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This issue we have a broad look at warfare
in the 18th and 19th centuries. Rio Grande/
Valverde was the culminating battle of the
Civil War campaign for the Far West. David
Ameson's article covers the entire campaign,
one of the most mobile in the Civil War. The
second article, by Brigadier General R. E. Bell
(US Army, retired), is on the collapse of the
Prussian Army in 1806 and the rise of light
infantry. It examines the interrelationship of
war, tactics, politics and society. Dealing with
the theoretical side of 19th century military art
is Dr. Steven Fratt's Profile of Ardant du Picq,
a little known but highly influential French
officer, military analyst and philosopher of
war. We also have Incoming Mail, with read-
ers letting us and the world know what they
think.

As you may have noticed, we are making
extensive use of the modular approach to ar-
ticles. This is a convenient way to present
technical data and incidental material. Some
of the modules are written by people other
than the main article’s author. This is partially
because there are a lot of people out there who
have access to specialized information. And it
also gives us a chance to showcase more writ-
ers and get more readers involved.

Series Games

We have several series games in progress,
including Trajan (Ancient wars), Obscure
Wars and the Italian Campaign. The idea be-
hind series games is to create a game system
and then use it to do several related wargames.
This has been tried in the past, but has had
several problems. It was either too simplistic,
and tried to cover too much (such as SPI’s
QuadGame system, which used the same rules
for everything from Napoleonic through con-
temporary battles); or else there were so many
changes made from game to game that players
had to releamn the system each time. The con-
ception we are going with is to make the games
multi-tiered: Each will have a common set of
rules for movement, combat, etc. Each game
will then also have .a set of specific rules,
dealing with its own period and special condi-
tions of warfare. This should cut learning time
down, while at the same time making each
situation unique.

Work in Progress— Games

Chad. This will be next issue’s game. It’s a
pretty free-wheeling affair. In one recent
playtest I went charging across the deserts of
northern Chad with a French airborne brigade
and some camel recon units, only to be sur-
rounded by various guerrilla factions. It was

hard-fighting to cut my way through. The
game has some extensive political-economic
rules, but there is an introductory scenario
which allows you to dispense with them. Chad
gives players some interesting strategies, as
they must balance their forces between
offensives into the enemy’s territory with
maintaining "presence” in areas they control.
Losing your presence in an area gives the
enemy’s guerrillas the opportunity to run
amok. Designer, Richard Davis; Developer,
Keith Schlesinger.
Trajan. This is the prototype for our pre-
modern series of wargames. We have worked
out the final problem, which was having a
combat system which caunght the tactical de-
tails. A commander in those days had to be
both a strategist and tactician. Initially we had
just a tactical battle board, onto which units
were placed when a battle was called for. Play-
ers resolve combat in a grand tactical manner
by refighting the entire action. The battle board
is divided into 91 squares, and each type of
unit can employ different tactical formations
(so a legion can declare a wedge attack, mul-
tiple line, etc.). The only problem with this
was that it slowed play down, as every battle
required, in effect, a subgame to be fought. So
we added an alternative ‘strategic” combat
system, which still gives the player with supe-
rior tactics the edge. The way it works is thata
battle is fought in three rounds. In the first
round, only missile qualified units fire. In the
second, everyone engages in combat, and in
the third (pursuit) round, cavalry has an edge.
There is also provision for horse archers keep-
ing out of range of slower troops. The system
catches one of the key factors of ancient war-
fare, the superiority. of discipline over mere
numerical superiority, by making most losses
in terms of demoralization. This affects lower
morale class units more...veterans can fight on
all day while barbarian types take off for the
hills. Players have the option of utilizing either
the battle board or strategic sytem to resolve
battles. So you can trust to your skill or to
fortune (dice rolls). Designer, -Joseph
Miranda.
Sicily. This will be the first in a series of four
games covering the entire Italian campaign in
World War Two. They will be published at
intervals of several issues each in S&7. Sicily
will simulate Operation Husky, while subse-
quent games will cover the war through the
Salerno, Anzio and Gothic Line campaigns, as
well as provide options for invading Sa@inia
and Corsica. The game series uses 2 Uique
system to simulate operational level comby;
Designer, John Schettler.

(continued on page )
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The Legend Begins

THE AFRIKA KORPS 1941

The Legend Begins is an operational level game on the North
African War from March 1941 to December 1941. The period covers
the Tobruk siege, Operation Brevity, Battle Axe, and Crusader.

The scale is brigade and regimental, but includes a substantial
number of battalion units. Each weekly turn is divided into
segments, allowing players to realistically simulate the fast and
furious desert battles that sometimes lasted only a few days (Brevity
and Battle Axe). The beautiful full-color map covers the entire
area of action from the Gulf of Sirte to Alexandria.

Never before has a game on the North African campaign given
players a chance to manuever their forces with realistic limitations,
while covering all of 1941 in a playable fashion. Bold battle-field
manuevers (like Rommel’s daring end-runs around the Allied open
flanks) can succeed in this game, but they can also lead to disaster.

The design emphasizes the superiority of the tank in the desert,
and the progress both sides made in tank and anti-tank warfare
during the campaign. At the start, the Allied player is suffering
from a disadvantage in tank quality, but slowly his obsolete British
M-VT’s and Cruiser tanks will be replaced by Crusaders and Stuarts.
Eventually, his superiority in numbers will allow him to under-
take a large offensive.

The Legend Begins includes three adjoining maps (total length
49"), 400 die-cut %2 ” unit counters, a Turn Record/Reinforcement
Card, a Set-up and Scenario Card, two Game Table Cards, two
Oganization Cards, two Display Cards and a 24 page rule booklet.
All packaged in a ziplock bag.

The Legend Begins is available for shipment now for $22.00 (CA
residents add 6% sales tax). Postage is paid (sent 1st Class/Priority
Mail) within the U.S. and Canada. Overseas orders please add 20%
for Air Mail. All foreign orders must be in Postal or International
Money Order (U.S. Funds).

GUARANTEE: Rhino Game Company is a small company dedicated to
the principle of satisfied customers. The map and the die-cut unit counters
are of the highest quality. If you buy the game direct from me and find the
value not to your satisfaction, return the game (unpunched and in good order)
and you will receive a full refund.

Mark Simonitch
President

RHINO

RHINO GAME COMPANY « P.O. BOX 751539 « PETALUMA, CA 94975-1539
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resident Jefferson Davis and
other Confederate leaders were
anxious to extend the Confed-
eracy into the western United
States. This would have several strategic
advantages. A westward move would give
the South the opportunity to engage in a
grand strategic outflanking of the North.
Suchamove might strengthen secessionist
factions in New Mexico, Colorado, Ne-
vada and California and swing their states/
territories into the Southern camp. The
West contained useful mineral resources.
California’s gold fields would bolster the
shaky Confederate economy. Once the
southwest was acquired, the Confederacy
would have an opening onto the rest of the
world. The Northern Navy would not be in
a position to maintain a blockade of the
Pacific coast. Confederate cruisers and
privateers could use California as a base to
eliminate the Union’s Far Eastern trade,
while obtaining some of that trade for
themselves.

It was Texans who spearheaded the
idea for a drive westward. Texans had
always considered the Rio Grande’s head-
waters in New Mexico to be the state’s
proper western border. In 1841, under Presi-

The Battle for
Valverde, 1861-62

By David Arneson

Detail of cover illustration: provided by Wadsworth Atheneum, Hartford,
CN from the Ella Gallup Sumner and Mary Catlin Sumner Collection.

dent Lamar, they had attempted to annex
the area from Mexico, unsuccessfully in-
vading the country. This failure had al-
waysrankled Texans and now there seemed
a chance to obtain the area, get a little
revenge, and show the eastern Confed-
eracy how ‘Patriotic’ Texas was.

The Confederate government had rea-
son to believe that there was much poten-
tial anti-Union sentiment in the region.
The list of officers stationed in the south-
west who had joined the Confederacy at
the outbreak of the Civil War was long and
impressive. Lieutenant “Joe” Wheeler,
Capt. Richard S. Ewell, Lieutenant Colo-
nel George B. Crittenden, Captain Carter
L. Stevenson, Major Henry Hopkins Sibley,
Captain Cadmus M. Wilcox, Major James
Longstreet, and General Albert Sidney
Johnston. Longstreet and Ewell became
Lieutenant Generals, Wilcox a Major Gen-
eral, Johnston commanded the Confeder-
ate Department of the West until killed at
Shiloh, and the others became Brigadier
Generals of note.

Disunion seemed even more likely
when a convention was held in Mesilla on
March 16th, 1861 thatclaimed torepresent
the people of Arizona (Then considered to

be the southern half of the territory of New
Mexico). They voted to repudiate the
“Black” Republicans, attach themselves to
the Confederate States of America, and
resistany Federal officers appointed to the
territory. The Confederacy also assumed
that the Mormons in Utah would welcome
any chance to escape the grasp of Wash-
ington. With Utah in sympathetic hands
the last practical route from the east to
California would be blocked. This would
render any re-conquest unlikely. The an-
nexation of a couple of Mexico’s northern
states was also considered to be likely.

It was, at first, hoped that sympathetic
military officers in the area would be akey
element in peacefully acquiring the area.
Opening actions in Texas confirmed in
southern minds that the supplies and bases
they needed would be handed over to them
by sympathetic officers. In one instance
Union Lieutenant Colonel B.S.Robertsde-
termined that his commander, Lieutenant
Colonel Crittenden disloyal. Roberts then
travelled to Santa Fe to denounce that
officer. Roberts was astounded to find that
Lieutenant Colonel Loring reproved him
and ordered Roberts to mind his own af-
fairs and return to Fort Stanton! Roberts

STRATEGY & TACTICS
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was able to warn officers at Fort Craig and
Albuquerque about the state of affairs be-
fore he returned.

In contrast to the attention that the
South was paying to the Southwest, the
attitude of Northern officials was at best
characterized as neglect. In May, Union
Commander General Winfield Scott or-

dered that ten companies of troopsin Utah, *

four companies of the U.S. 10th Infantry,
as well as all of the 5th and 7th Infantry
Regiments, then serving in New Mexico,
be sent east! When warned about the Con-
federate threat to the southwest, Secretary
Simon Cameron of the War Department
commented “measures have been or will
be taken commensurate with its (the area’s)
importance.” This was a casual interest at
best. In July of 1862, Brigadier General
B.S.Roberts testified before the Commit-
tee on the Conduct of the War: “Utter
neglect of the Adjutant General’s Depart-
ment for the last year to communicate in

any way with the commanding officer of

the Department of Mexico, or o answer
our urgent appeals for reinforcements,
money, and supplies.”

On the Santa Fe Trail

The success of John Baylor’s “Buffalo
Hunt” led to the formation of the Confed-
erate Department of Texas. Colonel Baylor
was assigned to raise what would become
the 2nd Texas Mounted Rifles at San An-
tonio. When this unitwas complete, Baylor
Ted 700 men (six companies) to Fort Bliss.
Three hundred men of this regiment ar-
rived there (“A” & “E” Companies, Teel’s
Artillery Company) during the first week
of July, with many having been detached to
garrison other forts along his route. Addi-
tionally, the Confederates raised a unit
known as “The San Elizario Spy Com-
pany” locally.

Baylor’s first intelligence was that all

Federal troops from Arizona were concen-
trating at Fort Fillmore (only 44 miles
away), a move he thought presaged an
atiack. Actually, the Union troops were
under orders to evacuate and move to Fort
Craig when enough supplies had been ob-
tained. On the 23rd of July Baylor led 230
men from companies “A” and “E”, “The
Spy Company,” and a section of Teel’s
artillery against Fort Fillmore, New
Mexico. The 28 artillery men with two 12
pounder mountain howitzers quickly fell
behind. The fort was defended by 700 men
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U.S. Forces Stationed at Fort
Fillmore (Major Lynde)

3rd U.S. CAVALRY ( companies “B” and *F”")
(54 men), (15t U.S. Mounted Rifle Regiment,
7th United States Infantry (seven companies,
about 300men), (det.“A”,"B”,"D”’E",’G”,'T”,
and “K”), Four 12-pounder Mountain Howit-
zers.

CS Forces Operating against Fort Fillmore:
“The San Elizario Spy Company”, 2nd Texas
Mounted Rifles (“A”-and “E”), Enroute: one
section of Teel’s Artillery (two. 12-pounder
Howitzers), totaling about 258 men

Union Forces stationed atFort Stanton: (Lieu-
tenant Colonel B. S. Roberts)

3rd Cavalry (1stMounted Rifles) (two compa-
nies probably “A” and “H"), 7th U.S. Infantry
(two companies).

Detatched to Fort Fillmore from Fort Stanton to
guard aherd of cattle and the stagecoach to Fort
Fillmore:

Companies “1” & *G” (45 men) 3rd U.S. Cav-
alry,'100 head of Cattle.

Action Near Fort Fillmore

Order of Battle

U.S.FORCES: 3rd U.S. Cavalry (1st Mounted
Rifle Regiment-2 companies,companies T’ &
“G" joined with 45 men during the retreat), 7th
United States Infantry (seven companies), To-
taling about 500 men.

CSFORCES: 2nd Texas Mounted Rifles, (com-
panies; “A”; and “E”), San Elizario, Spy Com-
pany, totaling about 230 men.

NOTE: Following the surrender, Baylor pa-
roled the prisoners and supplied them with
enough food, arms (50 old muskets), and equip-
ment to travel through the Apache lands to Fort
Craig. The pardoned troops were assigned to
non-combatant duties for the remainder of the
war. Lynde was court maritaled and stripped of
his rank, On July 27th, 1866, when passions had
cooled, Lynde was restored to his former rank
by President Johnson and retired.

of the 7th U.S. Infantry under the com-
mand of Major Isaac Lynde. By the 25th,
Baylor was camped 600 yards from the fort
in the town of Mesilla. Major Isaac Lynde
led out 380 of his men to demand the
Texan’s surrender. A brief skirmish en-
sured. After losing seven to nine men,
Major Lynde withdrew back to Fort
Fillmore.

During the night, Major Lynde heard
that the Confederates would soon be rein-
forced with artillery. He also feared that
the fort would be cut off. So he abandoned
Fort Fillmore, after setting fire to the post

and destroying most of the supplies. Lynde
then began a night march towards Fort
Stanton (140 miles away) to escape from
the Confederates. The Federal forces were
intercepted the next day by Baylor. The
Texans found the Federals to be quite dis-
organized, fatigued by the heat, and short
of water. The march had been poorly
planned and executed, and without ad-
equate water many men collapsed along
the route. Major Lynde had taken an ad-
vance party to Augustine Springs and was
returning along the column’s route with
water when Baylor arrived. Withonly about
100 men still able to fight, Lynde surren-
dered 476-700 men, two guns, 200 cavalry
re-mounts, $17,000in Federal drafts,anda
herd of 300 cattle. Colonel Baylor and his
Texans were ecstatic!

Baylor immediately declared that all
former U.S. territory south of the 38th
parallel was now the Confederate Terri-
tory of Arizona and that Mesilla was the
capital. He promptly appointed himself the
new Governor! The Confederates then re-
cruited two additional companies from lo-
cal manpower: “The Arizona Rangers”
and “The Arizona Guards,” each enlisted
for 12 months service.

Union Colonel Roberts abandoned Fort
Stanton in August, sending two infantry
companies to Albuquerque, while he and
the twocompanies of cavalry joined Canby
atSanta Fe. Four companiesof troops from
Forts Breckenridge and Buchanan, under
Captain Moore, evaded Baylor’s attempted
interception and reached Fort Craig safely.

A new Confederate expedition under

General Sibley was organizedin San Anto-
nio to conqueror the rest of New Mexico
and open the way to California. In August,
Sibley set up his Headquarters near San
Antonio, but recruiting was slow. By Sep-
tember 20th, the 4th Regiment (10 compa-
nies, four 12 pounder brass howitzers) be-
gan training at Camp Sibley. By October
23rd the 5SthRegiment (10 companies, four
12 pounder brass howitzers) was ready to
be mustered in, although two of its compa-
nies were armed with lances. The 7TthRegi-
ment (10 companies) was not ready untii
November 15th. Within the Brigade they
were referred to as the 1st, 2nd, and 3rd
Regiments of the Sibley Brigade.

The Confederate column finally started
west on October 26th, travelling in small
groups because of the water shortage, The




4th Regiment left first and travelled the
700 miles in three separate squadrons.
Green’s 5th Regiment began to move out
on November 2nd. Sibley and his staff
began their march on November 18th. On
November 28th Lieutenant Colonel John
Sutton led five companies (“A,””B,”F,”
“H,” and “I”’) west. Company “K” of the
7th remained behind to escort the Brigade
paymaster and quartermaster. Colonel Steel
with three companies (“C,” “G,” and “K”
did not leave until December 18th. The
final company (“E”) did not leave until
January 6th due to a severe outbreak of the
measles! The entire command stopped at
Fort Thorn to rest and regroup for three
weeks before pushing on to Fort Bliss.

Overall the training of these new units
waslow. The4thhad aboutamonth and the
Sth and 7th about two weeks. Pyron’s Bat-
talion (2nd Mounted Rifles) was a “vet-
eran” by comparison, having been in ser-
vice for six monthsand engaged in military
type duties almostall of that time. The next
two moths leading to the battle of Valverde
would be spent marching over the desolate
wastes of West Texas and Southern New
Mexico.

Confederate equipment was a varied
collection of squirrel rifles, sporting guns,
the ever popular six shooter, single and
double barreled shotguns, and Bowie
knives. There was also a certain amount of
captured Federal equipment (Pyron’s Bat-
talion almostcertainly equipped themselves
from U.S. Army stocks after the Fort
Fillmore surrender). The other regiments
were not so fortunate, The weapon short-
age was so bad, in fact, that two companies
of the Texans had to be armed with lances.
Outside of Pyron’s Battalion, sabres were
close to non-existent. The murderous 12
pounder howitzers were courtesy of Gen-
eral Twiggs surrender of the U.S. Army
troops in Texas.

Federal troops were armed with issue
Springfield Rifles, Sharps Carbine, Colt
Revolvers, and sabres. California troops
were carefully raised and equipped, and
Federal stockpiles in the state were greater
then those in Colorado or New Mexico.
The California Column was, therefore, as
well equipped as the Regulars were. The
New Mexico militia were probably armed
with the “French” Muskets which were
offered for sale in 1864. It is likely that

these came from the several disbanded
New Mexico Militia outfits. In all these
volunteer units privately owned weapons
supplemented issued arms, especially in
the “Independent” companies.

The Colorado troops did not initially
receive governmentissue equipment. Soin
the first few months each recruit drilled
with various guns of private manufacture.
‘When the arms finally did arrive they were
few in number and inferior in quality. By
late autumn of 1861, the three companies
dispatched to Fort Wise under Lieutenant
Colonel Tappan were the best equipped.
The remaining seven companies remained
at Denver under Major Chivington, drill-
ing and waiting for more equipment.

Canby sought to augment the 2,466
men in his Department with volunteer
troops. In June, Canby requested Governor
Abraham Rencher of New Mexico to raise
eleven volunteer companies, and Gover-
nor William Gilpin of Colorado, two more.
Canby also sought to concentrate his com-
mand. During June, the troops at Fort
McLane were withdrawn to Fort Fillmore.
In July Forts Breckenridge and Buchanan,
both near Tuscon, were also abandoned
and their troops moved towards Fort Craig.

CMNUMUAG

This abandoned the
southern route of the
Overland stage and left
Arizonaat the mercy of
the Apaches.

After Lynde’s surren-
der Canby asked New
Mexico’s new Gover-
nor, Henry Connelly, to
raise four more compa-
nies of volunteers. On
September 14th the
Govemorresponded by
organizing a territorial
militia. On September
8th Canby asked Gov-
ernor Gilpin for four to
six more companies of
troops.

By December 14th (the
4th Regiment had ar-
rived on the 17th)
Sibley had reached
Baylor’s command (7
companies Cavalry, 2
companies Arty) 630
men at Fort Bliss and
the invasion proper was

STRATEGY & TACTICS
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Order of Battle at Valverde

U.S. FORCES: (3,810 men under Colonel Canby)
(Sibley said Canby had 5,000 men).
COLORADO-Dodd’s (Mtd.) Company (2nd Colorado
Infantry).

NEW MEXICO-Graydon’s Company of Volunteers.
1st (Colonel C. Carson, eight companies, 512men),
Infantry
2nd, (Colonel Pino, seven companies, 490 men)
Infantry
3rd (Colonel Chavez; seven companies, 234 men)
Infantry :
4th Infantry (one company, 63 men)
5th (two companies) Infantry

NEW MEXICO MILITIA: About 1,000 men, hastily

organized and poorly equipped.

