Conversion rules:

Infantry creation will be handled by the SE. 

When SE creates troops there will be 200 cavalry armed with shotguns and 2 6lb rifled guns created for each 1000 infantry (muskets) created. Experience chart by drilling is as follows: 0 is F

                                                                                               1 is E

                                                                                               2 is D

For a unit to surpass D they must participate in battle and receive casualties. Each unit that receives 5% casualties or more will upgrade 1 level.  A unit that receives, casualties but does not make 5 percent, will receive a 1-2 chance dice roll for an upgrade. However , there are also situations, when a unit receives more than 15 percent reinforcement it shall lose one HPS experience level. (Ex. 400 man (B) unit receives 60-man reinforcement…it stays (B), however if it receives 61 men or more it would drop to (C) quality.  Units can only receive up to a 25 percent reinforcement or 100 men, whichever is greater. 

   Raw Confederate Cavalry will start with a quality rating of E and cannot fall below that level. All artillery starts at E, and receives a quality dice roll with a fifty- percent chance of upgrading their quality for participating in battle.  Participating in a battle will earn that dice roll.  Any Battery losing guns automatically receives the upgrade.  All gun reinforcements shall be in increments of 1…once a unit makes C rating, they shall then only receive a 33 percent chance of improvement when they suffer 5 percent or more casualties (or in the case of arty for participating).

   All brigade commanders will start with the very lowest quality ratings, and if they survive a battle, and their unit suffers casualties, will receive 1-2 dice roll for a quality promotion (a 1gives the promotion, 2 does not the dice are two sided with the 1st for Command and the 2nd for leadership), or an automatic promotion if fifty percent or more of their units suffer 5 percent or more casualties. Once a leader reaches C Rating he must suffer 5 percent casualties to half or more of his units to receive a 33.3 percent chance at improvement.  (1 giving improvement , 2and 3 not). Division Commanders will start with 1 quality rating better than the lowest rating. They will receive their upgrades using the same system, based on their brigade commanders. When an opening for a higher rank must be filled, the highest rated subordinate officer must be promoted at a loss of 2 quality ratings. Corp commanders will be rated by their SE rating. The players are always the army commanders.

   Weapons upgrades are as follows: Infantry: Muskets to mixed arms 1 point per 3 thousand (max 6 points Confederates and 8 points Union per turn, Muskets to rifles 2 points per 3 thousand, Mixed to rifles 1 point per thousand. Cavalry: Shotguns to Carbines 1 point per 2000 men (2 points Con federate per turn, 3 Union) Only after upgrading to Carbines may a unit be armed with rifles 1 point per turn (not additional) 1864 Union may begin buying repeaters at a cost of 3 points per thousand with a max of 3 points per turn additional. Artillery starts with 6 LB rifled guns, moves to Napoleons, and finally to a Brooke rifled gun 1 point per upgrade per 12 guns. Artillery will be originally sectioned in 4 gun sections. 3 points confederate and 4 Union per turn. 

   These rules should make for diverse quality and arms, for units and officers, and should further force a player to be cautious with his use of his assets in battle. 

   The battle length shall be determined by an initiative dice roll. Each player shall give his preference for battle intensity.  Skirmish 6-9 fighting turns…. Low 10-15 fighting turns…..Moderate 16-21 fighting turns…..High 22-27 fighting turns….All out 28-33 fighting turns.  Once a winner has been determined on initiative, a 4 or six sided dice shall be rolled to determine the exact number of turns. Ex. Union wants “High” Confederates want   “Low”.  Union wins the initiative roll so it will be a High intensity battle. A six sided roll will be made to determine where in the range it shall fall. A 2 is rolled, therefore the fighting turns will last 23 turns from the end of preliminary skirmishing. The battle length info will only be available to game officials. All scenarios will henceforth show a length of 90 turns….There shall then be a separate 2 sided dice roll for who goes 1st….On the original scenario for any location, the attacking General shall decide the start time for the scenario. On any subsequent scenarios at the same location, the turn order shall remain the same to prevent any side from getting 2 consecutive moves by sheer luck. Units shall be in the same hexes as they were at the end of the previous scenario. Any arriving units will enter at their commanders choice of available entry hexes.  Players may only be informed of the scenario length and see documentation of the rolls at the end of the scenario (upon emailed request). 

   If both players desire a cease fire, scenarios may be ended early at their discretion. 

   Edge of the Board rule: the edge hexes on the board may be used normally as any portion of the map, or they may be used as a safe haven for a unit exiting the map. A unit exiting the map may declare that he is exiting the unit (Ex. Notification: 33rd Alabama at hex 1,23 is out of the fight) The unit should be recorded for number of men and the fatigue of the unit when it reaches the border hex, should not fire on any unit from said hex and in fact be in column formation if possible. Once the opposing officer receives said notification he should not fire on the unit. 

   Units may be surrendered by declaration simularly . Ex: 33rd Alabama surrenders at hex 11,76…the unit shall then be moved to any location that the capturing commander wishes by the surrendering commander. If the capturing commander wishes he may give hex by hex instruction for the path so that his units can stay out of LOS as much as possible. 

