











Grant and Lee were in that they didn’t count soldiers who weren’t
there or complain about what they didn’t have (like McClellan):
they simply got the job done with the tools they had. Jackson was
the anvil upon which Lee hammered the Army of the Potomac.
While Grant held Lee against the anvil of Richmond, Sherman
hammered the innards of the Confederacy.

No greater metaphor about the meaning of the Civil War can be
found than the contrast of the two at Appamatox in the house of
Wilmer McLean (who sold his house at Bull Run to escape the
war). Lee arrived in a splendid uniform, tall, noble, patrician, and
riding on his war-horse (Traveler), to surrender not only the Army
of Northern Virginia, but to signal the end of the Old South.
Grant’s muddy boots and Lieutenant General’s straps pressed on
to a private’s uniform marked very much the America to come,
one in which great people would come from strange and plain by
merit.

—Shawn A. Bozarth
Harrisburg, PA

I’ve been doing more work on my examination of casualty rates
in Civil War battles. Specifically, I’ve been closely examining the
fighting on the second day at Gettysburg. This new research has
made me reconsider the last half of the article I submitted a few
weeks ago, the part where I suggested that the Fire Combat Table
be revised because it was too bloody. Reading about regiment
after regiment losing hundreds of men in the first few minutes of
contact has really cooled my jets. If anything, the combat on
Gettysburg’s second day was bloedier than the table predicts—
sometimes bloodier than when they are modeled as close combat.
I will continue my research along these lines, but as of this
moment, I have revised my opinion of the casualty rate in the
CWB’s Fire Table. I think its pretty sturdy and I have a new
respect for it.

Ihave ahouse rule which simulates attacks which are either feints
or probes, situations which occur in refereed games, neither of
which are fought with the kind of desperation of the stand-up
fights modeled by the Fire Combat Table. The players let me know
before they move which brigades are feinting/probing, and I halve
the casualties I generate for both sides. The non-phasing player is
not told that the phasing player is feinting/probing. This is
something I would suggest in a future column.

—Larry Tagg
Carmichael, CA

Sorry, Larry. I checked and I can’t find the article you are talking
about anywhere—can you send an updated version?

Civil War, Brigade Series

Profile: Murfreesboro

by Mike Haggett

No Better Place to Die will be the eighth game in the
Civil War Brigade Series. Scheduled for release in September of
this year, No Better Place to Die will cover the battle that
occurred at Murfreesboro, Tennessee from 31 December 1862 to
2 January 1863. The game will have one map and 280 counters.
It will include 5 scenarios: two short scenarios, two one-day
scenarios, and the campaign scenario. The two short scenarios
cover Hardee’s dawn assault on 31 December and Breckenridge’s
assault on 2 January. The one-day scenarios cover the historical
battle on the 31st and a hypothetical battle on the 30th; the
Confederates were concentrated and the Union was still arriving.
The campaign covers the period from 30 December to 2 January
with rules to end the battle early if both armies get fought out—
a definite possibility.

The small scenarios will serve as good introductions to
the CWB, much as the historical scenario from Perryville did.
They are short and playable in an evening. The one-day scenarios
offer a longer period, but not an overwhelming length of time.
The historical battle provides players with a set piece attack; the
Confederates come out of the dawn mist and land like a ton of
bricks on the Union Right Wing. Itis up to the Confederate Player
to make the most out of what will likely be a fleeting advantage.
The 30 December scenario explores the “what-if”’ of a Confeder-
ate attack on a Union army that is still arriving. Thought by many
to be Bragg’s best chance of winning, this is an interesting
scenario and a good lead-in for the campaign game. The cam-
paign game covers everything from the potential action on the 30
December through 2 January. There are provisions to end the
campaign early should both players agree.

There are optional forces, though not as many as in
Perryville or Embrace an Angry Wind. For the Union, this
primarily brings the Center Wing up to strength; about half its
forces are off guarding the Army’s supply line. For the Confed-
erates, these include Stevenson’s Division (sent to Mississippi to
reinforce Vicksburg) and Heth’s Division (from East Tennes-
see). The armies involved are good size (about 35,000 and
40,000), so the optional forces are good balancing tools between
players of differing abilities.

No Better Place To Die will provide players with fairly
evenly matched armies in an interesting situation. Although the
Union outnumbers the Confederates, many of the scenarios place
the Confederate forces in situations favorable for an attack. An
aggressive Confederate can often keep the Union Player off-
balance in the longer scenarios and prevent the Union from
exploiting their numbers advantage. A good game for either side,
No Better Place to Die will make an excellent addition to the
CWB.
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Civil War, Brigade Series

New Scenarios for Bloody
Roads South

by James Epperson

[Ed. Note: BRS is currently out of print from us. Copies are still
available in the distributor pipeline and your local retailer should be
able to locate copies if he puts forward a little effort on your behalf. ]

While designing Bloody Roads South (BRS), I had to
make a decision about when to start the game. We chose the starting
time of 1:00 p.m., 5 May largely because it is the time when combat
began. However, the two armies had been in each other’s presence
since early that morning. The fight might have broken out earlier had
Grant persuaded Warren to attack sooner.

The following article gives the positions and orders for two
alternate starting times: 7:30 a.m. and 10:30 a.m. The data is from
Maps 7 and 8 of Steere’s book, The Wilderness Campaign. It can
replace the data in Scenario 5 for either the single day or entire battle
scenario. (I do not think either alternate would work well with the
single map scenarios.)

These scenarios require one new unit the Sth New York
Cavalry regiment. This regiment played the same role along the Plank
Road that the 1st North Carolina Cavalry did along the Culpeper Mine
Ford Road. Use the same rules and table that serve for the 1st NC Cav
to govern the withdrawal of the 5th NY Cav. Remove the 5th NY Cav
if it encounters Union infantry along the Plank Road, or if it is forced
back to the Brock Road Crossing (B32.26).

Several units that ordinarily begin the game on-map must
now enter as reinforcements because the game is starting sooner. I list
these under “New Reinforcements”. All the usual reinforcements
from Scenario 5 are still valid but are not listed here.

Comments: These new scenarios have not been extensively
playtested, except during the original design work in 1991. What we
found was that starting the battle earlier tended to open up the map
more. This always worked to the Union’s advantage. On several
occasions, the Union player got Warren and Sedgwick sufficiently
coordinated to drive Ewell off the map. However, these early tests
used the 1st Edition rules and no special rules relating to Union
command structure. They may be more balanced than was originally
supposed.

Scenario 9 starts before Grant enters the map. Meade
functions as Union commander in all respects until Grant enters the
board.

I highly recommend the following special variant for
Scenario 9: Grant and Meade had no idea where the Confederate
formations were, except that Longstreet was so far to the rear as to be
unavailable until 6 May. The force on the Plank Road could have been
Hill’s Corps, or one of Hill’s divisions with the other one supporting
Ewell; it could have been a phantom. Accordingly, the Rebel player
may parcel his 5 May forces between the two entry hexes (B and G),
writing whatever initial orders he desires. In particular, he may delay
the arrival of forces along either road.

Further Historical Notes: To a great extent, the Battle of the
Wilderness was determined by the errors and mistakes made early on
5 May before serious combat began. Grant spent the night near the
Germanna Ford, just off the northern map edge; Meade was at the
Wilderness Tavern area. Both were unaware that Ewell was advancing
along the Turnpike, never mind that he was just off the western map
edge. At daybreak, the Army of the Potomac began to move; 5th
Corps was to slide a few miles southeast and take up position at
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