REGULARS-1st (“D” & “G*” companies) Cavalry
2nd (“G” Coy) Cavalry
3rd (“C”,“D”, “G”, “I*”, and “K” ) Cavalry
Hall’s Battery (two 24-pounder Howitzers,
McRae’s Battery (manned by Coy. “G” of
the 2nd and Coy. “I” of the 3rd U.S. Cav.)
5th (“B”, “D”, “F”, “I”, and “K”) Infantry
7th (“C”, “F”, and “H”) Infantry

10th (“A”, “F”, and “H”) Infantry.
*detached
CS FORCES: (1,750 men under Lieutenant Gen-
eral Sibley) (Canby reported that Sibley had 2,600
men.)

2nd Regiment Texas Mounted Rifles (“A”,

“B”, “D”, “E”, “G” and “H” companies,
Major Pyron)

4th Regiment Texas Mounted Volunteers
(ten companies, Colonel Scurry)

5th Regiment Texas Mounted Volunteers
(ten companies, Colonel Green; two compa-
nies armed with lances and revolvers)

7th Regiment Texas Mounted Volunteers
(“A”,“B”, “F”, “H”, and “I” companies,
Colonel Sutton)

“The Arizona Guards”

“The Arizona Rangers”

Teel’s Battery (eight 12 pounder Brass
Howitzers)
U.S. Forces Left At Fort Craig:
COLORADO-Ford’s Independent Company
NEW MEXICO-1st and 2nd New Mexico Militia
(Colonel Armijo, ten companies, 272 men). Four
companies Mounted Militia (Otero) 200 men.
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underway. While at Fort Thom, Sibley
authorized the raising of a new company
called “The Brigands.” Onthe 20th, Sibley
issued a bombastic proclamation claiming
the entire area of Arizonaand New Mexico
for the Confederacy. The invasion had
begun! During a review of his troops, one
company failed to receive the order to turn
and marched proudly off the parade ground
and into the desert. Sibley was heard to say
“Gone to Hell I suppose.” This was prob-
ably the mostaccurate observation he would
make in the coming months.

Shortly after the invasion had com-
menced, Captain Sherrod Hunter and a
new Company (Company “A” of a new
frontier Regiment proposed by Baylor)
were sent to occupy Tuscon, Arizona.
Hunter’s 100 men arrived there on Febru-
ary 28th and were well received by the
citizens — due in no small part to the fact
that these were the only soldiers available
to protect them from rampaging Apaches.
Hunter remained in Tuscon until May 4th,
1862, when the approach of the California
Column forced his withdrawal. Hunter’s
scouts had brushed with Carleton’s scouts
on April 15th at Picacho Pass, 40 miles
west of Tuscon, resulting in the most
westernmost “Battle” of the Civil War.

Sibley was grossly overconfident. He
believed that his troops could live off the
land and acquire whatever else it needed
from Mexico. He also counted on the sup-
portof the local citizens. Baylor’sreportin
October that the Mexican population was
decidedly pro-Northern was ignored.

Sibley had planned to start his invasion
in the Fall of the year rather then during the
harsh New Mexico winter but the delay
was, again, due to his optimism on how
quickly troops could be raised. Sibley was
certain that after an easy march, additional
war materials could be captured from nu-
merous Federal stores. The lack of sup-
plies caused his men to take what they
wanted locally and doomed Sibley’s re-
cruiting efforts at an early date...but then
he could hardly arm his own men at that
time so the lack of volunteers was not
really a factor. Efforts topurchase supplies
in northern Mexico also failed as only gold
would be accepted as payment; Federal
agents had no such problem buying sup-
plies for the California column.

Colonel Canby, the new Federal com-
mander for the southwest was far more

vigorous then Sibley and had begun early
to concentrate his resources. Yet Canby
was no stranger to Sibley. He had been
Sibley’s classmate at West Point, best man
athis wedding, and was married to Sibley’s
wife’s cousin, Colonel Canby was not sure
whether the Confederates would advance
up the Rio Grande or instead along the
Pecos River in eastern New Mexico. Sohe
posted scouts to watch both routes and kept
his troops concentrated in a central posi-
tion. He then sought to gather supplies,
raise funds and restore morale to his troops,
regardless despite Washington’s neglect.
Morale was a problem. Many key officers
had deserted and the roops had not been
paid in over a year. Canby also had to deal
withmutinies among the volunteersat Fort
Union and Camp Connelly. With the com-
ing of February Canby also received word
the Sibley’s army was on the march.

On February 7th, the SthRegimentand
Teel’s artillery kicked off the Confederate
advance up the Rio Grande. By February
16th the entire Confederate “Army” was
justa mile below Fort Craig. They chal-
lenged the Union garrison to an open battle
but Canby sensibly declined. On the 19th
the Confederates crossed to the east bank
of the river and by the 20th Sibley had
maneuvered to within twomiles of the fort.
Sibley had determined to move north of the
Federal post, recross the river, and cut the
union line of communications to Santa Fe
and force Canby into a battle. Sibley’s
movements were delayed for some two
days because of severe sandstorms through-
out the area. By February 10th the Union
authorities in the east were finally reacting.
General David Hunterat Fort Leavenworth
requested Governor Gilpin to send all or-
ganized units of Colorado troops to rein-
force Colonel Canby. Oddly enough, the
Denver government had requested such an
order over a month earlier! On February
13th orders to move out were issued to the
1st Colorado Regiment (seven companies)
to join Canby. The Regiment did not actu-
ally begin its march until the 22nd, the day
after Valverde.

On the 20th of February there was a
brief skirmish. The Federal troops (New
Mexico Militia) under Colonel Miguel G.
Pino and Robert H. Stapleton performed
poorly and were easily repulsed by a few
howitzer shells. That night the Confeder-
ates survived “Paddy” Graydon’s mule
attack (where explosives-laden mules were

The Confederate Army of
New Mexico

(AKA Sibley’s Arizona Brigade)

Officially organized in early December (14th)
of 1861 by H.H.Sibley, the Brigade included all
the Confederate troops on the Rio Grande above
Fort Quitman, including Arizona and New
Mexico. It comprised the 4th, 5th, and 7th
Texas Volunteer Cavalry, Baylor's Regiment
(five Companies. of mounted Infantry), three
Independent cavalry companies, and a six-gun
battery (12 pounder Howitzers) with astrength
of 3,700 men. After the Confederate withdrawal
into Texas most of these units were organized
into‘Green’s Texas Brigade.”” Under that des-
ignation they saw service onJanuary 1st, 1863,
at Galveston and during the Red River
champaign in 1864. Many of these men wentto
Mexico withJoe” Shelby atthe end of the Civil
War to serve Maximilian of Mexico.

4th Regiment (Lieutenant Colonel William R.
Scurry) 10 companies plus artillery, 810 offic-
ers and men.

5th Regiment (Colonel Thomas Green) 10 com-
panies plus artillery, 835 officers

and men.

7th ‘Regiment (Lieuteriant. Colonel John S,
Sutton) five companies; 414 officers and men.
Pyron’s Battalion (Major Charles L. Pyron)
Baylor’s 2nd Mounted Rifles Regiment six
companies and the “Brigands”, 456 officers
and men.

Teel’s Artillery (two' companies, Seven-12
pounder Brass Howitzers).

Totaling 2,215 officers and men.

sent amidst a Confederate column in the
hopes of blowing them to smithereens)and
prepared to cross the river six miles north
of the fort on the next day. The crossing by
the main Confederate force would be cov-
ered by a feint at the fort itself. Also on the
night of the 20th hundreds of horses and
mules stampeded from the Confederate’s
camp, seeking water at the Rio Grande.
Two hundred of these were gleefully gath-
ered up by Federal patrols. As aresult, the
Confederates had to abandon about 30
wagons for lack of pack animals, the loss
falling most heavily on the 4th Texas.
The Union forces commanded by
Canby had anticipated Sibley’s maneuver
to the north and stationed detachments at
likely crossing points along the RioGrande.
Because of this, Lieutenant Colonel Rob-
erts, with the 3rd U.S. Cavalry, reached the
Valverde crossing at the same time that the
Confederates did on February 21st. At 8
AM a detachment of Sibley’s troops dem-
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onstrated south of the fort while the main
body moved to cross the Rio Grande six
miles north at Valverde (“Green Valley”)

The Battle of Valverde

Skirmishing began about 8§ AM. Fight-
ing onfoot,the U.S. 3rd Cavalry withsome
mounted volunteers were able to force the
Confederates away from the river. Canby
dispatched more artillery and infantry to
back up Roberts. Another force, including
Graydon’s Spy Company and several com-
panies of Pino’s and Stapleton’s mounted
New Mexico Militia, who were on the east
bank shadowing Sibley’s movements, also
marched towards Valverde. Roberts found
180 Texansunder MajorPyron (2nd Texas)
already at the river. The Texans had ar-
rived, watered their horses and then moved
into a grove of cottonwood trees near the
river. Robert’s immediately dispatched
Major Thomas Duncan with four compa-
nies of cavalry to attack the resting rebels.
In a sharp skirmish the Texans were driven
from the grove, back onto higher ground.
With that Roberts was able to deploy his
two guns on the eastern shore. Soon four
field guns, commanded by Captain
Alexander McRae, and two 24 pounder
howitzersunder Lieutenant Robert H. Hall
were also on the west bank of the Rio
Grand.

By 10 AM the action was on in earnest
and a Confederate force advancing from
the southeast towards the river was taken
under artillery fire. Atthis point the Union
batteries were supported by Captain David
H. Brotherton’s Company (5th U.S. Infan-
try) and Major Duncan’s skirmishers.
About 10:30, Lieutenant Colonel Scurry
arrived with about halfthe 4th Texas, along
with Lieutenant John Riley’s howitzer bat-
tery. A terrific artillery and rifle duel raged
across the field. The rebels made valiant
efforts to retake the cottonwood grove but
failed. By noon, Roberts had been rein-
forced by Dodd’s Colorado Company and
Captain Henry H. Seldon’s Regular Infan-
try Battalion, including Captain Benjamin
Wingate’s and P.W.L. Plympton’s Com-
panies. Seldon’s battalion immediately
crossed the river, fixed bayonets, and
charged the rebel position located in a
small wood on the Union left. The attack
succeeded but they were immediately coun-
terattacked by Captain W.L.Lang’sLancer
Company (5th Texas). Dodd’s Company
(2nd Colorado) held the extreme Federal
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left and bore the brunt of the lancer’s
attack. Firing two well timed volleys, they
decimated the lancers and then counterat-
tacked, inflicting severe losses.

Ovando J. Hollister (Dodd’s Company)
later wrote that each Texan wasarmed with
a lance having a blade three inches wide
and twelve inches long, mounted on a
nine-foot shaft. A red guidon was attached
to each lance to “drink the blood” of im-
paled victims. The lancers advanced in
three columns at the gallop and “looked as
if the Devil had set them on end.” As they
approached, Captain Dodd shouted, “They
are Texans. Give them Hell.” And they did.
Some of the lancers were transfixed on the
bayonets on their intended victims and
lifted out of their saddles, but the greater
part “bit the dust” before they got close
enough to use their lances.” Of the two
companies of lancers, only three men re-
mained unhurt, while forty-two of their
dead horses were strewn about the area.

Colonel Thomas Greenreported, “The
lancer charge was one of the most gallant
and furious charges...ever witnessed in the
annals of battles.” Colonel Scurry stated
that “the desperate courage (of the lancers)
was ineffectual against great odds and su-
perior arms.” The two lancer companies
together suffered the greatest proportional
loss of any unitin either army at Valverde.

Meanwhile, Colonel “Kit” Carson’s
New Mexico Regiment (eight companies)
were sent up the west bank of the river to
forestall a flanking maneuver by 500 Texas
cavalry. So far, the Federal forces had the
advantage. Mostof the troops of both armies
were now on the field. The Federal forces
were deployed on both sides of the Rio
Grande. The Texan’s line ran parallel to
the Union one on the eastern bank. By 1
PM General Sibley had become “indis-
posed” and Colonel Thomas Green had
assumed command of the rebel army. Af-
ter Seldon’s column had forced back the
Confederate right, and the Colorado troops
had repulsed the lancer charge, Colonel
Roberts ordered the Federal guns to cross
the river. McRae’s battery (six guns) was
posted on the left and Hall’s two huge
howitzers on the right. Upon unlimbering
at their new positions the guns renewed
their bombardment of the Confederate line.
Their fire, combined with Seldon’s and
Duncan’s, forced several Confederate com-
panies to take cover behind the sand hills

just east of the field.

There the rebels rallied and renewed
their attacks on the Union line with great
enthusiasm. The sloping approach toward
the river from the south and east, covered
with trees and ridges of sand further back,
permitted the Southern officers to concen-
trate and rally their men almost unob-
served. By 1:00 PM Captain Teel’s How-
itzer battery entered into a duel with the
Yankee guns. His 12 pounder howitzers
were no match and soon Teel had only five
men standing to man his guns. He held his
ground in the face of the Federal fusillade
and a grass fire until more Confederate
howitzers arrived. Teel was then sent to the
Confederate left. Again, his shorterranged
guns did badly until three of them had been
disabled. Teel then ordered his guns to
hold their fire until Yankee troops came
within range.

Canby had meanwhile determined that
the demonstration towards Fort Craig was
not dangerous and that only a weak Texan
force still guarded their camps on the east
bank. He ordered Pino’s regiment, sta-
tioned east of the river to observe the rebel
camp, to recross the river and head up the
west bank towards the battle. Leaving a
detachment to guard the post Canby then
proceeded with the last section of McRae’s
battery and a troop of cavalry towards the
battlefield. Arriving about 2:45pm, Canby
surveyed the situation. He decided toenve-
lope the Confederate left flank with the
Union right and center. Canby ordered
both Pino’s and Carson’s regiments (both
were now on the west bank opposite
Valverde) to cross the Rio Grande and join
the main Federal force. While organizing
this attack five companies of Pino’s regi-
mentrefused to cross the river, While Pino
(noonedoubted his courage) vainly sought
to get them to move, the Confederates
struck again.

Confederate Colonel Tom Greenknew
that the only way the Confederates could
win was to eliminate the Yankee guns.
Screened by the woods and sand hills Green
resolved to attack the Union batteries by
two separate columns. Major Henry W.
Ragnet led 250 screaming Texans armed
with shotguns, squirrel rifles, revolvers
and lances against Hall’s battery on the
southern part of Canby’s line. Ragnet’s

troops charged down the hill but their ef-

forts failed. They wererepulsed with heavy
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The Confederate attack against theright
battery fared much better. 750 Texans, led
by Colonel Scurry, attacked McRae’s bat-
tery. The Texanscharged across some seven
hundred yards of scrub brush and scattered
cottonwoods on foot, waving everything
from double barreled shotguns to Bowie
Knives. The answering storm of Union
cannister fire and musketry did not give the
rebels pause. Supported by Plympton’s
regulars (two companies) and the part of
Pino’s regiment that had crossed the river,
the battery was now engulfed in a furious
hand-to-hand fight with revolvers, clubbed
rifles, bayonets, and knives. Finally the
Union supporting units fell back, despite
Canby’s efforts to stop them. Captain
Wingate’s Battalion was sent from Hall’s
battery after the attack there was repulsed.
Wingate temporarily repulsed the rebels,
but the Texans rallied and drove the Fed-
eral troops back in turn. When the smoke
cleared, Scurry’s men were in full posses-
sion of all six of McRae’s guns. (The
following apocryphal story was given great

captured guns as well as Teel’s howitzers
inflicted additional losses on the Federal
forces as they recrossed the Rio Grande.
Once on the other bank Canby ordered his
army back to Fort Craig. The retreat was
covered by Seldon’s four Companies of
Regulars as well as the Colorado company.
The retreat itself was in fairly good order
but a rebel pursuit was forestalled when
Canby called for a truce. The truce was to
last two days so that the wounded could be
cared forand the dead buried. Green agreed
to this.

Much of the blame for losing the battle
fell on Canby since, until his arrival, the
action had gone well for the Union. The
New Mexican troops in the battle were also
criticized for failing to support the artillery
battery when the Texans attacked it. Credit
for winning the battle must go to Colonel
Green who organized the successful Con-
federate attack on the batteries.

Federal losses were 62-68 killed, 140-
157 wounded, and 35-100 missing. But
these returns were not complete. Sibley

claimed that Canby lost 300 menkilledand
wounded. The Confederates lost about
36-40 killed and 150-200 wounded. One
Federal report claimed 150 killed and 450
wounded in Sibley’s force!

Pike’s Peak or Bust!

The day after the battle, Sibley sent
Colonel William Steele to ask for Canby’s
surrender and request medical supplies for
the wounded of both sides. Canby knew
that the Confederates lacked heavy guns
and so declined the offer. Supplies were
sent and the Union wounded returned to
Fort Craig while the Confederate casual-
ties were moved to Socorro and Albuquer-
que. Canby claimed the Federal loss was
due to the refusal of militia and volunteer
regiments to cross the river. Canby stated,
“The battle was fought almost entirely by
the regular troops (outnumbered three to
one by the Confederates) with no assis-
tance from the militia and but little from
the volunteers.” He stated that large num-
bers of the militia and volunteers had de-
serted, but feltthatthisadded to his strength
rather then diminished it. New Mexico
Governor Connelly, who had stayed at
Fort Craig during the battle, absolved the
local troops, whom he claimed were merely
following the example of two regular com-
panies which had failed to charge! Other
even more jingoistic comments punctuate
the official reports.

Privately, many officers felt that the
battle would have been won had Canby
stayed at Fort Craig and allowed Colonel
Roberts to retain command of the field
forces. Roberts in turn blamed other offic-
ersforfailing to seize the positions near the
ford as ordered (no one recalled him issu-
ing those orders however!).

It would seem that the courage and
valor of the Texas troops was a big factor
in the Confederate victory. Armed with
little more than shotguns, they rallied and
attacked the Federal batteries, capturing
the larger one. The U.S. Regulars fought
well but overall Union performance was
uneven. Obviously, some units suffered
from bad morale. The Colorado troops did
as well as the best on either side, while the
New Mexicans fought adequately at best
anddismally in general. Governor Connelly
candidly admitted that the militia could
best be used in preparing their lands for the
coming harvest!
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Meanwhile, Sibley, after dispatching a
glowing report of his victory (and asking
for reinforcements!), was determined to
by-pass Fort Craig and capture Santa Fe.
Using the Federal supplies there the Con-
federates could then press on towards Colo-
rado while a small force would open the
road to California. Allowing his men two
daysrest, Sibley resumed hisadvance. But
the order to advance was not quick enough
to capture needed Union supplies. Canby
had realized the importance of Union
supply depots scattered around the state,
and had sent couriers long with the remain-
ing New Mexico troops ahead with orders
to destroy them.

Lieutenant Colonel Henry C. McNeil
was sent ahead to Socorro with five com-
panies of the Sth and two guns to seize that
place. After a brief exchange of fire, most
of the New Mexico volunteers scattered
and wentinto hiding. Captain Nicolas Pino,
commanding only a handful of men (2nd
New Mexico Volunteers), then surrendered
to the Confederates on February 25th. In-
terestingly enough, the Confederates ad-
ministered an oath of neutrality to their
New Mexican prisoners rather than asking
for their parole. With that the Confederates
captured some 250 small arms and quickly
rearmed their lancers with firearms. A hos-
pital was established there by Sibley and
by the 27th 200 men were recovering there.

On March 3rd the supplies at Cubero,
New Mexico, were captured — not by
Sibley’s Confederates but by four local
citizens! Located sixty miles westof Albu-
querque, the residents were led by Dr. E. F.
Kavenaugh. They surrounded the local
depot and the commander, Captain Fran-
cisco Aragon, surrendered the depot and
47 men of the New Mexico Volunteers. On
March 5th a detachment of Confederates
(Company “A” 7th Regiment) arrived and
hauled some twenty-five wagons loaded
with general supplies, 60 rifles, 3,000
rounds of ammunition, and other ordnance
supplies back to Albuquerque. This was
enough tolast Sibley’s men for thirty days.
Alsoonthis date the three companies of the
1st Colorado (“B,” “H,” and “F”) at Fort
Wise began their march to join Canby at
Fort Craig.

Sibley’s plans were frustrated by Ma-
jor Herbert M. Enos, Albuquerque’s Quar-
termaster — probably the man actually
responsible for defeating the Confederate
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invasion. On March 1st, Enos evacuated
and destroyed all the stores there as Sibley
reached Belen, 35 miles to the south. On
March 4th the Federal stores at Santa Fe
were loaded on 120 wagons, valued at
$250,000, and directed towards Fort Union
along with the territorial Governor, Dr.
William Connelly. By the time Sibley
reached Santa Fe — the 23rd — the Fed-
eral supplies were far out of his reach.

