatigue

2



5th Corps: Porter [4317]
Humphreys [5329]

ORG

14



Morell [4317]

ORG

13



Sykes [3613]

ORG

8



12th Corps: Mansfield [3412]
Greene [3513]

ORG

9



Williams [3412]

ORG

10



Cavalry:

6th United States [3506]
ORG

1



6th Pennsylvania [3120]
ORG

1






8th Illinois [3309]
ORG

1
 


8th New York [2412]
ORG

1






1st Rhode Island [3614]
ORG

1



Union units may not enter Berkeley County,Virginia.

SCENARIO 3: McCLELLAN’S OPPORTUNITY

ANV: Lee [2910]

Corps: Longstreet [2910]
Anderson - A [2818]

DISORG

3 (5)
Fatigue

2


Armistead [2620]

DISORG

3 (5)
Fatigue

2


Evans [2910]

DISORG

1 (2)
Fatigue

2


D.H. Hill - B [2912]

DISORG

5 (8)
Fatigue

2


Hood [2913]

DISORG

3 (4)
Fatigue

2


D.R. Jones [2910]

DISORG

6 (9)
Fatigue

2


McLaws-B [2918]

DISORG

5 (8)
Fatigue

2


Toombs [2502]

ORG

2



Walker [2621]

ORG

5



Wright [2920]

ORG

4




Corps: Jackson [2420]
A.P. Hill [2521]

May not activate until Turn 3.
ORG

9
Fatigue

1


J.R. Jones [2421]

May not activate until the third Action Phase of Turn 1.
ORG

7
Fatigue

1


Lawton [2420]

May not activate until the third Action Phase of Turn 1.
ORG

7
Fatigue

1


Thomas [2521]

May not activate for the duration of the game (may entrench).
ORG

2
Fatigue

1



Cavalry: Stuart [2920]

7th Virginia [2419]

ORG

1



Hampton [2920]

ORG

2



F. Lee [3010]

ORG

2



Munford [2814]

DISORG

½ (1)
Fatigue

2


The Confederates automatically win the initiative die roll in the first two Action Phases of Turn 1.

SCENARIO 4: THE BALTIMORE RAID

Union:

Infantry:
18th Connecticut [4107]

ORG

1



109th New York [2618]

ORG

1



138th Pennsylvania [2913]

ORG

1

FORT

141st New York [2421]

ORG

1



Johnson [2511]

ORG

2



Staunton [3725]

May not enter any hex numbered xx17 or less.

ORG

3




Cavalry:

1st Massachusetts [0515]

ORG

1



1st New York [1921]

ORG

1



1st Rhode Island [2029]

ORG

1



8th Illinois [1415]

ORG

1



12th Pennsylvania [2905]

ORG

1




The Confederate player gains and loses Victory Points for the following:

+3 for damaging each of these RR stations:


Back River Bridge (4107)


Relay House (2913)


Annapolis Jct.(2618)


Laurel (2421)


Beltsville (2025)


Hyattsville (2029)


Annapolis (4327)

+2 for damaging each of these RR stations:


Lutherville (3301)


Relay House (3203)


Sykesville (1605)


Ellicott Mills (2511)

+1 for damaging each of these RR stations:


Owings Mills (2602)


Gambrills Stn. (3322)

+1 for moving through each of these hexes:


US Arsenal (2905)


Canton (3809)


Brooklyn (3612)


Bladensburg (2030)

+1 for each Union Manpower Point lost for any reason

–1 for each Confederate Manpower Point lost for any reason

–2 for each Confederate brigade that fails to end the game:


in Frederick County,


or


within 3 hexes of Damascus (0311)


or


within 3 hexes of Winfield (1101)

Confederate:

Cavalry: Stuart [0606]
Hampton [0605]

ORG

2



F. Lee [0606]

ORG

2



Munford [0506]

ORG

2






Only the Confederate player may perform actions on Turn 1.

No units may entrench in this scenario.

Ignore all forts printed on the map. 

Confederate units may not enter any hex:


in D.C.


within five of Rockville,


within two of Camden Stn.

SCENARIO 5: THE BATTLE FOR WASHINGTON

AoP: Burnside [1230]

2d Corps: Sumner [1123]

French [1428]

ORG

10



Richardson [1123]

ORG

13



Sedgewick [1124]

ORG

13



Unattached Infantry:
Humphreys [1431]
ORG

14



Whipple [1433]

ORG

8



Humphreys and Whipple may not activate until Turn 2.
6th Corps: Franklin [0823]
Couch [0925]

ORG

12



Slocum [0824]

ORG

10



Smith [0823]

ORG

13



141st New York [2421]

ORG

1



109th New York [2618]

ORG

1



Staunton [4327]

ORG

3




12th Corps: Mansfield [1230]
Greene [1230]

ORG

9



Williams [1230]

ORG

10



Cavalry:
1st Massachusetts [0426]

ORG

1



8th Illinois [0723]

ORG

1



1st Rhode Island [2025]

ORG

1



SCENARIO 5: THE BATTLE FOR WASHINGTON

ANV: Lee [0217]

Corps: Longstreet [0217]
Anderson-B [0216]

ORG

14



Evans [0118]

ORG

2



D.H. Hill - B [0217]

ORG

12



Hood [0116]

ORG

4



D.R. Jones [0119]

ORG

12



McLaws-B [0215]

ORG

13



Walker [0115]

ORG

5




Corps: Jackson [0715]
A.P. Hill [0715]

ORG

10



J.R. Jones [0515]

ORG

8



Lawton [0614]

ORG

7




Cavalry: Stuart [1214]

Hampton [1114]

ORG

2



F. Lee [1214]

ORG

2



Munford [0121]

DISORG

2