The Confederates were also having
other problems. After Valverde there was
asevere lack of horsesin Sibley’sarmy. As
a result of this the 4th Regiment was dis-
mounted. This was a great hardship since
Confederate Cavalry provided their own
horses and if dismounted had to find re-
mounts. Nonetheless, the men’s spirits were
high.

The rebel advance continued and on
the 4th Sibley detached the 4th Regiment
tocross to the east bank of the Rio Grande.
Then the Regiment veered off to take sta-
tionat San Antonia, N.M., at Carnuel Pass.
By the 7th Sibley had entered Albuquer-
que. Some supplies had now been found at
Albuquerque and Sibley’s gquartermaster
figured he now had supplies for three
months. Since forage was quite sparse most
of the army was moved eastward into the
mountains. Unperturbed, Sibley issued
some bombastic proclamations and pushed
on towards Santa Fe on March 13th. The
advance was led by Major Charles L.
Pyron’s regiment, the “Brigands.” These
had been sent even further ahead and en-
tered Santa Fe on the 10th. Their reception
was cool although the Armijo brothers
gave Sibley some $200,000 in goods from
their warehouses.

After waiting two weeks in Albuquer-
que, the main army began to move. On the
18th of March Major Shropshire was sent
with five companies (A, B, Cand D) of the
Sthtoreinforce SantaFe. Therestof Green’s
regiment stayed in Albuquerque to block
any move by Canby from Fort Craig. With
supplies running low and the majority of
the people indifferent at best to the South-
ern cause, the invaders could not remain
idle. The great stores at Fort Union beck-
oned and Sibley knew the place well — he
had helped in its modification a few years
ago. Once the Fort was captured, New
Mexico would be secure and the Confeder-
ates that much closer to Colorado.

On March 8th the now united 1st Colo-

rado Infantry, under Colonel John P.
Slough, had reached Raton Pass. Since
learning of Valverde the troops had aban-
doned all but necessities marching 40 miles
aday—thisin spite of severe snow fall. At
the Pass they received word from Colonel
Paul at Fort Union that the Confederates
were in possession of Albuquerque and
Santa Fe (not true yet). Concerned that the
800Regularsand New Mexico militiacould
not hold the fort, he asked the Colorado
troops to move quickly. The 1st then aban-
doned everything but their guns and blan-
kets and pushed on another 30 miles that
night to the Cimarron River, where ex-
haustion forced a halt. They had covered
92 miles in 36 hours.

OnMarch 10th the Regiment (950 men
strong) reached Fort Union, having cov-
ered over four hundred miles in thirteen
days. During the next twelve days at Fort
Union they were supplied with regulation
uniforms, arms, and ammunition from gov-
ernment stores there. But the routine of the
fort did not sit well with these men and
there were several serious disciplinary in-
cidents. Colonel Slough took command of
all union troops over the objections of the
postcommander, Colonel Gabriel R. Paul.
Slough’s commission date was senior to
Paul’s in spite of Paul’s years of army
service! After his troops were re-equipped
Slough proceeded towards Santa Fe.

Back in Washington, the Federal gov-
ernment was beginning to realize the seri-
ousness of the situation. On March 20th
Secretary of War Edwin H. Stanton ap-
proved General Halleck’s suggestion that
four to five thousand men be sent to New
Mexico. The next day Halleck also sug-
gested that Colonel Canby be made aBriga-
dier General.

On the 21st Sibley continued the ad-
vance towards Santa Fe with most of his
men (4th Regiment, a Battalion of the 7th)
too late to engage in the decisive battle of
the campaign. Company “A” of the 4th
stayed to guard Albuquerque, while “A” of
the 7th was still at Cubero. Scurry had,
meanwhile, pushed on towards Fort Union.
Unknown to Sibley, Colonel John P.
Slough, 1st Colorado Regiment, had left
Fort Union three days earlier with 1,342
men from there to meet the Texans. So
Sibley began his march on the 25th of
March. Colonel Paul had been left with a
small force of Regulars and New Mexico
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Volunteers to hold the fort amounting to
some 300 men.

Slough continued his plans for amarch
even after receiving an order from Canby
on the 21st (Canby had been promoted
General) to Paul telling the latter to remain
at the fort. (“Not addressed to me!” said
Slough). On the 24th the column had
reached Bemal Spring fifty miles south-
westof Fort Union. Even a new order from
Canby directed at Slough on the 25th did
not stop his plans to continue the advance.
By the 25th Scurry’s Texans had reached
Johnson’s Farm and was preparing to re-
new the advance the next day.

On March 26th Slough sent Major
Chivington with a detachment (418 men)
of the 1st into Apache Canyon through
Glorietta Pass towards Pigeon’s ranch.
Chivington began his march at 3 PM that
afternoon to try and surprise the Confeder-
ate forces holding Santa Fe. Slough fol-
lowed with another 924 men. Meanwhile
about 60 miles east of Santa Fe the Confed-
erate advance, under Pyron, with 250-300
men (and two of Teel’s guns) entered the
pass from the west. Atmidnight Chivington
arrived at Kozlowski’s Ranch, about half-
way between Bernal Springs and Glorieta
Pass, and learned that there were rebels in
the area. At 2 AM on the 26th Chivington
sent Lieutenant George Nelson with 20
Cavalrymen out to capture the enemy
scouts. When the prisoners reached
Chivington he ordered an immediate ad-
vance to seize the initiative. Nelson had
discovered that Sibley’s advance guard
was at the other end of the pass.

The Battle of Johnson’s
Ranch (or Apache Pass)

Chivington moved out at § AM and
crossed the top of the Pass about twoin the
afternoon. A Confederateadvance party of
30 men was captured by 20 mounted Colo-
rado troops and sent back to Chivington.
Chivington ordered his men to advance at
the trot. When they rounded a bend in the
canyon the advancing Confederates were
spotted about a third of a mile away. Al-
though surprised by the charging Union
troops, Pyron deployed his men in an or-
derly manner, unfurled the Lone Star flag,
and opened the action with a shot from one
of his two howitzers. The Colorado troops
panicked and there was some confusion
until Chivington rallied them.

Federal Order of Battle in
Northern New Mexico After
Valverde

U.S.FORCES:

COLORADO-Ford’s Company of Volunteers
REGULARS-2nd Cavalry (1 Company), 3rd
Cavalry (“E”. Company), 5th Infantry (one
Company)

Slough's Column

1st Regiment Colorado Volunteers

Ford’s Company 2nd Colorado Volunteers
Mtd.)

Battalion of Regular Infantry (5th U.S. Infan-
try, Captain W.G. Lewis)

Regular Cavalry (Capt. Geo. W. Howland, 1st
& 3rd U.S. Cavalry)

4th New Mexico Volunteers (1 Co)

Ritter’s Battery (Captain J. F. Ritter, 15th U.S.
Infantry, four guns)

Claflin’s Battery (Captain Ira W. Claflin; four
Howitzers).

Phase 1

As the Confederates advanced in a
skirmish line, Wynkop, Anthony and later
Walker (dismounted) deployed on the left
slope among some evergreen trees.
Downing’s Company held the irregular
slope on the Union right. Howland’s and
Cook’s mounted troops formed a reserve.
Theremaining Colorado companies formed
in front along the road.

After arapid exchange of fire the Tex-
ans withdrew about one and a half miles to
apoint where the canyon narrowed consid-
erably. Captain Howland failed to harass
their retreat. Where the Confederate re-
treat crossed a sixteen foot long log bridge
over an arroyo the bridge was burned. The
canyon then turned south with a steep
rocky bluff provided anatural defense. The
rebels placed their guns on a mound at the
foot of the bluff and deployed men in the
rocksand trees on the canyon slopes nearby.

Phase II

Chivington ordered Downing and
Howland (now dismounted) to climb the
mountainside on the Union right. Their fire
drove the Confederates out of the canyon
floor. On the left Wynkop and Anthony
were to outflank the Texansand force them
back. Cook’s mounted Volunteers were
kept in reserve out of howitzer range. All
other troops deployed to engage the Tex-
ans frontally. After an hour the Federal
forces forced back the Confederates with
Downing being ina strong position to flank

the entire rebel line. At this juncture Com-
pany “F” (Captain Cook, Colorado Volun-
teers) charged down the road, leapt the
Arroyo atthe bridge, and charged backand
forth through the retreating Texans with
his 103 men. With this, the rebel
artillerymen hot footed it back up the main
canyon with mostof Pyron’s men. A group
of some 70 Confederates were cut off in a
side canyon and forced to surrender.

With nightfall both sides withdrew —
the Federals to Pigeon’s ranch and the
Confederates to Johnson’s. There a mes-
senger from Pyron caught up with them
asking foraone day truce which Chivington
agreed to. Union losses are placed at five
killed and 14 wounded while Confederate
losses are said to have been two killed,
three wounded (probably a lot higher) and
72 prisoners.

The Battle of Glorieta Pass
(or Pigeon Ranch)

Both sides sent for reinforcements on
the 27th. Chivington received some 3900
infantry and cavalrymen from Slough while
the remaining troops stayed at Bernal
Springs. At 3 AM Colonel William R.
Scurry and his men reached Pyron at
Johnson’s Ranch withsome 700 men. There
Scurry prepared for the expected Union
advance. But the Union forces had run out
of water and had had to make a further
withdrawal back to Kozlowski’s Ranch.
There Chivington was joined by the main
Union force under Colonel Slough. It was
not until the following morning that the
Union troops advanced to again occupy
Pigeon’s ranch and to rest there. The re-
mainder of the battle was brief as the Con-
federates, under Scurry, now tired of wait-
ing for the Yankees, had determined to
advance themselves. Justprior to the open-
ing of the battle Colonel Slough detached
Chivington with some 400 men while he
advanced up the canyon with the remain-
ing seven hundred. Scurry divided hiscom-
mand among Major Charles L. Pyron,
Henry W. Ragnet, and John S. Shropshire.
The seventeen companies totalled some
1,100 men from the 4th, S5th, and 7th Texas
and the Volunteer Company. There were
also three guns (a gun was left with the
wagon train with several companies of
troops). When notified by his scouts that
the Union forces were advancing, Scurry
formed his troops and awaited the Federal
advance.
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Order of Battle for
Johnson's Ranch

CSFORCES
Major Pyron (2nd Texas Mtd. Rifles) Com-
manding
Pyron’s Battalion
5th Texas Cavalry (four companies)
Major John Shropshire, one Sct. of Teel’s
Artillery, (two 12-pounder Brass Howit-
Zers)
U.S.FORCES
Chivington Commanding
COLORADO-1st Infantry (“A”, “D”,
“B”, and “I” companies), Captains Wynkop,
Anthony, Downing, and Maile, Company
“F" (Mtd) Captain Cook v
REGULARS- (two companies, drawn
from the 1st & 3rd Cavalry), Captains
‘Walker, and Howland
Totaling 200 Mounted Troops and 180 In-

fantry).

The battlefield was located a half mile
west of Pigeon’s Ranch. Its terrain was
mostly arough gorge afew hundred yards
wide with a wagon trail running down the
middle. The ground was interrupted by
deep gulches and arroyos. On each side the
terrain rose steeply. Scrub growth, boul-
ders, scattered junipers, and pine trees fur-
ther rendered it unsuitabie for cavalry and
artillery. The engagement lasted most of
the day with first one side and then the
other gaining a slight advantage. Both sides
showed extreme bravery. The battlefield in
the cedar covered, rock strewn canyon
floorwas more “bushwhacking”onagrand
scale then a formal battle. The Federal
troops were forced to stay on the defensive
during most of the battle as the odds were
againstthe Yankees. Had Scurry beenaware
of the rebel superiority he would have been
more aggressive. But events two days be-
fore had made him cautious of these “Pike’s
Peakers.” The one attack on the Confeder-
ate guns was led by Companies “D” and
“I” (The ‘German’' company, now led by
Lieutenant Kerber) but was repulsed with
loss. Even so, the guns were forced to
withdraw temporarily, with many casual-
ties, including its commander.

Various incidents stand out: Downing’s
Company discovered amasked Confeder-
ate gun and suffered heavily from its grape
and cannister. Union officers then became
concerned about their position and with-
drew some 400 yards towards Pigeon’s
ranch. Their new line extended from a
rocky ledge over a gulch to an Arroyo and
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then up a wooded bluff where Claflin’s
battery was emplaced. Ritter’s guns were
placed in the center.

Riflemen from Companies “D” and “T”
busily picked off most of the Confeder-
ates’ remaining gunners while two Con-
federate and one Union gun were disabled.
Colonel Scurry realized that the only hope
of breaking the Federal line was to concen-
trate his superior numbers in repeated
charges against the Federal position. By
mid-afternoon he had been joined by two
of the companies earlier detached to guard
the supply train. Scurry ordered a general
charge but Federal skirmish fire forced
them back. Joined by more men from the
center, the attack was renewed but re-
pulsed by the Coloradans delivering vol-
leys. Ground was yielded most grudgingly
as the Federal line was pushed back to the
ledge of rocks north of Pigeon’s ranch. At
times the troops fired on each other from
the opposite sides cedar bush clumps.
Scurry later said, “Our men and
officers...pushed forward among the rocks
until the muzzles of the guns of the oppos-
ing force passed each other.”

The final Union position on the bluff
commanded the valley floor and was held
for four hours against five Confederate
attacks. Each attack was thrown back with
heavy rebel losses. Seeing that he had
gained a slight advantage on the his left
flank Scurry began directing the Confeder-
ate efforts towards capturing the Union
artillery, which had proven to be decisive
at Valverde. So the Texans charged for-
ward against the two Federal batteries. The
rebels were on the verge of capturing the
guns but the Colorado troops threw them
back. A storm of grapeshot, cannister and
shell, combined with a galling fire from the
Union infantry, repulsed the attackerseach
time.

About this time a Texas detachment
gained a small hill on the Union right.
From there they opened a deadly fire on
Ritter’s battery, forcing them to withdraw.
At this point the Federal line was only
some forty yards in front of their supply
wagons.

By 5 PM Slough ordered a further
retreat to Kozlowski’sRanch. Wagonsand
guns began to withdraw down the road one
by one. Some of the Yankees objected to
this retreat since they felt that the Confed-
erate forces were spent. Slough felt that he

Order of Battle for Glorieta
Pass

USFORCES

COLORADO:-1st ColoradoInfantry (“C”,“D”,
“G7, T2, K, and “L” companies, about 400
men):

NEW MEXICO-4th New Mexico Volunteers
(one Company, 50 men)

REGULARS-1st and 3rd (“E”) US. Cavalry,
(Howland-150. men); Ritter’s Battery (two
12-pounder & two-6 pounder guns, 53 men).
Claflin’s Battery (four 12-pounder Howitzers,
32:men)

About 200 men were detached to guard the
Federal supply trains.

CSFORCES

Commanded by Colonel Scurry

Scurry’s Texas Cavalry Regiment
detachment from the Texas

Pyron’s Battalion

“The Brigands” (1 Coy)

Teel’s Artillery (three 12-pounder Howitzers)
Totaling 1,000 men

Another 200 men and a single Howitzer were
left to guard the Supply Train at Johnson’s
Ranch.

Order of Battle for Major
Chivington's Detatchment

5th United States Infantry companies A & G
(Captain W.H.Lewis & A.B.Carey-60men)
1st Colorado: Volunteers: Company “A”
(Wynkop-68 men, Company “B”. (Capt.
Logan-75 men), Company “E” (Anthony-71
men), and Company **H” (Sanburn-80 men)
2nd Colorado Volunteers: Company *B” (James
H. Ford-76 men)

had accomplished all that he could do.
Actually, the soldiers on both sides were so
exhausted that neither side could have con-
tinued the affair. About this time Scurry
asked Slough fora 24 hour truce which was
accepted. The decisive action had not oc-
curred here but rather some miles behind
the Confederate lines and Scurry needed to
assess the damage.

The Federal advance (900 men) began
at8 AM from Kozlowski’s Ranch. Colonel
Slough had detached Major Chivington
(430 men)tocircle around the Confederate
flank and take them in the rear while Slough
engaged them in the front. If possible
Chivington was also to destroy the rebel
supply train. Chivington’s detachment left
the ranch at about 9:30 AM. Govemor
Connelly reported, “Major Chivington with
500 men had been ordered to make adetour
of the heights...he found theenemy’s whole




train packed together...guarded by 200
men...He made a sudden and unexpected
attack on them, and captured the whole
train...” Chivington then proceeded to burn
the wagons, destroying all the Confederate
supplies and the sixty-four wagons left at
Johnson’sranch. Chivington then hastened
back to rejoin Slough for the main battle
but arrived too late. Rumors now spread
among the Confederates that Canby was
attacking their rear. (Actually Canby was
some 140 miles to the south at Socorro.)
Scurry claimed a victory but told Sibley
that he was forced to fall back because of
Chivington’s’ attack. Total losses in the
two battles were Confederates 60 Killed,
100 wounded, and 91 captured. or missing;
Union, 51 Killed, 78 wounded, and 24
captured or missing.

So after the battle both armies again
rereated. The Union forces returning to
Fort Union. Only later did they realize that
Chivington’s action had dealta death blow
to the Confederate invasion. The Confed-
erates, thinking that Canby had cut their
lines of communications, retired towards
Santa Fe.

Sibley said, “The loss of my supplies
so crippled me that after burying my dead
I was unable to follow up the victory. My
men for two days went unfed and
blanketless...I was compelled to come to
Santa Fe for something to eat.”

Busted: The Retreat from
New Mexico

On the 29th, Scurry fell back to Santa
Fe and sent a message to Sibley, who was
still at Albuquerque, informing him of the
battle’s outcome. Sibley immediately left
with six of Green’s companies. Companies
“D” of the 2nd, “A” of the 4th, and three
guns under Captain Reily were left to guard
the town. With his loss of transport, Sibley
first fell back on Santa Fe, vainly seeking
to gather more supplies. The first plan was
to fall back towards Fort Stanton to a town
called Manzano and await reinforcements
from Texas. From there both Fort Craig
and Fort Union could be closely watched.
Before this could be done Canby led a
force of 860 Regulars and 350 volunteers
(1,210 men) out of Fort Craig towards
Santa Fe to join forces with the Federal
troops advancing from Fort Union. Colo-
nel Carson had been left at the Fort with ten
companies of New Mexico Volunteers.
Sibley’s first counter move was to gather
his forces and head south to save his re-
maining supplies. Canby’s strategy was to
join the troops from Fort Union and then
drive the Confederates from the territory.
Canby’s first target would be Albuquer-
que. Such an attack would certainly bring
Sibley from Santa Fe with his army.

Sibley was now in a tight spot. Sup-
plies were scarce and he did not have

enough men left to attack either Federal
force successfully. Sibley, therefore, de-
cided to retreat. Most of the remaining
heavy equipment was destroyed and eight
Confederate howitzers (from the 4th and
5th Regiments) were buried. The captured
Federal guns were retained however, as
were three of Teel’s. Although there were
a few skirmishes, the Confederates were
allowed to escape to Fort Bliss. The only
major engagement was the battle of Albu-
querque on April 10th. Again the battle
opened with an exchange of artillery fire.
This continued until the townspeople com-
plained to General Canby who then broke
off the action.

Canby then slipped away to Carnuel
Pass and effected his junction with the Fort
Union troops while Sibley’s Army rushed
into Albuquerque. By April 11th Sibley’s
entire command in New Mexico was con-
centrated at the town. With only 20 days
supplies left the Confederates began their
retreat. The last skirmish took place on
April 18th at Peralta. The 4th and 7th
Regiments were on the west Bank while
the Sthand Pyron’s Battalion moved along
the east bank. The plan was to cover the
Peralta Ford and destroy Fort Craig before
leaving the territory.

Upon reaching Peralta, Green’s 5th
Texas had established themselves in Gov-
emor Connelly’s house. When General
Canby arrived

late on the night
of the 18th, “his
ears were as-
sailed with the
sound of revelry.
The violin was in
full blast, accom-
panied by other,
and more noisy,
instruments. The
enemy seemed
entirely uncon-
scious of his ap-
proach.” (The
Texans pretty
much trashed the
Governor’s
house, carrying
off or destroying
some $30,000 in
property, a hefty
sum in those
days.)
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Sibley rushed the rest of the Army to
support Green, but the results were tacti-
cally indecisive. After six hours, a rising
sandstorm ended the battle. All the Con-
federates were now moved to the west
bank of the Rio Grande. The Union was
successfulin the battleand forced Sibley to
destroy most of his remaining supply train
(Some 60 wagons). With Canby justacross
the river there was no hope of taking Fort
Craig and areal danger that Carson might
block the Confederate retreat long enough
for Canby totrap Sibley’s Army. The other
consideration was that the Confederate
army simply did nothave enough ammuni-
tion to fight another battle!

Allowing his troops to take only seven
days' rations, Sibley ordered the wagons
and most of the baggage to be destroyed.
Remaining provisions were packed on
mules, and a night march begun. Sibley
now took the army on the “old” trail twenty
miles westof Fort Craig. The retreat through
the San Mateo Mountains was a night-
mare. Sibley determined to avoid Canby at
Fort Craig and directed his men to march
well westof that post through mountainous
terrain. This route lacked food, water, and
was so ill marked that many times the
troops lost their way. What few wagons
Confederates still had were abandoned
while men and horses died from exhaus-
tion and exposure to the elements. Only
seven headquarters wagons were retained,
as well as a few light wagons and ambu-
lances belonging torebel sympathizerswho
had decided that staying in the territory
was now unhealthy. The troops criticized
Sibley vehemently when sick soldiers were
thrown out of these wagons to make room
for some Mexican “lady friends” of the
general! Even then the Confederates held
on to their captured Federal guns, as Colo-
nel Scurry had sworn that trophies would
be brought through at all costs. A company
(from the 4th) was assigned to pull each of
the six guns along the road.

Eightdays later the survivors of Sibley’s
army reached Alamosa after a hundred
mile march through hostile country. Some
additional supplies reached the troops be-
fore they reached Fort Bliss during the first
week of May. While at Fort Bliss the
“Valverde” Battery was formally orga-
nized under the command of Capt. J. D.
Sawyers of the 5th Texas. The respite was
brief. Word arrived with Hunter’s Arizona
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detachment — they arrived
May 4th — that the Califor-
niacolumn was fastapproach-
ing. Sibley continued to re-
treat to avoid being over-
whelmed.

Major Pyron’s Battalion
was due to be mustered out in
May so someof his men along
with Hunter’s Company “A,”
“The Arizona Guards”and the
“Arizona Rangers” were or-
ganized into a new Battalion
“Herbert’s Battalion™ (1st
Texas Arizona Battalion
Mounted Rifles). Along with
Steele’s ‘Fresh” Battalion
these troops would act as a
rear-guard for Sibley’sretreat.

The arrival of Carleton’s
lead cavalry (two companies,
130 men), combined with a
reported Confederate advance
through Indian Territory into
Kansas, removed the need for
an active pursuit of Sibley’s
Army in Canby’s mind.

Twoadditional regiments

Infantry

Troops Engaged in the Battle of
Albuquerque

USFORCES:

COLORADQ-2nd Infantry Regiment (Company “A”)
NEW MEXICO-Graydon's Spy Company
REGULARS-3rd US Cavalry Regiment
CSFORCES:

Sibley’s “Army” :

Order of Battle for Peralta

USFORCES:
COLORADO:-1st (ten companies) and 2nd (two companies),

NEW MEXICO-2nd Infantry Regiment (eight companies ?)
REGULARS-5thInfantry Regiment
US FORCES at Fort Craig under “Kit’’ Carson
1st New Mexico Infantry Regiment (seven companies)
2nd New Mexico Infantry Regiment (two companies)
4th New Mexico Infantry Regiment (one company)
CSFORCES:
AT START: 5th Texas Cavalry (Thomas Green).
REINFORCEMENTS: 4th Texas Cavalry (Colonel Scurry)
one Battalion 7th Texas Cavalry
Pyron’s Battalion (2nd Texas
Mounted Infantry)
Teel’s Artillery (eight Howitzers)
The Valverde Battery (six guns)

of Texas cavalry were dis-

patched to help cover Sibley’s retreat in
case of aclose Union pursuit, but no action
occurred. Sibley, with about half of his
original force, reached San Antonio a few
weeks later with 1,200 to 2,000 emaciated
survivors, this after a gruelling 700 mile
march. Upon reaching San Antonio the
men were givena sixty day furlough torest
and find horses for themselves. On July
8th, Stecle evacuated Fort Fillmore and
destroyed all public property there. On the
12th he did the same at Fort Bliss. Steele
continued east, destroying all the posts and
public property along the route to San
Antonio. This prevented any Union pursuit
and indeed marked the end of the Civil War
in west Texas.

Canby moved his army to Fort Craig
and wentinto garrison. Although criticized
for allowing the Confederates to escape
(only a detachment of the 3rd U.S. Cav-
alry,and “Graydon’s Spy Company” actu-
ally pursued the Confederates), Canby
rightly said that he lacked the supplies to
feed so many prisoners. It should be noted
that the Union forces had also outrun their
supplies and for six weeks had to subsiston
quarter rations drawn from Fort Craig.

Significance of the
Campaign

With the failure of the Confederate
invasion, the west was safely in Union
hands. So the gold kept coming from the
fields of Colorado and California into the
Federal treasury, and the dreams of a west-
em Confederate empire died. Had the Colo-
rado troops not stopped Scurry at Glorieta
Pass the West might have been lost, or at
least the Union would have had to pull
troops from other theaters to deal with the
threat. The advance of the California Col-
umn assured a lasting Union success and
the western territories were never threat-
ened again by rebel forces.

In the framework of the war west of the
Mississippi, it was another Confederate
pipe dream that failed. Few troops who
servedin the New Mexicocampaign onthe
Union side ever served in any other theater.
They spent the rest of the war keeping the
supply lines open, Indians pacified, and
rebel sympathizers thwarted. The Union
success lay in what it denied the Confeder-
ates and what the attempt cost them. The
hundreds who died, the guns and supplies
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lost, were a major defeat for the Confed-
eracy. Had the troops been used in a strike
on Kansas or operations in Missouri the
Union would have been much harder
pressed then it was. Had the West’s gold
been lost to the Federal coffers the cost of
victory to the Union would certainly have
been higher, but it would not have cost
Lincoln the war.

Still, the campaign has a number of
lessons, not the least of which was the
importance of logistics to 19th century
operations. Both sides formulated much of
their strategy around gaining access to
supplies. It was the threat to Confederate
lines of communications, and destruction
of their supply wagons, which finally
brought Sibley’s offensive to a halt. The
Valverde campaign was one of the most
mobile operations of the American Civil
War. Both sides operated across vast tracts
of sparsely populated terrain. This, com-
bined with the relatively small forces on
each side, meant that the flanks were al-
ways up in the air, and again, this meant
that a campaign of a maneuver was just as
decisive asfrontal assault. There is also the
quality of the troops to consider. Although
the militia and volunteers were of uneven
quality, when properly led they proved
effective. It was largely a question of em-
ploying them in capacities in which they
were most suited.

What’s a Brevet?

A Brevetrank for all practical purposes is an honorary title. It is commonly awarded for gallant
and meritorious action in time of war. The rank has none of the authority, precedence, orpay of that
rank. Upon occasion officers would claim that his brevetrank be recognized as a his real rank. One
George A. Custer was known to do this after the Civil War. Actions for which an officer would
receive a brevet rank can be considered to be highlights of an officer’s career. It also encouraged
promising officers inthe small peacetime army which was severely limited in thenumber of officers
itcould contain.In 1806, the articles of war prescribed that while a brevetrank had no significance
while the officer served with his own unit (Regiment) or branch (Infantry, Cavalry, Artillery, etc.)
the brevet rank would count when he served on acourts-martial or when commanding detachments
made up of different corps (branches). The officer could also claim his brevet rank when serving
in provisional organizations made up of units from other regiments and companies. The item that
really caused problems was the last one that stated that the brevet rank could also be used “on other
occasions.” .

The future 20th president (James A. Garfield) is quoted as saying, ‘Tt isnow impossible tojudge
from an officer’s title or uniform what his actual position and command might be...Captains
command Majors and Colonels, and a Colonel not infrequently finds two or three brevet Colonels
among the Company and field officers of the regiment.”

The regulations were quite vague about the whole matter and during the war there was a great
deal of confision. Finally on March 3rd, 1863 an act authorized the award of brevetranks to officers
of the United States Volunteers (USV). As a result of this some 1,700 officers were breveted
Brigadier and Major Generals. Most of these brevets were awarded on March 13th, 1865 as the war
was drawing to a close. Many of these brevets were political in nature rather than for military
accomplishments. This flagrant abuse led to the abandonment of the brevet system within the US
Army. In 1869 the act of 1806 was repealed. R.N.Scott states, ‘‘The provisions in (this act) renders
valueless a long series of discussions and opinions, from the second comptrollers and the attorney
generals, as to the condition under which pay and command, according to brevet rank, obtained
under current legislation” Brevetrank shall not entitle an officer to precedence or command except
by special assignment of the President; but such assignment shallnot entitleand officer to additional
pay orallowances.” This victory saved the treasury Department a bit of money and allowed Regular
Army officers (read West Point) toréestablish their precedence over the thousands of USV officers,
many of whom stayed in the army after the Civil War.

Order of Battle for a
Proposed Union "Field"
Force to Pursue Sibley's
Army

Dated June 18,1862
1st Column (Canby)

5th’ U.S. Infantry (eight companies),
McRae’s (four: 12 pounder guns, two 32
pounder Howitzers) Battery 2nd Column
(Chivington)

1st Colorado Infantry (eight companies),
Battery 3rd Column: (Captain Morris)

1stU.S. Cavalry (two companies) 3rd U.S.
Cavalry (three companies) 1st Colorado (one
Cos.), 2nd Colorado (two companies), One
Set. Mountain Howitzers (two 12 pounder
Brass Guns)
Fort Craig Garrison; four companies Infantry,
two Cos. Cavalry.
Between Fort Craig and Mesilla: two compa-
nies Infantry, two Cos. Cavalry.

Finally, there is the question of
leadership on both sides. Clearly, the
decisions of a few men made much
of the difference. At both Valverde
and Glorieta Pass, the decisions of
the leadersto attack or fall back made
the difference between victory and
defeat. While it is easy enough to

Mule Mines and Indian Scouts

The night before the batile of Valverde the com=
mander of the “Spy” company, one Captain Kames
(“Paddy”’) Graydon asked permission to launch anight
attack the rebel camp. He was allowed to do so. Paddy
had not bothered to explain the details. Paddy had
prepared a couple of woodenboxes, in each of whichhe
caused tohaveplaced half a dozen 24-pounder howitzer

criticize their decisions retrospec-
tively, it was a different matter from
their perspective. Each commander,
obviously, knew hisownmen’scon-
dition better than the enemy’s. The
ad hoc nature of the armies, without
aformalized command structure, also
made control difficult and, if any-
thing, given the gamut of troop train-
ing, it is laudable that both armies
performed as well as they did. W

shells; with the fuses cut. Two condemned mules were
selected tocarry the load. The Captain with three or four
of his men crossed the river just below: the fort and
proceeded. in the darkness towards the Confederate
camp. Graydon's idea was to get the torpedo mules
within sight of the enemy picket-line without being
discovered. Thenhe would light the fuses and direct the
mules towards the picket-line. Thereleased mules would
seek to join the Confederate’s own mule train.
Graydon's party arrived within 150 yards of the
enemy posts, and everything being in readiness the
fuses were lit. The Captain and his men then withdrew.
The mules, however, preferred the company of the

scouts and obediently followed them instead. Moving |

quickly Graydon’s men kept ahead of the mules until the
fuses burned down and the shells began to explode. The
rebel camp was quickly put under arms but Graydon
returned safely to Fort Craig sans mules. Meanwhile the
rebels were left to wonder what was going on out in the
desert that night.
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Ardant du Picq and the
Art of Tactical Analysis

Metz, a German shell burst above a road

embankment sheltering the French Regi-
ment of the Line in another engagement in the
Franco-Prussian War. Twelve men were killed
and wounded, including four officers. By far the
greatest loss for the regiment, the French Army,
and modern tactical analysis was the mortal
wounding of Colonel Charles-Jean-Jacques-Jo-
seph Ardant du Picq. The shell horribly mangled
the colonel’s legs, and the regimental surgeon,
lacking appropriate instruments, could not per-
form therequired amputation. Du Picq was trans-
ferred to the Metz hospital where he died on
August 19th. He was forty-nine years old. Fortu-
nately for students of military history, du Picq
left a variety of works, including pamphiets,
memoranda, correspondence and notes which
have been compiled and entitled Battle Studies.

Ardant du Picq is not as well known to the
American student as are Clausewitz, Jomini,
Liddell-Hart, J.F.C. Fuller, or even Sun Tzu.
However, for the student of battle tactics, he is
the Dean of methodical analysis. Clausewitz and
the others are known and studied for their strate-
gic principles of war. Du Picq complained that
Jomini and others did well enough when dealing
with strategy and operations but never could
satisfy his desire to understand whathappened to
a battalion, company or squad during batte.
Since he was notable to learn about lower tactics
from the military giants of hisday,du Picq setout
for himself to find the explanations for the
mysteries of tactical actions on the battlefield. As
a consequence of studying classical battle ac-
counts and nineteenth century military corre-
spondence, duPicq developed a methodological
style and perspective which penetrated the shroud
of obscurity surrounding battlefield tactics. Be-
fore we look at du Picq’s methods, we should
benefit from understanding the historical context
surrounding tactical studies in late nineteenth
century France.

The Late Nineteenth
Century Tactical Debate

For many influential thinkers in the later
nineteenth century, the usual starting point for
tactical studies was the analysis of battlefield
formations and weapons specifications. Therea-
son for choosing them was that the tacticians
thought they needed to understand the interrela-
tionship between the destructive fire of new
weapons and a commander’s employment of
proper formations to counter the material effects
of such fire. Tactical science involved develop-

S hortly after 7AMon August 15,1870, near
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ing geometric counterschemes to neutralize the
technically enhanced effects of enemy fields of
fire. The notion that tactics involved geometric
and technological analysis made the enterprise
seem all the more scientific and therefore, mod-
ern. That firepower had an obvious impact on
morale tacticians had taken for granted. Since
firepower had become more deadly, many mili-
tary thinkers, especially in France, assumed their
analysis needed to deal with the augmented fac-
tors of increased firepower, rather than wasting
time on antiquated notions of morale on the
battlefield. They tried to be “scientific” and con-
centrated their efforts on studying the quantifi-
able data obtained from weapons specifications,
orspent time debating the deployment geometrics
of skirmishers as opposed to battalion columns.
The “skirmisher school” advocated a thinning of
battleline in order to reduce the destructive ef-
fects of enemy firepower. On the other hand, the
“impetus school” argued against skirmish tactics
which encouraged static battles which could only
be decided after a wasteful mutual attrition. The
proper way to avoid inevitable attrition by enemy
firepower was to pass through the “beaten zone”
asquickly as possible and cometoclose quarters,
thus silencing the enemy’s fire and forcing a
decisive outcome to the attack. The proper for-
mations for such impetuous attacks appeared to
be various forms of columns, since the rear ranks
of a deep formation would encourage the front
ranks to continue forward to the objective. Ardant
du Picq had to address the question of increased
enemy firepower, just as the above two schools,
but argued that the key to the solution must be
with a study of the human psychological factors
of battle, rather than jumping into a material,
physical analysis of formations versus increased
firepower.

Primacy of Morale

Du Picq rejected the thinking of fellow tac-
tical pundits because he thought their analysis
superficial and their conclusions erroneous. He
argued that the key to understanding battle lay
not in weapons analysis, drillbook manuals, or
formation geometrics. The fundamental reality
at the center of every battle, whether ancient or
modern, was the human tendency to resort to
“self preservation” over all other instincts inher-
ited or learned. Every human being had a satura-
tion point of terror and whenreached, fear domi-
nated all else in the human heart and the instinct
of self preservation prevailed and defeated the
soldier long before he was made a casualty orran
for the hills. If tacticians did not consider the

psychological realities of the human motivation
as their primary subject of study, then they were
indanger of developing tactical doctrines on the
false assumption that technology or geometry
was thedecisiveelement. Tactical doctrines based
on these shaky foundations were dangerous be-
cause they inevitably led to battlefield disaster.
Tactics which werenot aresult of detailed human
analysis tended tohavelittle correlation to battle-
field realities. When soldiers experienced the
terrors of combat, they became apprehensive and
lost confidence because they perceived the gap
between their training and battlefield realities.
Ultimately, under the psychological pressure of
the battlefield, lack of training led to the fear and
panic which resulted in largely self-inflicted de-
feats. Colonel du Picq tried to develop proper
tactical doctrines from a sound framework. He
intended to construct the new framework from
tactical studies of human battlefield psychology.

Ardant du Picq's
Framework for Sound
Battlefield Tactics

Colonel du Picq set out to create a new basis
for sound tactical doctrine. He decided that since
the morale seemed the one constant in battle
throughouthistory, he would profit from reading
military histories which described tactical de-
tails. He began with the ancients and surveyed
battles up through the mid-nineteenth century.
As heread, he divided each tactical combat into
the following five categories: the approach, the
firefight, the charge, command and control, and
the material results. When analyzing each cat-
egory, he kept track of material data like unit
strengths, formations, terrain, weapon types, ap-
proach distances, engagement distances, dura-
tion of conflict, unit losses, and ammunition
expenditure. Du Picq also used questionaire type
surveys toobtain information from other officers
and take advantage of their battlefield experi-
ence. In addition to material aspects of combat,
du Picq searched for other intangibles which
could give him clues to the morale condition of
the soldiers in question. Were the men shouting
or silent, ordered or disordered, calm or con-
fused, determined or shaken by their circum-
stances? Du Picq’s objective was to properly
analyze the battlefield events and understand
what the soldiers were experiencing during com-
bat.

Ancient Battle

Ardant du Picq’s studies of ancient battles
led him to conclude that the Roman tactical
system was the most effective combat system of
the classical age. The Romans were superior to
the Greeks, Persians and Gauls because they
understood the dominance of the human instinct
of self-preservation on the battlefield. From this
understanding, they created atactical system that
anticipated, then countered realistically, human
fears in hand-to-hand combat.

Roman deployment of their legions was in a
checkerboard pattern of units, either maniples or
cohorts. The Romans would deploy in two, threee,




and sometimes four lines of these units, with gaps
in between to allow the units of the second and
subsequent lines to relieve those in the first.
These tactics anticipated the impact of battlefield
pressures and exhaustion of the soldiers in the
first ranks and, by relieving them with veterans
from the second and third lines, maintained fresh
troops in contact with the enemy. In addition, the
second and third ranks were far enough away
from the front of the battleline to escape some of
the demoralization there. The Gauls and Greeks,
however, fought in a single mass or phalanx.
They had theirreserves, the rearmost ranks, con-
nected physically with the first line of battle.
These reserves suffered directly from the psy-
chological pressures emanating from the front of
the formation. The evidence for this pressure is
when one considers that the rear ranks usually
began the flight of the broken phalanx. [The
Frenchexperienced asimilar problemwiththeir
massed columns at Waterloo, where the rear
ranks would be the first to flee from British
counterattacks. Editor]

From the annals of ancient warfare, du Picq
observed that the victors often won tremendous
battles with little loss of life to themselves. This
was because the majority of casualties were in-
flicted after the loser army’s morale had broken.
The men panicked and ran, thereby making them-
selves easy targets for their pursuing foes. One of
the main advantages of the Romans was their
superior disicpline, which allowed them to keep
fighting, regardless of losses. Two battles in
particular fascinated du Picq, Cannae and
Pharsalus. In each case the victor was heavily
outnumbered, yet still won the battle. Du Picq
was not willing to explain these victories by an
appeal to the nebulous “genius” of the command-
ers, the material depth of the formations, the
employmentof weapons, or atraditional usage of
superior tactical system.

The main reason for these victories was that
Hannibal and Julius Caesar (the respective com-
manders in question) understood their men well
and knew how much morale pressure they could
take in battle. Hannibal and Caesar knew when
theirmen would break and they took steps to help
their soldiers resist their weaknesses and break
the will of the enemy. The steps they took in-
volved the handling of formations and deploy-
ment of troops, however, and this is crucial, their
chosen orders of battle were predicated on the
specific set of morale problems set before them,
not slavish adherence to a set of military prin-
ciples designed to be applied with mathematic,
scientific precision. In the case of Cannae and
Pharsalus, the victorious commanders were out-
numbered, but they arrayed their orders of battle
in such a manner to inflict the greatest amount of
psychological terror on the enemy while, at the
same time, encouraging their own men. At
Cannae, Hannibal placed his lowestmorale troops,
his Gallic mercenaries, in the center, while his
better disciplined African troops were on the
flanks. In the battle which ensured, the Gauls fell
back under Roman pressure, but the African

troops enveloped the Roman army, surrouding it
and largely wiping it out. Similarly, at Pharsalus,
Caesar deployed his forces in greater depth than
normal. While his veterans held Pompey’s forces
to the front, his reserves defeated an enemy
flanking movement and then pivoted to attack
from the rear.

What du Picq concluded from his study of
ancient battle was that tactical systems succeeded
if they were developed from sound understand-

ing of the psychological friction experienced by
soldiers in battle. When exceptional results oc-
curred in battle, victory was often the resultof a
creative application or variation of a tactical
system based on this understanding of what sol-
diers could withstand and achieve under real
battlefield conditions — not the application of
some abstract or scientific theory of hardware or
formations. Let us now consider how Ardant du
Picq applied these insights to the modern battle-
field.

Battle in the Mid-
Nineteenth Century

The technological advances of the industrial
revolution applied to weaponry certainly made
the nineteenth century battlefield more terrifying
thatits ancient counterpart. The noise of shouting
soldiers was drowned out by the roar of cannon
and the staccato-like popping of musketry. En-
gagements began at greater distances because
cannon could reach infantry formations hun-
dreds of yards away and annoy them with explod-
ing shells. Since the terror and confusion began at
greater distances, units might be tempted to take
cover or break sooner rather than approach a
distant foe. Soldiers found it easier to escape the
supervision of their officers. One might feign a
wound on the advance and be left behind by
charging comrades. Skirmishers could spread
out in a ragged line and find concealment in the
terrain. Ironically, unless close action occurred,
units might break sooner and suffer fewer casu-
alties than in ancient battles because, despite the

increase in weapons ranges, the close-quarters
butchery of the vanquished, often associated
with ancient warfare, was absent. Du Picq’s
conclusion was that the decisivebreak inaforce’s
morale occurred before actual physical contact
with the enemy.

French military thinkers tried solving the
problems of the modern battlefield by debating
“scientifically” the benefits of dispersed versus
massed formations. Ardant du Picq argued that
problems of increasing terror on the modern
battlefield would not be solved by such debates.
Morale cohesion was not an antiquated concern.
Successful tacticians would seize on modem
morale dynamics and find practical easily ap-
plied tactical methods to counter the effects of
the new terrors of modern battle. First of all,
officers had to cut down on busy work and drill.
‘What soldiers needed were practical battlefield
rehearsals that instructed them as to what to
expect in combat. With proper training, soldiers
would know what to expect in battle and delay
their reliance on the instinct of self-preservation.
Neglectof training resulted in a gap betweenthe
soldier’s expectations and battlefield realities.
As the soldiers suffered from the shock of sur-
prise in real combat, their morale and unit cohe-
sion would suffer and they would break mentally
long before the cumulative material effects (i.e.,
casualties) of the enemy weapons defeated them.

Du Picq thought attacks were still useful
because a determined attack affected the morale
of the defenders. A determined attack could
create anxiety in the defender and force his posi-
tion. The problem was how to counter the in-
creased material effects of firepower. Du Picq
advocated leaving one’s own skirmishers to the
front and not drawing them back into the com-
pany ranks for volley fire. Skirmishers were
much more materially effective in loose order
where they could participate in deliberate, aimed
fire. If kept in skirmish order, the morale pressure
against the enemy could be maintained through-
out an entire attack. Drawing in skirmishers gave
the enemy amomenttorecoverorreadjust against
the attack.

Du Picq preferred balanced, light formations
that contained ample reserves. He argued for the
reduction of the six company battalion to four
companies for ease of handling. The two compa-
nies of the first line of battle would each post one
platoon forward as skirmishers and hold the other
three in column reserve. As the skirmishers de-
pleted their ammunition or needed relief, the
parent company would always have plenty of
platoons on hand for rotation. The two compa-
nies of the second line would stay in column,
protected in the rear as a battalion reserve.

Every sub-unitneeded to maintain areserve
in hand, since reserves were the best for a com-
mander toretain control over aunit. Reserves for
skirmishers provided many rallying points that
encouraged a sense of unit cohesion. Reserves of
any size or formation could provide an immedi-
ate morale impetus when committed into battle.
Colonel du Picq often commented on how, in the
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confusion of battle, a squad led by a corporal
could put to flight a disrupted, demoralized,
massed company. Many of du Picq’s colleagues
thoughtit cowardly to find ground cover for their
men in battle. The Colonel retorted sarcastically
that if troops were not protected against enemy
fire, they were guaranteed to flee sooner than if
they had ample protection.

Finally, commanders needed to hold their
units in hand until the last possible moment.
Once sent into the attack or commanded to open
fire, the soldiers are released from the supervi-
sion of their commander. Troops who opened
fire were very hard to command. Firing troops
did not cease fire easily and they became very
reluctant to advance on the enemy. This reality
reinforced thenotion of keeping areserve in hand
at all times. Only uncommitted troops would
remain controlled by a commander until they
were really needed.

Conclusion

Ardant du Picq had no illusions that his
insights into tactics would scientifically guaran-
tee success on the battlefield. He founded no
school of tactics. He knew too well that a set
tactical doctrine would not work practically on
the modemn chaotic battlefield. Commanders
needed to train their soldiers for actual combat
situations, understand their weaknesses, and pro-
tect them as much as possible from the horrors of
modern battle. What is significant forthe student
of military history and the wargamer is that the
reading of Ardant du Picq’s Battle Studies en-
courages one to engage in the rational, humanis-
tic study and analysis of tactical “snippets.” Du
Picq thought such studies would lead to practical
useful tactical doctrine. Perhaps our practise of
his method would refresh our thinking and lead to
creative, rational, game systems that would re-
mind us that battle is a thoroughly human activ-
ity, rather than a mere exercise in mathematics,
geometry and die rolling.

Dr. Steven D. Fratt is an assistant Professor of
History at Trinity College, Deerfield, Illinois.
He has been a wargamer for 27 years. He spe-
cializes inthe Ancient era, Napoleonics, and the
American CivilWar.

(Colonel du Picq’s Battle Studies can be

found in Roots of Strategy: Book 2, Three Mili-
tary Classics, Harrisburg, Stackpole Books, 1987.)
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(1.0) INTRODUCTION

Rio Grande is a game of the Civil War
Battle of Valverde. This was the major ac-
tion of Confederate General Henry Sibley’s
offensive into New Mexico in 1862. The
objective of the campaign was to seize the
Union Department of New Mexicoasabase
for operations into California. The Confed-
erates were opposed by Union Colonel Ed-
ward Canby with a mixed force of regulars
and volunteers. The game highlights cav-
alry vs. infantry fighting, as well as the
problemsin using cavalry inapitched battle.

(2.0) COMPONENTS

The game includes the following:

One 17" x 22" game map

100 Diecut counters

The rules you are reading

Adie. Actually, you’llneed two, sodon’tbe
cheap.

(2.1) The Game Map

The 17" x 22" map depicts the area of
southern New Mexico over which the battle

was fought and is covered by a hexagonal
grid whichisused toregulate movementand
combat. The different types of terrain and
how they affect play are covered in 5.2,
below.

(2.2) Counters

There are three types of counters in the

game: combat units, leaders and informa-
tional markers.
(2.21) Combat Countersrepresent the units
which fought in the battle: infantry, cavalry
or artillery, examples of which can be seen
below. Each combat unit is rated for Com-
bat Strength, Range (number of hexes
through which they can fire) and Movement
Allowance. Cavalry units arerepresented in
Mounted status, although they may Dis-
mount. (See 6.4.) The use of these ratings is
discussed in the rules. All combat units are
back-printed, the reverse side showing a
reduced strength for that unit (8.19). Addi-
tional information gives the company iden-
tification letter and the regiment to which
that company belongs. Artillery batteries
have the battery commander’s name and the
section letter. Independent units (no specific
leader) are noted as such.

Typical Infantry Unit
Companies K
5Us Regiment
Type of 8 | Fire Range
Unit K-
2-7 Movement
Combat Strength Allowance

Typical Mounted Cavalry Unit

Companies | A(Ind*)
col Vol Regiment
Typeof | 4 1 |Fire Range
Unit 6-12
Movement
Combat Strength Allowance
Full Strength
Infantry Mntd. Cavalry Artillery
K A(Ind*) McRae
5US Col Vol a
gl A 1 o 20
2.7 6-12 29
Reduced Strength
Infantry Mntd. Cavalry Artillery
K A(Ind*)
USB Col Vol Hall
k A 1 X1
1-7 4-12 19
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(2.22) Leaders

1. Combat Leaders are those leaders
directly commanding troops. They are rated
for Action (a negative [-] number for Union,
apositive [+] number for Confederates, ora
0); and Command Range. The reverse side
of a Combat Leader is his Replacement, if
killed. (Leaders also have a Movement Al-
lowance.) All ratings are explained in 10.1.

2. Overall Commanders are in charge
of the respective armies. They do not lead
troops but, rather, affect the performance of
the Combat Leaders in their command. In
addition to a Command Range they have
Command Points which can be used to
help their subordinate Combat Leaders.
Combat Leader

(Name)] ROBERTS
US Cav  |(Command)
Rankj Col-1  |Action Rating
6-15

Command Range Movement Allowance

Overall Commander

(Name)| SIBLEY
ANM Command
Rank] ™31 |command
8-15 Points

Command Range Movement Allowance

(2.23) Informational Markers include
Dismounted markers (to indicate that sta-
tus), Step Loss Markers to record combat
losses, plus Action status markers, Ammo
loss markers, Free Fire indicators and mark-
ers to note Disrupted or Routed status.

(2.3) Game Length

Play starts with the 0830 turn and con-
tinues until the end of the 1800 game-turn
(by which time it is pretty dark, anyway) -
unless one side Withdraws before that - a
total of 20 possible turns. Because of the
relative paucity of units - especially at the
beginning - a complete game can be played
in about 4-5 hours (exclusive of learning
time).

(2.4) Game Scale

Eachinfantry strength pointequalsabout
25 men, each mounted cavalry SP repre-
sents 12-13 men (25 when dismounted), and
each artillery strength point is one gun.
Infantry and cavalry units are companies,
with their leaders being regimental com-
manders. Eachartillery unitis a section. The
map scale is 70 yards per hex.
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(2.5) Terminology

Familiarity with the following terms
should help in understanding the rules:
Command - All units led by a commander
Action - What a Command or individual
unit may do.

Free Action - An action that may be per-
formed withoutrolling on the Turn Continu-
ation Table. Free Actions are usually avail-
able when (1) the player has the Initiative
Bonus; (2) after the opponent’s Third
Consecutive Action; and (3), when the op-
posing player rolls on the TCT in your dice
range.

Initiative - The player with the Initiative is
the one undertaking actions

Turn Continuation Table (TCT) - The
TCT s the mechanic the game uses to deter-
mine whether a player may undertake a
chosen action or whether the Initiative will,
instead, pass to the opposing player.
Zones of Control - The six hexes adjacent
to the hex a combat unit is in. This repre-
sents the area into which that unit exerts its
presence through its firepower.

Fire Combat - The use of rifles, muskets
and cannon to inflict losses on the enemy at
various ranges.

Melee Combat - The effort to dislodge
enemy troops from a position by the sheer
weight of numbers and the power of mo-
mentum. Sometimes, historically, called
“Shock.” When undertaken by mounted
cavalry, it is called a Charge.

Morale - The measure of a command’s
training, equipment and esprit de corps, all
of which add up to how well that command
can fight and how long it can withstand
taking losses.

Regulars - Term referring to professional
U.S. units (designated “US”), as opposed to:

Volunteers - In this battle, local militia,
usually (butnotnecessarily) of poor quality.

(3.0) THE GAME TURN

Rio Grande is played in Game Turns.
Each game turn is composed of a number of
phases. The phases of each game-turn must
be undertaken in the exact sequence given
below. The player who goes first in each
game turn is determined by the rules for
Initiative (4.1). Players then move and fight
in the Action Phase. When all phases of the
Sequence have been completed, the turn is
over.

SEQUENCE OF PLAY

A. Initiative Determination Phase:
Both players roll one die, to which they
may add Command Points from their Over-

all Commander, if he is present. The high
total gains the Initiative; see 4.1.

B. Action Phase: All Actions (4.3) are
performed in this phase, as below:

1. The Player with the Initiative (4.11)
may use his Initiative Bonus to undertake
one “Free” Action (4.13); THEN

2. [The Player Segment] The player
with Initiative chooses a desired Action and
rolls on the Turn Continuation Table. If
successful, he performs the chosen Action
and then repeats this section again; OR,

3. If the TCT calls for a Random Event,
the player consults the Random Event Table
(sce Battle Rules) and follows the instruc-
tions therein; OR,

4. If unsuccessful on the TCT (i.e., the
adjusted die roll falls within his opponent’s
range), the opposing player now performs
any one “Free” Action of his choice and then
HE reverts to his Player Segment .

Play continues to alternate among ‘2’, ‘3’
and ‘4’ until the Phase is Finished as per4 4.
C. Recovery Phase:

1. Players roll to rally Disrupted/Routed
units.

2. Place Replacement leaders. (10.31, et
seq.)
(4.0) THE TURN
CONTINUATION SYSTEM
The player whose 'play segment' it is,
chooses what he wants to do (action). He
rolls two dice; if they fall within hisrange,
he performs his chosen action. If they fall
in his opponent's range, his opponent
goes. If itis a '7' it is a possible random
event.

A player may perform any Action in his
Player Segment with any eligible unit, sub-
ject to the restrictions particular to that Ac-
tion. Before performing a given Action, a
player must first consult the Turn Continu-
ation Table (TCT) to determine whether or
not he can perform the Action, unless he
receivesaFree Action; see4.13and 4.23[2].

(4.1) Initiative

(4.11) To determine which player will first
have theInitiative - i.e., which Player has the
Play Segment and can undertake actions -
each player determines how many of his
Overall Commander’s Command Points he
wishes to use (see 11.23) and rolls one die,
adding those points to the die roll. CP’smay
be added only if the Overall Commander is
on the map. The player with the higher total
hasthe Initiative. Ties? Roll again, using the
same Initiative points,

(4.12) The Confederate Player automati-
cally has the Initiative on the first turn of the
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game.
(4.13) The player who wins the Initiative die
rollreceives an Initiative Bonus of one “Free”
Action at the start of his first Player Seg-
ment. He may undertake any one Action
without firstrolling on the TCT. This bonus
MUST be taken at the beginning of the first
Player Segment; it may notbe saved for later
use. The Initiative Bonus isexempt from the
Free Action Exception (4.26).

(4.2) Turn Continuation

(4.21) After the player with the Initiative
has used his bonus Action, he may either
pass play to his opponent or he may attempt
further Actions. To do the latter he must:
1. Announce what Action he wishes to
perform and with which units; he then

2. Rolls two dice and consults the TCT.
The TCT dice roll is adjusted by the Action
Rating of the Combat Leader commanding
the units wishing to undertake that action.
The CSA player will add (+) to his dice roll;
the Union player will subtract (-). If arating
is ‘0’ there is no adjustment to the dice roll.
See, also, 4.22.

Example: The Union Player wishes to
move all his US Cavalry (4 units) plusHall’s
artillery section. Allcombat units are within
Roberts’ Command Range, and his Action
Rating is-1. The Union Player rollstwo dice
and gets “7’. Roberts’ “-1” rating adjusts
thatrollitoa ‘6’ ,which falls within the Union
Player’s Turn Continuation Range. The
Union Player may now move all his cavalry,
Hall’s section and the Roberts leader unit.
(4.22) If the Confederate player is undertak-
ing an Uncoordinated Action with an Out of
Command unit (4.32) he subtracts one (-1)
from his TCT dice roll, while the Union
player adds one (+1).

(4.23) The TCT dice roll results are as fol-
lows:

1. If the adjusted dice roll falls within the
range listed for that player, he must under-
take the action he has chosen.

2. If the adjusted dice roll falls within the
range of the opposing player, that player
immediately undertakes any one “Free” ac-
tion of his choosing without consulting the
TCT (Exception: see 4.26), after which it is
now his Player Segment;

3. If the adjusted dice roll is a 7" a
Random Event may occur. See 12.0. Play
remains with the rolling player unless the
Random Event Table states that it passes to
his opponent. In either case, after the event,
play reverts to the Player Segment.

(4.24) A player may always voluntarily Pass
the Action Phase to his opponent simply by

saying so. When this happens the player to
whom play is passed begins anormal Player
Segment (no free Action).
There are three exceptions to the above:
The Consecutive Action Exception (4.25);
the Free Move exception (4.26) and the
Repeat Action exception (4.27).
(4.25) The Consecutive Action Exception:
Regardless of the above, no player may
execute more than three (3) consecutive
actions, including any Free Actions. Once a
player has completed his third consecutive
action, his opponent may:

1. Perform one free action (see 2.4) with
any eligible units (4.26); OR

2.1f-and only if - he has no units eligible
to undertake a Free Action he may, instead,
usea TCT diceroll to attempt an Action; OR

3. If all his units have already under-
taken two Actions and he has “Finished” for
the turn, he still rolls on the TCT, as per #2.
See 4.42 for the effects of such dice rolls.

Regardless of which of the above oc-
curs, play reverts to the first player (with
whom the Initiative remains) and the “three”
cycle starts anew - unless the phase has
ended as per 4.42. Use the Consecutive
Action Track to keep a record of how many
actions have been so performed.
(4.26) The Free Action Exception: Out of
Command units AND Command Unitswith
leaders who have a Printed Action Rating of
‘0’ may not undertake a Free Action. The
playermustalwaysroll on the TCT for those
units. Exception: Independent units (10.4),
even if Out of Command, may use a Free
Action.
(4.27) The Repeat Action Exception: No
commander may lead, or no unit may per-
form, two consecutive actions unless there
are no other units with which to perform an
action. Any intervening action or attempted
action by either player is sufficient to break
the continuity. Commanders with an Action
Rating of +2/-2 and Overall Commanders
may ignore this restriction.
(4.28) The Turn Continuation Table

(See Maps)

(4.3) Actions

There are three things a unit may do
(actions): Movement, Combat, and
Resupply.

(4.31) Any number of Actions may be un-
dertaken by a player in his Player Segment
of the Action Phase within the restrictions of
4.2and 4.34. Anunsuccessful TCT diceroll
is not an Action.

(4.32) Coordinated Actions are those in
which more than one unit may partake and

require those units to be “In Command.”

An infantry or cavalry unit is In Com-
mand if it is within the Command Range of
its Combat Leader. Otherwise, it is Out of
Command. (However, see 11.4.)

An artillery unit is In Command if it is
within the Command Range of any combat
leader.

Command status is determined at the

time of the Action but before the TCT dice
roll; it lasts for the duration of the Action,
regardless of what happens during that Ac-
tion. Coordinated Actions use the Action
rating of the Combat Leader as a TCT dice
roll modifier. Overall Commanders may
move in a coordinated action if the combat
leader coordinating such action is in the
Overall Comander’s Command Range; oth-
erwise he must move in Uncoordinated
Action. Coordinated actions include Move-
ment (5.0); Forming Square (Union “regu-
lars” only; see 6.3); any form of Combat
(8.0); Resupply (8.3), and Mount/Dis-
mount (6.4).
(4.33) Uncoordinated actions are under-
taken by individual units (i.e.,all units in the
same hex, only) that are Out of Command,
independent units, or by leaders wishing to
move alone. In Command units may not
undertake an Out of Command action unless
their leader is Action-2 status. Out of Com-
mand units use the automatic TCT modifier
in4.22; independent units use ‘0’; and lead-
ers use their Action Rating. OC’s moving
individually use +/- 2. Uncoordinated Ac-
tions are Movement (5.0); Fire (8.1), or
Mount/Dismount (6.4). Uncoordinated
units may not initiate a melee.

(4.34) A unit (even a leader) may perform
onlytwo actionsin a given turn, “Free” Fire
(without subsequent melee; see 8.18),
Mouni/Dismount and Resupply are not
treated as actions for this purpose; such
actions do not alter Action Status. Use the
Action markers toindicate status. Note that
a leader with an Action-2 status may not
command his combat units, even if some of
those units have not yet reached Action-2.

(4.35) An action commanded by aleader is
considered to be undertaken by that leader
AND all units in his command actually
performing the action. An action under-
taken by an individual unit - even a leader -
applies (for 4.34) only to that unit.

Example: Lewis, commanding all regular
US Infantry, has in his command 6 infantry
units. Because of combat, however, Lewis
has become separated from his troops (they
are out of his range). The Union Player,
therefore, uses an action to move Lewis into
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range of 5 of his 6 units. He then uses an
Uncoordinated Action to move the sixth
unit into Range. All of Lewis’ companies
are now in his Command Range. However,
both Lewis and the 6th company have Ac-
tion-1 status, while the other five units have
no such status.

(4.4) Finishing the Action
Phase

(4.41) Two Player Finish: The Action Phase
is over when one of the following occurs:

1. All In Command units of both play-
ers, excluding Independent units, have un-
dertaken two actions in that turn.
Example: For the Union, Roberts, Lewis,
Carson and Valdez’s commands are all Ac-
tion-2. Pino’s regiment is Action-1 and nei-
ther the C/5th New Mexico Volunteers nor
the A/Colorado Volunteers has undertaken
any action. For the CSA, all commands are
Action-2 and all independent units Action-1.
The Union has the Initiative. If he under-
takes an action with Valdez’s 3rd New
Mexico Vols, after completing the action
the Phaseisover. If he undertakes an action,
instead, with the Colorado Vols, the turn
continuesuntil Valdez’s men do something.

2. A Random Event ends the phase.

3. Both players voluntarily and con-

secutively PASS. A Pass may only occur in
a Player Segment in which the player
CHOOSES wperform NOactions. Ifaplayer
performs an action and then passes play to
his opponent, this is NOT considered a Pass
for the purposes of this section.
(4.42) One Player Finish: If one player has
completed two actions for all his units, or
declared he is Finished (4.43), when the
opposing player continues toroll the follow-
ing TCT dice roll changes are in effect:

«+ All remaining (opposing) units that are
eligible to undertake an action may each
undertake only one additional action.

s« If, in rolling for an action for an Out of
Command or Independent unit that attempt
fails, that unit is Finished for that turn.

s« Anadjusted 2, 7, or 12 is automatically a
Phase Finished.

+» Three consecutive dice rolls in the fin-
ished player’s range end the Phase.

(4.43) A player, all of whose units have
‘undergone at least one (4.34) Action and
who has at least one unit in Action-2 status,
may declare that he is Finished for the turn.

(5.00 MOVEMENT

Players move units by expending move-
ment points for each hex they enter, up to
a unit's maximum allowance.
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When a player has successfully rolled a
Movement Action for his units on the TCT,
those chosen units may move.

(5.1) Movement Allowance

All units have their movement allow-
ance printed on the counter. The Movement
Allowance represents the total number of
Movement Points (MP) that that unit may
use in any one Movement Action. These
MP’s may not be saved or transferred in any
way. A unit does not have to use all of its
Movement Allowance; the player may
choose to expend less. He may never expend
more. Note that the movement allowance of
a dismounted cavalry unit is one-half of its
mounted allowance (or ‘6’); see 6.4.

(5.2) Terrain and Movement

(5.21) Each type of unit spends different
numbers of MP’s to enter/cross the various
types of terrain. For example, it may costan
infantry unit 1 MP to enter a clear hex,
whereas it will cost an artillery unit 2 MP’s
to enter the same hex. The different types of
terrain and their costs are listed on the Ter-
rain Effects Chart. Any terrain not listed on
the Chart has no effect on play.

(5.22) The Rio Grande map uses a system
of graduated elevation to represent the
three-dimensional contours of the battle-
fields. The three levels represent gradual
changes of about 30 feet, changes which
should be considered as relative rather than
absolute. Units must pay one extra move-
ment point when crossing to a higher level.
There is no cost to move downbhill.

(5.23) No unit may cross an Unpassable
hexside. These represent the almost vertical
sides, and 150-300 foot elevation, of the
Mesa dela Contadero. The unusual shape of
the map in the SE corner represents another,
similar plateau.

(5.24) Grove hexes represent small groups
of trees and thickets. They do notblock Line
of Sight, although they do offer some pro-
tection.

(5.25)Sand Dunes representridges of shift-
ing sand behind which are the gullies that
represent what used to be the old path of the
Rio Grande. Sand Dunes are considered
higher than Level 3 and block Line of Sight
from any Level three or lower hex. (which
means you can hide behind them.)

(5.26) To take advantage of a Road (in
reality, a packed-dirt trail) a unit must enter
that type of hex from a similar, connecting
hex. Otherwise, it must use the other terrain
type in the hex to determine movement
costs. Roads negate all other movement
costs in that hex/hexside.

(5.27) There are two types of River hexes:
Deep River and Fordable River. The latter
may be entered by any unit, while the former
are prohibited; they may not be entered
voluntarily. If any unit is forced to enter a
Deep River hex during retreat or rout move-
ment, itis eliminated. Units moving through
hexes containing land and river use the land
cost. All “all-river” or sand-bar/river hexes
aretreated as Level-1, somoving from 2010
into 2110 is an “uphill” move. Note that
units firing while in an all-Fordable River
hex suffer a penalty (see the Fire CRT), and
artillery units may never fire when in an
all-river hex.

(5.28) There are two types of Sand Bar
hexes: land sand and river sand. River sand
bars - those sand bars not connected to the
shore - are ignored; they have no effect.
Units moving into/through hexes contain-
ing any Land sandbar use the sandbar cost if
entering from another Land sandbar hex or
the “clear” cost if entering from an all-clear
orroad hex. River sand-bar hexes are treated
as Level-1.

(5.3) Enemy Units and
Movement

A friendly unit may never enter a hex
containing an enemy combat unit; it may
enter ahex containing only an enemy leader,
in whichcase the latter isimmediately placed
with the nearest combat unitin hiscommand
after rolling for possible elimination (See
11.31). There are further restrictions con-
cerning enemy Zones of Control (see 6.2).

(5.4) Command and
Movement

Units that are In Command and all
mounted cavalry (whether Out of arIn Com-
mand), which are undertaking Movement
Actions move normally. Out of Command
units on foot may not enter an enemy Zone
of Control (although they may leave one).
There are no other restrictions.

(5.5) Bringing in
Reinforcements

(5.51) Reinforcements enter the game map
using a Movement Action. If more than one
unit enters through the same hex, the first
unit pays the cost of the entrance hex, the
second its cost plus that of the first,and soon
(i.e., they are assumed to be entering in a
column, each unit behind the preceding).
Reinforcements may not enter the map in a
hex occupied by enemy units, but may enter
into an enemy ZOC. Units unable to enter
are held off the map until able to do so.
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(5.52) Units scheduled to arrive without a
leader may use that leader’s Action Rating
(whether he is on the map or off) to enter the
game. Independent units still use ‘0." In
addition, they may continue to use that Ac-
tion Rating (even if Out of Command) as
long as they undertake only Movement Ac-
tions and they donotenteranenemy ZOC or
find themselves in one. If they violate those
restrictions, they’re on theirown. Assoon as
they come within their leader’s Range this
section no longer applies.

(5.53) Units scheduled to arrive in a given
turn that are not brought in that turn must be
brought in (in a succeeding turn) before
other, later scheduled reinforcements.

(6.0) FACING,
FORMATIONS AND ZONES
OF CONTROL

Each unit must face towards the vertex of
the hex the unit is in. The way a unit is
faced determines which hexes surround-
ing it that unit controls, inhibiting enemy
movement.

(6.1) Facing

(6.11) All combat units must be faced to-
wards a vertex (joint) of the hex itisin - not
a hexside - as per the diagram. All units in
the same hex must face in the same direc-
tion.

Flank Flank

(6.12) Facing determines whichof the unit’s
hexsides are Front, which are Flank, and
which are Rear. There are always two of
each types of hexsides.

(6.13) A unit may change facing any time -
and in any direction - only during a Move-
ment ‘Action. If a unit wishes to change
facing without moving it must still under-
take a Movement Action; it doesn’t move -
although it does count as an action.

(6.14) Facing effects a unit’s Zone of Con-
trol (6.2) and combat (8.0). It has no effect
on movement direction.

(6.2) Zomes of Control (ZOC)

(6.21) Combatunitsexert Zones of Control;
leader units do not.

(6.22) Combat units exert ZOC’s through
their Front and Flank hexsides; they do not
exert a ZOC into their Rear hexes. Excep-
tions: Units with “Broken” Morale (sec 9.2)
and individual artillery sections alone in a
hex exert ZOC’s only through their frontal
hexes.

(6.23) ZOC’s donotextend through hexsides
or into hexes across or into which that unit
could notnormally move. Inaddition, ZOC’s
do not extend across Sand Dune hexes.
(6.24) It costs 1 MP, in addition to the cost
of the terrain in the hex, to enter an enemy
ZOC. A unit must stop when it enters an
enemy ZOC. It may not move further in that
movement action, regardless of how many
MP’s it has remaining. Exceptions: a unit
with Broken Morale (9.2) may not voluntar-
ily enter an enemy ZOC, and there are die
rollsrestrictions for dismounted cavalry (see
6.46).

(6.25) A unit that begins a Movement Ac-
tion in any enemy ZOC may move out of
that ZOC at a cost of 2 MP’s (in addition to
the terrain). However, that unit may not
enter another - or the same- enemy ZOC in
that action.

(6.26) A friendly combat unit negates the
effect of an enemy ZOC for purposes of
tracing Command Range, but it does NOT
doso for movement. It will negate forretreat
purposes, but only if Stacking rules would
allow the retreating unit to move into that
hex.

(6.27) If more than one unit exerts a ZOC
into the same hex there is no additional
effect. Concomitantly, both sides may exert
control over the same hex. Thus a CSA unit
in3113 and a Union unitin 3314 would both
exert a ZOC into 3214. ‘

(6.3) Square

Square is a combat formation used by foot
units to maximize their defensive potential
against charging cavalry.

(6.31) Only U.S. (regular) infantry units (no
Volunteer or dismounted cavalry units) in
Fair or higher Morale may form Square.
Forming Square is a Coordinated Action
requiring a leader. If successful, place a
Square marker on top of the unit(s). Like-
wise, leaving Square formation (removing
the marker) is a Coordinated action. Both
are actions in terms of 4.34. and require an
Action Status increase.

(6.32) Units may form Square only in Clear,
non-river hexes. Units in Square may move
only one hex per turn, but never into an
enemy ZOC. They may not change eleva-
tion, cross a Sand Dune, or enter a River or

Grove.

(6.33) Unitsin Square have a six-hex ZOC,
and all hexes surrounding the unit are con-
sidered Frontal.

(6.34) Units in Square divide their fire
strength by two (halved) when firing at a
target. Fractions are rounded down to a
minimum of ‘0.

(6.35) Units in Square have their strength
tripled (3X) if meleed by cavalry and doubled
(2X) if meleed by infantry or dismounted
cavalry. Square units may not Melee as an
action.

(6.36) Units in Square do not check Morale
before a Cavalry Charge (8.54(5]).

(6.37) When a unit attempts to leave Square
the player rolls a die (after the successful
TCT dice roll). If that die roll is a 1-4, the
unit successfully leaves Square. IfaSora6,
it leaves Square but is Disrupted.

(6.38) Units in Square may Stack, as per
7.0[1]. However, artillery may not stack
with a unit in Square, nor may a unit form
Square if it is stacked with artillery.

(6.39) Regardless of how many units are in
Square, that hex is a Massed Target (see
7.0).

(6.4) Mounted and
Dismounted Cavalry

Cavalry units may operate either mounted
or dismounted.

(641) Allcavalrycountersrep- | provr p
resent their Mounted status. | MA: 172

: : SP: 1/2
Dismounted status is repre- | g4’y
sented by the Dismounted

markers. Whenacavalry unitis

in Dismounted status place a Dismounted
marker on top of it.

(6.42) To change status requires a Mount/
Dismount Action.If successful, simply place
or remove the Dismounted indicator, re-
taining all informational markers attached.
Mounting/Dismounting, althoughit requires
a TCT dice roll (or a Free Action) does not
affect Action-1/2 status (as per 4.34). How-
ever, a cavalry unit in Action-2 status may
notchange formation. Cavalry inanall river
or sand-bar/river hex may not mount/dis-
mount.

(6.43) The Dismounted counter contains a
“1/2” indicator for MA and SP. This means
that the present strength (SP) and Move-
ment Allowance (MA) of the mounted
version is halved, rounding down. In addi-
tion, the following small-arms fire Ranges
are available:

U.S regular cavalry: 5

All other units: 4
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(6.44) Mounted cavalry may not stack with
any other type of counters; only one such
counterisallowed per hex. If twodismounted
cavalry units in the same hex mount, place
one mounted unit in an adjacent hex not in
an enemy ZOC. (This means that units may
not mouny/dismount in an enemy ZOC.)
(6.45) Mounted cavalry units may fire, but
onlyatadjacent enemy units. Each unit fires
separately; they may notcombine fire - even
if that means a defending unit is fired at
more than once. In addition, their strength is
halved (rounding down) AND there is an
automatic one column to the left adjustment
on the Fire CRT.

(6.46) Dismounted cavalry is treated as
infantry, unless specifically noted other-
wise in the rules. However, dismounted
cavalry was often reluctant to engage in
hand-to-hand combat— Confederates and
“volunteer units” more so than the US regu-
lars, who were trained (or rather trained a bit
more) in such tactics. Therefore, before a
dismounted cavalry unit may voluntarily
enter anenemy ZOC the player mustroll the
die for each, individual unit, comparing it to
the Commitment Ratings, below. Ifthe die
roll is the same as or higher, the unit may
enter the ZOC. If it is higher, the unit may
not enter that ZOC and must cease move-
ment for that action.

Commitment Ratings

US Regular cavalry: 5

Confederate cavalry: 3

US Volunteer cavalry: 2

Confederate Independent cavalry: 1

Die roll Adjustments

If stacked with Combat or Superior
Leader: -1

If Poor Morale: +1

If Broken Morale: +3

(7.0) STACKING

Stacking refers to the number of combat
units allowed in any one hex at any one
time.

The Basic Rule is that only one combat unit
is allowed in a hex. There are, however,
important exceptions:

1. Two infantry or dismounted cavalry
units from the same regiment may occupy
the same hex. However, only the top unitin
that hex may fire.

2. One artillery section may stack with
any one infantry or dismounted cavalry unit.
Both units may fire.

3. All artillery sections from the same
battery may stack together if there are no
infantry/cavalry units in that hex,
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Units that may stack together may move
together. Otherwise, each unit is moved
separately.

If there is more than one infantry/cav-
alry unit in a hex that hex is considered a
Massed Target and a unit firing against
such hex gets a one rightward Fire column
adjustment; see 8.17.

There are no stacking restrictions for
Leaders or markers. Stacking limits apply at
ALL times during the turn.

(8.0) COMBAT
Units may 'fire' at enemy units, hoping to
cause casualties, and/or they may assault
(melee) them to try to force them to re-
treat.

‘When a combat unit undertakes a Com-
bat Action it may do one of the following:

1. Free Fire (Infantry, dismounted cav-
alry and artillery; no return Defensive Fire).

2. Melee (Infantry and cavalry; includes
Defensive Fire).

3. Fire and then Melee (Available to
any adjacent combat units, although artil-
lery never melees; includes Defensive Fire).

When choosing a Combat Action the
phasing player, before rolling on the TCT,
must state which of the above three he is
goingtodo. This choiceapplies to ALL units
in that action.

(8.1) Fire Combat

(8.11) Infantry, cavalry and artillery units
may fire at enemy units within the Range on
their counter. A unitisneverrequired to fire;
firing isalways voluntary. Artillery may not
fire if in an all-river or river/sand bar hex.
(8.12) Firing infantry and dismounted cav-
alry may combine their strengths, and artil-
lery may combine fire with artillery. Foot
units may not combine fire with mounted
units, and infantry/dismounted cavalry may
not combine fire strength with artillery un-
less all such units are firing atarange of one
hex. A unit may be fired at only once in a
single Action, with the exception of units
that may not combine fire having only one
unit/target at which to fire. (See 6.4.)

(8.13) Units may fire through their front or
flank hexsides at any enemy unit within
Range and Line of Sight (8.2). If there is
more than one enemy unit that a friendly
unit can fire at it must choose which unit is
the target. A combat unit cannot split its
strength to fire at more than one hex.

(8.15) If an artillery unit is alone, in an
enemy ZOC, and wishes to fire it must, if it
can (i.e, it is facing the enemy unit), fire at
the enemy unit exerting the ZOC. If facing

makes this impossible, it may fire at other
units.

(8.16) To fire, the player states which units
are firing at which targets. He totals the
Combat Strength (see 6.4) of all units firing
into a given hex and then locates the corre-
sponding column on the Fire Combat Table
(see the Battle Rules). Thus, 14 Combat
Strength Points would fire under the 11-15
column (unadjusted). Combat strengths may
be adjusted for Range; see 8.22.

(8.17) The Fire Column may be adjusted -
shifted in one direction or the other - by a
variety of factors, listed below. Shifts to the
right favor the firing player; shifts to the left
favor the defender. The maximum overall
shift allowed may never be more than two
columns in either direction and no shift may
go further to the left or right than the printed
columns.

Shift Reason

1 tothe Right (1R)  Any units are firing
into/through
enemy’s rear.

1 to the Right (1IR)  Infantry/artillery
firing at mounted
cavalry.

1 to the Right (1IR)  Massed Target

1 to the Left (1L) Mounted cavalry
unit firing

1 to the Left (1L) Disrupted units
firing DefensiveFire.

Variable to Left (?L) Terrain Effects (Sce
the Terrain Effects on Combat Chart)

(8.18) Units may engage in “Free” Fire
(without Melee) actions. These are not an
action in terms of 4.34, although they do
require TCT rolls, etc. And they do use
ammunition; see 8.3. However, a unit may
“Free” Fire only once a turn. In addition, a
unit in Action-2 status may not Free Fire.
When a unit Free Fires, place a Free Fire
marker on it. When it fires again in the same
turn, remove it and charge an Action.

(8.2) Range and Line of Sight

Units can fire at any enemy units within
their range, but only if they can "see"
them. Certain types of terrain will block
the ability to see or fire.
(8.21) Range, the number of hexes through
which a unit may fire, is counted from the
firing unit to the target, ignoring the hex the
firing unit is in and counting the target hex.
(8.22) Each individual infantry/dismounted
cavalry unit adjusts its strength for Range
effects as follows:
1. If adjacent to the target, double the
strength (2x);

Rules continue on page 39
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RIO GRANDE RULES
SUMMARY

(1.0) Introduction

Rio Grande is a game of the Civil War
Battle of Valverde, the major action of Con-
federate General Henry Sibley’s offensive
into New Mexico in 1862.

(2.0) Components
1. The Game Map:

The 17" x 22" map depicts the area of
southern New Mexico over which the battle
was fought and is covered by a hexagonal
grid which is used to regulate
2. Counters:

a. Combat Counters: Eachcombat unit
is rated for Combat Strength; Range and
Movement Allowance. Cavalry units are
represented in Mounted status, although they
may Dismount. All combat units are back-
printed, the reverse side showing a reduced
strength for that unit.

b. Leaders:

(1) Combat Leaders are those leaders
directly commanding troops. They are rated
for Action (anegative [-] number for Union,
apositive [+] number for Confederates, or a
0); and Command Range. The reverse side
of a Combat Leader is his Replacement, if
killed.

(2) Overall Commanders are in charge
of the respective armies. They affect the
performance of the Combat Leaders in their
command. They have Command Points
which can be used to help their subordinate
Combat Leaders.

(3) Informational Markers include Dis-
mounted markers, Step Loss Markers, Ac-
tion status markers, Ammo loss markers,
Free Fire indicators and markers to note
Disrupted or Routed status.

3. Game Length: Play starts with the 0830
turn and continues until the end of the 1800
game.

(3.0) The Game-Turn:
Sequence of Play
A. Initiative Determination Phase:

Both players roll one die, to which they
may add Command Points from their Over-
all Commander, if he is present. The high
total gains the Initiative.

B. Action Phase

All Actions are performed in this phase,
as below:

1. The Player with the Initiative may use
hisInitiative Bonus to undertake one “Free”

Action ; THEN

2.[ThePlayer Segment] The player with
Initiative chooses a desired Action and rolls
on the Turn Continuation Table. If success-
ful, he performs the chosen Action and then
repeats this section again; OR,

3. If the TCT calls for a Random Event,
the player consults the Random Event Table
(see Baitle Rules) and follows the instruc-
tions therein; OR,

4. If unsuccessful on the TCT (i.e., the
adjusted die roll falls within his opponent’s
range), the opposing player now performs
any one‘Free” Action of his choice and then
HE reverts to his Player Segment.

5.Play continues to alternate among ‘2,
‘3’ and ‘4’ until the Phase is Finished.

C. Recovery Phase:

1. Players roll to rally Disrupted/Routed
units.

2. Place Replacement leaders.

(4.0) The Turn Continuation
System

The player whose Play Segment it is
chooses what he wants to do (termed an
““Action”). He tolls two dice; if they fall
within his range on the Turn Continuation
Table (TCT), he performs hischosenaction.
If they fall within his opponent’s range, his
opponent performs an action. If he rolls a
7" he rolls for a Random Event.

a. Under certain circumstances, players
may also perform Free Actions. These re-
quire no TCT roll.

b. Generally, after a player performs
three consecutive actions, play reverts tothe
other player.

2. Actions: There are three types of Actions:
Movement, Combat and Resupply.

3. Actions may be either Coordinated or
Uncoordinated.

a.Coordinated Actions are those in which
more than one unit may partake and require
those units to be “In Command.”

b.Uncoordinated actions are undertaken
by individual units that are Out of Com-
mand, independentunits, orby leaders wish-
ing tomove alone. Uncoordinated units may
not initiate a melee.
4. A unit may perform only two actions in
a given tumn. “Free’ Fire Mouny/Dismount
and Resupply are not treated as actions for
this purpose.
5. An action commanded by a leader is
considered to be undertaken by that leader
AND all units in his command actually
performing the action.

6. Ending the Action Phase:

a. Two Player Finish: The Action Phase
is over when one of the following occurs;

(1) All In Command units of both play-
ers, excluding Independent units, have un-
dertaken two actions in that turn.

(2) A Random Event ends the phase.

(3) Both players voluntarily and con-
secutively PASS.

b. One Player Finish; If one player has
completed two actions for all his units, or
declared he is Finished (4.43), when the
opposing player continues to roll the follow-
ing TCT diceroll changes are in effect:

(1) All remaining (opposing) units that
are eligible to undertake an action may each
undertake only one additional action.

(2) If, in rolling for an action for an Out
of Command or Independent unit that at-
tempt fails, thatunitis Finished for that turn.

(3) Anadjusted 2, 7, or 12 is automati-
cally a Phase Finished.

(4) Three consecutive dicerolls in the
finished player’s range end the Phase.

(5.0) Movement

Units Move by expending movement
factors. Whenaplayerhas successfully rolled
a Movement Action for his units on the
TCT, those chosen units may move.

1. Each type of unit spends different num-
bers of MP’s to enter/cross the various types
of terrain.

2. A friendly unit may never enter a hex
containing an enemy combat unit; it may
enterahex containing only anenemy leader.
3. Units thatareInCommandand allmounted
cavalry which are undertaking Movement
Actions move normally. Out of Command
units on foot may not enter an enemy Zone
of Control.

4. Reinforcements enter the game map us-
ing a Movement Action. Units scheduled to
arrive without aleader may use thatleader’s
Action Rating (whether he is on the map or
off) to enter the game.

(6.0) Facing, Formations,
and Zones of Control:

All combat units must be faced towards
avertex of the hex it is in. All units in the
same hex must face in the same direction.
Facing detérmines which of the unit’s
hexsides are Front, which are Flank, and
which are Rear.

1. ‘A unit may change facing only during a
Movement Action.

2. Facing affects a unit’s Zone of Control
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and combat. It has no effect on. movement
direction.

3. Zones of Control: Combat units exert
Zones of Control; leader units do not.

a. Combat units exert ZOC’s through
their Front and Flank hexsides.. ZOC’s do
not extend through hexsides or into hexes
across or into which that unit could not
normally move. In addition, ZOC’s do not
extend across Sand Dune hexes.

b.Itcosts 1 MP, inaddition to the cost of
the terrain in the hex, to enter an enemy
ZOC. A unit must stop when it enters an
enemyZOC: A unitthatbegins a Movement
Actionin any enemy ZOC may move out of
that ZOC ata costof 2 additional movement
point. However, that unit may not enter
another - or the same- enemy ZOC in that
action.

c. A friendly combat unit negates the
effect of an enemy ZOC for purposes of
tracing Command Range, but it does NOT
doso formovement. It willnegate forretreat
purposes, but only if Stacking rules would
allow the retreating unit to move into that
hex.

4. Forming Square: Only U.S. (regular) in-
fantry units in Fair or higher Morale may
form Square. Forming Square is a Coordi-
nated Action requiring a leader.

5.Cavalry units may operate either mounted
ordismounted.

a. All cavalry counters represent their
Mounted status. Dismounted statusisrepre-
sented by the Dismounted markers (example
above). To change status requires a Mount/
Dismount Action.

b. The Dismounted counter contains a
“1/2” indicator for MA and SP. This means
that the present strength and Movement
Allowanceof the mounted version ishalved,
rounding down. However, their range is
increased.

(7.0) Stacking

Generally, only one combat unit is allowed
in a hex.

a. Two infantry or dismounted cavalry
units from the same regiment may occupy
the same hex. However, only the top unit in
that hex may fire.

b. One artillery section- may stack with
any one infantry or dismounted cavalry unit.
Both units may fire.

c. All artillery sections from the same
battery may stack together if there are no
infantry/cavalry units in that hex. If there is
more than one infantry/cavalry unitin ahex
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that hex is considered a Massed Target.
There are no stacking restrictions for Lead-
ers or markers,

(8.0) Combat:

1. When acombat unit undertakes a Combat
Action it may do one of the following:

a, Free Fire (Infantry, dismounted cav-
alry and artillery; no return Defensive Fire)

b. Melee (Infantry and cavalry; includes
Defensive Fire)

¢.Fire and then Melee (Available to any
adjacent combat units, although artillery
never melees; includes Defensive Fire).

2. Fire Combat: Infantry, cavalry and
artillery units may fire atenemy units within
the Range on their counter. Units may fire
through their front or flank hexsides at any
enemy unitwithin Range and Line of Sight.
To fire, the player states which units are
firing at whichtargets. He totals the Combat
Strength (see 6.4) of all units firing into a
given hex and then locates the correspond-
ing column on the Fire Combat Table. The
Fire Column may be adjusted - shifted in
one direction or the other - by a variety of
factors.

3. Units can only fire at enemy units if they
are within range and line of sight. Unit fire
strength may be increased depending upon
the range to the target.

4. Melee: “In Command” infantry and cav-
alry may melee any enemy units in their
Zones of Control. Prior to resolving the
melee the defending player may Defensive
Fire,

5. Cavalry Charge: Mounted cavalry may
charge enemy unitsasa Melee Action. Only
“In Command” (or independent) mounted
cavalry units with Fair or higher morale that
are not Disrupted, routed or in an enemy
ZOC may charge (or counter-charge). The
enemy player may also conduct Counter-
Charges.

6. Rally and Rout: Disrupted and Routed
units may be rallied in the Recovery Phase,
Disrupted units first. Rout occurs only as-a
resultof trying to rally a Disrupted unit; it is
not a combat result.

(9.0) Morale

Aunit’slevelof Morale depends onhow
many casualties it has taken. Morale levels
may affect melee and victory. There are
four levels of Morale: High, Good, Fairand
Broken.

(10.0) Command

Combat Leaders are the (regimental)
commanders. directly leading troops.The
Overall commanders are in charge of their
“armies.”

1. A Combat Leader’s Action Rating is the
modifierforall TCT dicerollsinvolving that
leader: a plus [+] for Confederates, and a
minus [-] for Union. A Combat Leader’s
Command Range is the maximum number
ofhexesdistantacombatunitin thatleader’s
command may be from the leader and still
be considered In Command.
2.The Overall Commander has Command
Points (CP). These may be used to:

a. Influence the Initiative die roll; AND/
OR

b. Affect Charge Morale Checks; AND/
OR

c. Increase a subordinate Combat
Leader’s Action Rating by 1; AND/OR

d. Increase a subordinate Combat

Leader’s Command Range by 1.
3. Independens units are noted with the let-
ters “Ind” on the counter. Independent units
are always In Command and use Coordi-
nated actions. When operating without a
leader; they use an Action Rating of “0.”

(11.0) Random Events

Random events occur on an adjusted
TCT dice roll of “7.” The player rolls two
diceand consultsthe Random Events Table.

(12.0) Set-up and
Reinforcements

The game starts with the 0830 turn.
Certain units begin on the map; others enter
as reinforcements through each side’s re-
spective entry area.

(14.0) Victory Conditions

Players play until one side is forced to
Withdraw or, failing that, until theend of the
1800 game-turn, after which victory is as-
sessed. Player’s are awarded Victory Points
foreliminating enemy units and certain game
events. The player with the most Victory
Points wins,

i
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(9.2) MORALE LEVEL EFFECTS CHART (9.3) CHARGE MORALE
High=10
Level Effect Good = 8
High 1. One column adjustment in their favor in melee Fair =6
2. Subtract one from Rally die rolls. Adiusim B:oken =35
ljustments:
GO,Od No effects . . o -#  Leader Action Rating
Fair One column adjustment against units in melee, -1  Commander Point
Broken 1. Two column adjustment against units in melee. -1  Infantry or dismounted Union Regulars being
2. May not voluntarily enter an enemy ZOC. charged
3. Exert a ZOC through only their Frontal hexsides, +2  Dismounted Confederate or Union Volunteer
not flank. cavalry being charged
4. Add one to Rally die rolls.
5. May not form Square
THE RALLY TABLE
Present
Die roll Status Effect
1 . .
psupied - Ratied (6.46) DISMOUNTED CAVALRY
2-4 Disrupted Rallied COMMITMENT RATINGS
Routed Change to Disrupted Commitment Ratings
5 Disrupted No Change US Regular cavalry: 5
Routed Rout Move Confederate cavalry: 3
6 Disrupted Routed and Rout Move US Volunteer cavalry: 2
Routed Rout Move Confederate Independent cavalry: 1
Rally die roll adjustments (cumulative) Die roll Adjustments
1. If the Disrupted or Routed unit is in an enemy ZOC, add one to If stacked with Combat or Superior Leader: -1
the die roll. If Poor Morale: +1
2.Ifthe Disrupted or Routed unitis mounted cavalry, subtract one If Broken Morale: +3
from the die roll.
3. If the unit is Broken Morale, add one to the die roll.
4. If stacked with a Leader, subtract one from the die roll.
5. If unit has High Morale, subtract one from the die roll

1. TCT Action rolled.

4, Resolve countercharges.
5. Target unit morale check.
6. Defensive fire.

7. Charging units melee.

(8.54) CAVALRY CHARGE PROCEDURE

2. Announce charging units, target, and path.
3. Defender announces countercharge.

1. Leader’s Action Ratings

THE TURN CONTINUATION TABLE

Dice Range Who Goes?
2*-6 Union Player
7" Random Event
8-12* Confederate Player
*=See 4.4 [4]
ADJUSTMENTS

2. Out of Command: -1(CSA); +1(Union). Does not apply to Independents.
3. Automatic +2(CSA)-2(Union) for Resupply.
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THE GAME SYSTEM:

Rio Grandeis asmall-unitadaptation of Simu-
lation Design, Inc.’s Battles & Leaders Sys-
tem of games, based on an original design by
Rob Markham. Players interested in playing
more games with this system should take a look
at 1862 (an earlier, and somewhat incomplete
version of the system) and 1863 (being pub-
lished by GMT games). Both contain four games/
battles each, covering the larger engagements
of the American Civil War.
SOURCES
Hall, Martin H., Sibley’s New Mexico Cam-
paign, (Univ. of Texas Press, 1960). The only
narrative study of the campaign and the battle.
As such, mvaluable.
Whitford, William C., Colorado Volunteers in
the Civil War, (Rio Grande Press, 1971). Con-
tains a remarkable amount of numerical infor-
mation.

, War of the Rebellion; Official
Records of the Union and Confederate Armies,
Series I, Vol. 9. (National Historical Society,
PA, 1971). The map is based almost entirely on
the one inthe Atlas accompanying the Records.
The reports, as usual, are both enlightening and
confusing. Both sides appear to have won, if
you believe what you read.

And for those interested in this sort of thing, the
old Clint Eastwood/Serge Leone,
spaghetti-western, The Good, The Bad and
The Ugly, parportedly (and remarkably loosely)
concerns itself with this campaign and battle!
We did not use it as a source, although we were
sorely tempted to use one of the umpteen
close-ups of Lee Van Cleef’s beady eyes (was
he the “bad” or the “ugly™?) for the magazine
cover.

CREDITS:

Game Researched and Designed By:
RICHARD H. BERG

Initial Game Development: Paul Dangel
Playtesters: David Fox, Mike Malesky,
Gerry Palmer.

This game was playtested and developed with
the help of the GEnie™ Computer Information

FIRE COMBAT TABLE
# OF (ADJUSTED) SP’S FIRING

Die 0 12 35 69 1014 1520 21-27 28+
1[A] - - - - D 1 1 1

2 - - - D 1/D 1 1 1

3[A] - - - D 1 1 1 2R
4 - - D 1D 1 1 2R 2R
5 - D 1D 1 1 2R 2R 2R

6[A] D 1/D 1 1 2R 2R 2R 3R

* = Used only when column shift or reduction to 0 SP’s requires.

Explanation of Results

1,2, or 3 = These are the number of steps a unit loses. If there is more than one unit in a target hex the
top unit absorbs the loss. If the loss exceeds the top unit’s strength, then the bottom unit takes the
remaining losses. Regardless of the #, artillery firing alone at two hexes or greater can only cause a 1
step loss.

1/D = If only artillery is firing and its strength is nof multiplied, use the “D.” Otherwise, use the ‘1.’
R = If a unit has Fair Morale, roll one die. If odd, it must Retreat one hex and cannot offer Defensive
Fire or Melee. If Broken Morale, the Retreat is automatic. All units retreat towards their entrance
hexes. Retreat is treated like regular movement (although it is not an action), which means the units
have to be (re-)faced in the direction they are retreating.

D = Disrupted Affects all units in that hex. Disrupted units:

1. May undertake only one additional action that turn, if they have not already reached Action-2
status. That additional action may only be Movement.

2. Their movement allowance is halved and they may not enter an enemy ZOC.

3. Cavalry may not counter-charge or Retreat Before Combat

4. There is a 1L Fire Column shift if they fire Defensive Fire (even in combination with other,
non-Disrupted units.)

A = Ammunition Depletion. If the dieroll is a ‘6,” unit is now Low on Ammo. If unit already Low
and dieroll is a 1, 3, or 6, unit is Out of Ammo.

- = No Effect

Adjustments to Fire Results Column

Shift Reason

1 to the Right (1R) Any units are firing into/through enemy’s rear, or is Routed.
1 to the Right (1R) Target is mounted cavalry

1 to the Right (1R) Massed Target

1 to the Left (1L) Mounted cavalry firing

1 to the Left (1L)
? to the Left (?L)

All adjustments are cumulative, and the maximum net Fire column shift is two (2).

Disrupted units firing Defensive Fire.
Terrain Effects (See the Terrain Effects on Combat Chart)

System. Both the Designer (R. BERG7) and the
publisher (DECISIONGAME)

are members of that system and | (8 2) RANGE EFFECTS ON FIRE COMBAT

canbecontacted through the Strat-

egy and War Games section. If | Unit Type Adjacent Hex 2 hexesto Greater than

you have any questions concern- one half range one half range

ing these rules, please send them Infantry x2 x1 x1/2

along with a self-addressed, | pismounted Cavalry X2 x1 x1/2

stamped envelope,.tx‘) Strategy & Mounted Cavalry x1 — i

Xacuc_s RC./ o Decision Games Defensive Fire 2-3 Hexes Greater than
T'TN: Rio Grande Questions; half

PO Box 4049, Lancaster CA . one halt range

93539.4049, Artillery x4 x8 x3 x1/2
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FEEDBACK

QUESTIONS
STRATEGY & TACTICS
#143

How to use the feedback response card:
Please read the following Feedback questions
and give us your answers in the form of letters
ornumbers. We appreciate and encourage you
to make further comments about Strategy &
Tactics, specific concerns about the hobby, or
gaming in general.

1.Is your age: under 30 (mark 0), 30-39 (mark
1), or over 40 (mark 2)?

2. Is your education: less than a four year
college degree (mark 0), aBachelor’s degree or
some graduate school, but no advanced degree
(mark 1), or a Master’s or Doctorate degree
(mark 2)?

3. What is your gender (male=0, female=1)?
4. With what issue did you start reading Strat-
egy & Tactics?

5. How many boardgames are in your collec-
tion: 50 or less (mark 0), 51-200 (mark 1), 201
or more (mark 2)?

6. Do you own or have access to a computer to
play computer wargames (0=No, 1=Yes)?

7. How many computer wargames are in your
collection?

8. What is your average gaming time per
month?

9. How much do you spend on wargaming per
month?

10. How many gamers do you know within 50
miles of your home?

11. What s the total number of games you have
played solitaire in the past year?

12. What is the total number of games you have
played face-to-face in the past year?

13. What s the total number of games you have
played by mail in the past 12 months?

14. What is the total number of play-by-mail
games you have participated in in the past 12
months?

15. Not including yourself, how many people
haveread atleast one of your issues of Strategy
& Tactics in the last twelve months?

16. Did you obtain this issue by subscription (0)
or buy it at a store (1)?

17. Are you a subscriber or buyer (1) to Fire &
Movement (if none, Mark 0)?

18. Are youa subscriber or buyer (1) to MOVES
(if none, Mark 0)?

19. From your perspective, is the number of
people in the hobby increasing, decreasing, or
staying the same (O=steeply decreasing,
5=staying the same, 10=steeply increasing)?
20. How do you rate your satisfaction with the

hobby as a whole (0=worst ever, S=neither
happy nor unhappy, 10=best ever)?

21. Has Strategy & Tactics improved or de-
clined in the past year? (0= significantly de-
clined, 5= stayed the same, 10= significantly
improved) Please provide specific comments
on how we can improve in the space below.

Please rate the following on a 0 (low) to 10
(high) scale.

22. This issue overall.

23. (game) Rio Grande: The Battle of Valverde
24. Rio Grande (lead article)

25. Rio Grande (modules)

26. FYI column

27. Outgoing Mail

28. No question.

29. Profile— Ardant du Picq

30. Prussian Light Infantry (second article &
modules)

31. Incoming Mail

32. What percent of wargames do you buy
through mail order (please list the mail order
house in the comments section)?

33. Optimally, how many hours should a
magazine wargame take to play?

34. We have so many good historical articles
(not to mention games) that we are considering
publishing one or two 128-page issues without
agamein 1992 (same cover price/counts as one
subscription unit). This would bein addition to
theregularissues with games. How doyourate
thisidea? (0=No interest at all, 5=neither inter-
ested nor disinterested, 10=can’t wait to see
this!).

Out of twenty future S&T games, what number
of these games should come from each era
listed below (please make sure they add up to
twenty; no fractions, please)?

35. Ancient (Rome, Greek, Biblical, 3000 BC
to 600 AD).

36. Dark Ages and Renaissance (600-1600
AD).

37. 30 Years War and Pre-Napoleonic (1600-
1790).

38. Napoleonic (1790-1830).

39. Civil War, 19th Century (1830-1900).
40. World War I (1900-1930).

41. World War II (1930-1945).

42. Modem (1945 to present).

43. Future/hypothetical wars.

44. Editor’s Choice.

Rate the following wargame proposals for future
Strategy & Tacticsmagazine games. Following
areproposed gametitles, with abrief description
of the game itself. Please rate these on a scale of
(0 through 10 (with “0” indicating no desire to see
the game published through “10” indicating a
high degree of desire to see it published).

45. The Successors:This would be a game in
the Ancient Wars series, and would simulate
the wars between the generals who succeeded
Alexander the Great— the Diadochi. The game
map would include all of Alexander’s Empire,

from Egypt to India to Thrace. Units would be
historical, and would represent the types of
classifications used by the Hellenistic armies:
phalangites (heavy infantry), peltasts, psiloi
(light troops), etc. The game would include
several scenarios, representing the major wars
of the successors, and would include a multi-
player game where each of Alexander’s gener-
als tries to grab control of his Empire. Players
would be abletoutilize treachery, assassination
and arranged marriages as well as military
force to win supreme power.

46. Caesar: This would be a game in the
Ancient Wars series, and would follow the
campaigns of G. Julius Caesar in the conquest
of Gaul (modern France/Belgium). The Roman
player would march northwards to defeat Gal-
lic forces and suppress revolts. The Gauls
would mobilize their considerable manpower
and try to bring the Romans to ruin. As in the
other games in the series, players would deal

" with various aspects of ancient warfare, includ-

ing fighting battles, diplomacy and political
maneuvers, espionage, and rabble-rousing.
Units would represent legions, auxiliaries, bar-
barianhordes, andleaders, and would includea
tactical module forresolving battles. The game
would show the differences between Roman
and “barbarian” forces through the interaction
of unit types and varying degrees of army
discipline.

47. The Hundred Years War: This would be
the firstin a series of Medieval warfare games.
It would simulate the conflict between England
and France in the 13th/14th century. In the
Hundred Years War, the English won stunning

“victories at Crecy and Agincourt and gained

control of much of France before finally being
defeated. Units would represent various types
of military forces, including
longbowmen,heavy cavalry, pikemen, early
artillery, etc. Of course, there will be a tactical
module to resolve battles, as well as rules for
diplomacy. Special rules will show the Medi-
eval outlook on warfare. All historical person-
ages, including Henry V and Joan of Arc would
beincluded. The game would include scenarios
for all the major stages of the War, and a grand
campaign scenario.

Thefollowing four games are fromthe Empires
at War Series. These would be folio sized
games covering decisive battles of the late 19th
century. These battles were all unique in that
infantry, armed with rifles, were the primary
forceonthe battlefield. The gameswould cover
key factors such as command control, tactical
options, and morale, as well as weapons effec-
tiveness. Please rate each of themindividually.
48. Inkerman 1854: This was the result of a
Russian attack in the Crimean War to break the
siege of Sevastapol. The British and French
threw the Russians back in a confused fray.
49. Solferino 1859: This was the major action
from the Piedmontese War. Austrian Forces,

continued on page 34
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Wargamer Vol.1
Iss# Title Price
2 Battle of Eylau $125
3 Africa 100
4  Bleinheim 80
5 Kesserling 65
6 Condor 60
9 Bloody Buna 60
10 Chinese Civil War 50
12 Aces High 50
13 Forward to Richmond 40
14  Assault on Leningrad 60
15 Drive on Damascus 60
16 Carrier Strike 60
% 18 Birth of a Nation 40
19 Sturm Nach Osten 50
20 Little Round Top 50
21  Siege at Peking 60
% 22 No Trumpets, No Drums 50
23 Decision at Kasserine 60
24 Lawrence of Arabia 50
% 25 Never Call Retreat 25
26 Race to the Meuse 12
27 Peter the Great 12
28 Port Stanley 50
29  Lodz: Blitz in the East 12
30 Stars and Bars 12
31 Clash of Steel 12
32 Napoleon at Lutzen 20
34 Khyber Rifles 40
35 West Wall 25
36 Uncondtional Surrender 30
37 China Incident 20
38 Hath No Fury 12
39 Hellfire Pass 20
40 Fight on Beaches 12
41 O’Conner’s Offensive 12
42  End of the Iron Dream 20
43 Wellington 12
44 MacArthur 20
45 Custer’s Luck 35
46 House of Sa’ud 20
47 Stalingrad 30
48 The Red Baron 12
49  Napoleon vs. Charles 20
50 Knights of Justice 20
51 Duel in the Desert 12
52 Glory Road 20
53  Dunkirk:Dynamo 20
54 Condottieri 12
55 Okinawa 15
56 First Team 12
% 57 Race for Tunis 20
58 Empires: 1914 12
59 Bloody Keren 12
60  Anvil-Dragoon 12
62  Fallen Eagle 25
Fire & Movement
Issue # Price/each
2-3 $25
5-7,9,15,18 20
10-14, 16, 17, 19 15
20-27,29 10
30-40 8
41-50 6
51-71 5

Christopher's

CORNER

FEATURING WARGAME MAGAZINES

Strategy & Tactics
Iss# Title Price
1 Remagen Bridgehead  $125
3 Earh Destroyed 60
4  Gamescience Vietnam 55
S Jutland Project 55
6  Siege of Bodenberg 50
7  Siege of Bodenberg 55
9  Sinai Wargame 50
10  Battle of Ulsan 50
11 Brittany Campaign 50
12 Rules-Naval Games 45
16  Avalon Hill Interview 45
17  Table Top Wargaming 35
18 Crete 40
* 37  Scrimmage 50
42  The East is Red 45
% 45  Op. Olympic 50
46 Combined Ams 35
49  Frederick the Great 40
81  Battle for Germany 65
*x52  Oil War 40
55  Breitenfeld 40
61  October War 40
% 62  South Africa 35
63  Veracruz 1847 30
66  Siege of Constantinople 35
69  Tannenburg 30
70  Crusades 40
%71  Cassino 30
72 Armada 30
74  Ney vs. Wellington 50
75  Napoleons A of War 45
79 Berlin 85 30
80 Wilson's Creek 40
81 Tiwo 20
82  Fifth Corps 30
83  Kaiser's Battles 20
84  Operation Grenade 20
86  Cedar Creek 40
88 BAOR 35
92  Iwo Jima 35
93  American Civil War 40
94 Nordkapp 30
95  Soldiers of the Queen 40
96  Singapore 40

Strategy & Tactics

Iss# Title Price
97  Trail of Fox 340
98  Central Command 40
99  Thunder/Luetzen 40
100 Superpwrs War 30
101  Cromwells Victory 30
103  Road Vicksburg 15
104  13: Colonies Revolt 30
105 Ruweisat Ridge 10
106  Pleasant Hill 40
107 Warsaw Rising 20
108 Remb Maine 40
109  Target Libya 40
110 Hastings: 1066 20
111 Korea 40
112 Patton to War 30
113 Battle of Abensberg 25
115  Kanev 10
116 Manchu 10
117 North German Plain 10
118  Tigers are Burning 10
119  Horse Soldiers w/ Brice's 30
120 Nicaragua 10
121  Indian Mutiny 10
122 Pegasus Bridge 30
123 Campaigns Valley 20
125  Far Seas 30
126  Beirut ’82 10
127  Rush for Glory 10
128  Africa Orientale 30
129  Harvest of Death 10
130 Tsushima 12
131 Donau Front 12
132 Iron Cross 12
133 Baton Rouge 12
135  Sideshow 30
136  Borodino: Doomed Victory 30
137 Men at Arms 12
138 Eylau 15
139 Arabian Nightmare 20
140 Objective: Tunis 20
141 Hannibal: 2nd Punic War 14
142 Tarawa: Red Beach One 14
Special Edition #2 6

% indicates that a punched copy of this game is available for half the cost

of the mint game.
BATTLEPLAN MOVES
Issue # Price/each Issue # Price/each
6 $10 1 $25
7 8 234 20
5-10 15
11-26, 30, 35, 36, 38,
41-42, 44-47, 50 10
27-29, 40, 51-59 8
Complete Set (1-62) 599
GRENADIER VIP'S
Issue # Price/each Issue # Price/each
18, 23, 24,29 $5 1 35
30, 33 $4 3-5 36

Mint Games
SPI War in the Pacific $515
SPI War of Ring
(+ mini games) 135

SPI Starforce Triology (box) 105
SPI Starforce Triology (flat) 85

SPI Wellington's Victory 80
SPI USN 70
SPI World War 3 60
SPI Year of the Rat 60
SPI Kharkov 55
SPI Foxbat & Phantom

(Designers Edition) 50
SPI Stonewall 40
SPI Freedom in the Galaxy 40
SPI East is Red 35
SPI East is Red (folio) 30
SPI Panzer Battles 30
SPI Combined Arms 30
SPI Combined Arms (Z-Pack) 25
SPI Cauldron (folio) 20
SPI Sword & the Stars 20
AH Luftwaffe 30
AH Fortress Europa 30
AH Bull Run 30
AH Devil's Den 30
AH Napoleon at Bay 30
AH Conguistador 30
AH Civilization 30
AH Starship Troopers 30
AH Freedom in the Galaxy 30
AH Twixit 30
AH Cross of Iron 25

AH Hundred Days Battles 18
AH Dauntless 18
AH Liule Round Top i5
AH Batile for Italy 15
GDW Fire in the East

(incl play aid kit) 90
GDW Double Star 40
GDW Belter 40
GDW 1815 40
GDW 3rd World War 30
GDW Persian Gulf 30
GDW Road to the Rhine 30
GDW Normmandy Campaign 25

GDW Suez '73 25

GDW Arctic Front 25
GDW Assault 25
GDW Air Strike 20
GDW Air Superiority 20
GDW Blue Max 12
GDW A House Divided 12
3W Shot & Shell 100
3W Lawrence of Arabia 60
3W Kesserling (Z-Pack) 50
3W Hitler's Last Gamble 40
3W Never Call Retreat 40
3W Rommel at Bay 20
3W Aces High (Z-Pak) 20
Sim Can Peloponnesian War 30
Sim Can Rocket's Red Glare 30

Sim Can Nap's Last Triumph 30
Sim Can Seapower & the State 30

Sim Can Dieppe 30
NOVA Fire on the Volga 40
GM2 Quebec 1759 30
OSG Devil's Den 30




Mint Games
PWG Duel for Kharkov $50
PWG The Cossacks . .. 30
PWG Kanev 25
YAQ Battles & Leaders 30
YAQ The Thin Red Line 30
TSR Fight in the Skies 40
TSR Battle over Britain 30
TSR Rebel Sabers 30

TSR Napoleon's Last Battles 30
TSR Wellington's Victory 30
TSR Julius Caesar 30
TSR Twilight War 25
TSR Drive on Stalingrad 25
TSR Battles for the Ardennes 25

PG Shanghai Trader 36
PG Warlords 32
VG Tokyo Express 40
VG 7th Fleet 40
VG 5th Fleet 40
VG 2nd Fleet 35
VG 6th Fleet 35
VG Carrier 35
VG Central America 35
VG Open Fire 35
VG Battle Hymn 35
VG Ambush 25
VG Purple Heart 25
VG The Korean War 25
VG Vietnam 1965-75 25
VG Hell's Highway 25
VG Panzer Command 25
VG Lee vs. Grant 25
VG Silver Star 20
VG NATO 20
VG Mosby's Raiders 20
VG 1809 20
VG Omaha Beachhead 20
VG Cold War 20
VG France 1944 20
VG Move Out! 15
WE Imperium Romanum II 30
WE Against the Reich 25
WE RAF 20
WE Air Cav 20
WE St. Lo 20
WE Assault on Hoth 20
WE Chickamauga 17
WE Operation Badr 15
Qdeck The Royal Navy 50

Qdeck Destroyer Captain 50
Qdeck Incredible Victory 30

Mayfair Sheridan's Ride 15
Mayfair Richard the Lionheart
(Zip-pack) 10
Battle Flag Empire 30
Flying Bufflo Starlord 30
ITSAG.AS.!

(Game Agquisition Service)

If we don't have a game you're Jooking for, send
us a self addressed postcard (don't forget your
phone number) or a 3 x 5 inch card listing games
you are seeking with the company, game title,
and whether you want punched or mint only.

We'll call you when we locate them.

Christopher s

CORNER

FEATURING WARGAME MAGAZINES

Mint Games
The Cutling Edge of Gaming

3W Light Division $30
AdTechnos Fight Gen. Patton 150
AH Red Barracades 32
AH Kremlin 30
Battle Line Trireme 100
CofA Edelwiess 40
CofA The Emperor Retums 40
EMS Rise and Fall 30
EXCAL Barbarian 28
EXCAL Malaya 41 25
EXCAL Sovereign of Seas 22
EXCAL Golden Horde 16
EXCAL Trax 14
EXCAL Iron Horse 14
EXCAL Total War 12
EXCAL Cassino 10
GMT Airbridge to Victory 34
GMT Operation Shoestring 39
GMT Silver Bayonet 29
Mayfair Empire Builder 35
Mayfair Jerusalem 20
Mayfair The Company War 15
Omega Carrier War 30
Omega Desert Victory 30
Pheonix Geitysburg/High Tide 29
Pheonix Alien Contact 29
Pheonix Remeber Gordon 24
TSR Sirocco 20
Vangard Pas de Calais 30
XTR NATO, Nukes & Nazis 20
XTR Black Gold 20

Punched Games

SPI War of Ring

(+ mini games) $60
SPI Victory in West

(S&T #5s 78, 84, 89 wftray) 40
SPI Sixth Fleet 35
SPI Tuming Point Stalingrad 35
SPI Air War (1st ed./10% pun) 30

SPI Task Force 30
SPI Korea 30
SPI Panzer Armee Afrika 30
SPI Sniper! (incl. two sets) 30
SP! Dester War (30% Punched) 25
SPI World War II 25
SPI CA 25
SPI Sinai 20
SPI East is Red 20
SPI Barbarossa 20
SPI Freedom in the Galaxy 20
SPI Firefight 18
SPI Sniper! (Z-Pack) 15
SPI Sniper! 15
SPI Combined Arms 15
SPI Bulge 10
YAQ Iron Bottom Sound 25
AH 3rd Reich (2nd Ed.) 15
VG The Civil War 15
TF McPherson's Ridge 20
MB Battlecry 80
MB Broadside 80

MB Battlecry (missing 2 pcs.) 50

Punched Games

Games with Magazines

TO ORDER:

Shipping charges are included for
domestic (U.S.) shipments. Overseas
shipments add $1 per item ordered.
Some items are one of a kind, so
please list alternates whenever pos-

S&T #48 Sixth Fleet $35 sible. Creditmemos issued onitems
S&T #54 Dixie 20 outof stock. We encourage you to
S&T #59 Plot/Assassinate Hitler 15 call and place your order by phone.
S&T#91 RDF 25 Prices aze sub}fl(l:t to chantgse.wu;}}llm;:
S&T #100 Cen. Cmd. ly) 10 priornolice. payments m chec
. .(game only) ormoney order must be in U.S. funds
Y
S&T #122 Pegasus Bridge 15 drawnon a U.S. bank and payable to
%iﬂ? E::;‘ ci:g::; only) ;(5) Christopher’s Corner.Credit card orders
& y accepu:df()rrVISAorMastercz@aﬁ0 with
i . a minimum charge order of $40.00.
Other Mint Magazines Please allow 4-6 weeks for delivery.
SE #1 Assauli on Sevestapol  $6  Send name, address, order to:
Ares #  Voyage of the Pandora 15 Christopher’s Corner
Ares #10  Stainless Steel Rat 15 PO Box 3104
Ares #14  Omega Wars 15 Quartz Hill CA 93586-0104
Ares #15 Nightmare House 15 805/942-6541
Ares #16 The High Crusade 15 (2pm to 6pm, Monday through
Cmd #1  Blitzkrieg '41 125 Friday for placing orders)
Cmd #4  Lion of Ethiopia 40 .
Cmd #6 Krim 3g  For each $50 of merchandise you order,
Cmd #7 Kadesh 12 youmay select one jtem fromthe “B List”
Cmd #8  Jutland 20 shown below or 50% off the advertised
Cmd #9 Inchon 25  pricefromthe “A List”. Orforeach $100
Cmd #10 Alexandros 25  of merchandise you order, you may select
CnirAik #1  Drive on Frankfurt 25  oneitem from the “A List” or two items
CntrAtk #2  Lee Invades 25 fromthe “B List™. If you are a MOVES ,
dpnthr #10 Marine 30 F&M or S&T subscriber, you are entitled
Jgdpnt in y
Jgdpnthr #12 Anvil-Drgn 30 t?l one gbgirms ch%igg frf;;nmthe ;B L_is;’j’
shown below or 50% off the advertis
price on one item from the “A List” with
SPECIAL OFFER!! any order.
A lList ltems
Comp IeTe SeT of Any Wargamer Volume 1, or Strategy &
WOrgGmer Volume Il | Tactics issues priced at $10 or $12,
o S&T #81 (Tito) or
Numbse;; ] 25 Fire & Movement issues 30, 31, 33-35
B List Items
As nus, we will Any Wargamer, Volume 2 issues up to
. |O dbO ﬂ:J S S € ial #25 (except for issue #14), Moves 61,63
."?C ude the opecia . Fire & Movement issues #57 through 73
Edition #1 complete with | (except for issue#60)
the mini-game, Assault Strategy & Tactics Special Edition #2
on Sevastapol, with your VIP of Gaming #1, Special Edition #1
order.
r_—_-——--——-------_ﬂ
I NAME
ADDRESS
1 CITY, STATE ZIP
| PHONE

] VISA/MC (ONLY)#

| EXPIRATION DATE

I SIGNATURE

1 TOTALORDERS_
b iss #/mmLE

T-SHIRT SIZE/COL.

I
I
I
I
I
-

--_———---—_—-_----J



under Emperor Franz Josef, attacked a Franco-
Piedmontese army. French elan won the day in
a hard fought affair.

50. Koniggratz 1866: This was the major ac-
tion from the Austro-Prussian War, where
Prussian forces, armed with breech-loading
rifles, decisively defeated the Austrians and
established hegemony in Germany.

51. Mars-la-Tours 1870: This was one of the
major actions of the Franco-Prussian War,
where Von Moltke defeated French forces un-
der Marshal Bazaine, leading to the collapse of
the Second French Empire.

52. Boer War: This would be part of the
Obscure Wars series. It would cover the con-
flict between the British Empire and the Boers
(descendants of Dutch/Calvinist settlers) in
South Africa at the turn of the 20th century.
While the Boers were outnumbered, they had
the advantage of fighting for their home terrain
and the war saw several upsets against the
British. The war began with the Boers laying
siege to several British-held cities. The British
rallied the full force of their Empire against the
Boers, defeating them in the field, but the war
continued as a guerrilla conflict. The game
would include provisions for superior Boer
tactics, guerrilla warfare, armored trains, and
all historical leaders.

53. Balkan Wars, 1912-13: This would be in
the Obscure Wars series. It would include
both the First and Second Balkan Wars, in
which the fate of Southeast Europe hung in the

balance. In the First Balkan War, Greece,
Serbia and Bulgaria attacked Ottoman Turkish
holdings in Europe and besieged
Constantinople. In the Second Balkan War,
Bulgaria attacked Greece and Serbia and was
soundly trounced. The game would account for
the wildly varying military skill on both sides,
and allow for diplomatic infighting and back-
stabbing.

54. Blood on the Tigris: This simulates
Britain’s 1914-16 Mesopotamian campaign
against the Ottoman Empire. Brilliant but vain-
glorious Indian Army General Townsend
bluffed and maneuvered up Iraq’s rivers
against Turkish forces thrice his numbers to
take the glittering city of Baghdad, but just
shortofhis objective the Turks rallied, trapping
his army and eventually forcing his
surrender.This was one of the few mobile
World War I campaigns, and will include stra-
tegic, operational and tactical decisions for
btoh sides. Both players will have to deal with
the military as well as political situation, and
will have the option to gain the support of Arab
and Persian factions. Rules will cover morale,
aircraft, optional reinforcements, spies (includ-
ing Wassmuss — Germany's Lawrence of
Arabia) and some of the most bizarre terrain on
Earth. To be designed by Colin Denis.

55. IDF: The Arab Israeli Wars. This is an
operational/strategic level simulation of the
military clashes between the Arab and Jewish
states which have erupted in the last 35 years.

The map will depict the area from Cairo to
Beirut. Central to the game will be differences
in leadership, training and morale which were
characteristic of the wars; by expending initia-
tive points, players can increase their move-
ment and combat capabilities. IDF will use a
unique strategic/tactical initiative system.
Game scale will be division/brigade, with air
strikes. Each game turn willrepresent 20 miles.
A Political Event table will also have an impact
on operations, and can end the game with a
ceasefire or alter victory conditions. Scenarios
willinclude the 1956 Suez Campaign, the 1967
Six Day War, the 1973 Yom Kippur War, and
the 1982 Israeli Invasion of Lebanon. There
will be also be an option for fighting longer
campaigns, including the 1948 Independence
War and a generic “counter-terrorism” con-
flict. Also included are U.S./Soviet interven-
tion forces and a future “what if”’ war. To be
designed by Amold Blumberg.

56. On To Damascus: This depicts the Israeli
offensive on the Golan in October 1973. The
attack was a bitter struggle as the Israeli forces
assaulted in-depth Syrian defenses.The Israclis
came within 20 miles of Damascus before
Iraqi, Saudi and Jordanian troops halted the
advance. The game is battalion level, and in-
cludes airpower, anti-tank missiles, and mo-
rale. A highly mobile game with many deci-
sions for both sides. To be designed by Perry
Moore.

IIlIIIlIIIIIIIIIllllllllllllllllllllllllIlIIIIIIIIIIIIIIIIIIIIIIIIIII

FEEDBACK RESPONSE e

#143

Decision Games o P.O. Box 4049 e Lancaster, Ca. 93539-4049 e (805) 945-3862

Further Comments

Please use additional paper or the back of this photocopied form for further comments.

. COUPON

Any subscription or Christopher's Corner order with

your completed feedback form.

|

|

|

I Photocopy of this page is encouraged.
L EXPIRES SEPTEMBER 4, 1991
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$1 OFF I
I

I

I

I

115 29 43
2 16 30 44
3 17 31 45
4 18 32 46
5 19 33 47
6 20 34 48
7 21 35 49
8 2 36 50
9 23 37 51
10 24 38 52
11 25 39 53
12 26 40 54
13 27 41 55
14 28 42 56
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RIO GRANDE 11

THE MELEE TABLE
Attacker-Defender Odds/Ratio

Die 14 13 12 11 32 21 31 41 51 6-1 7-1+
1 ARl EX+ EX EX+ EX+ DR DR DR1 DR1DR1 DR1 Shift
AR DR DR 110 the Right (1IR)
2 AR1 AR EX+ EX EX+ EX+ DR DR DR1 DR1 DR1
AR DR DR
3 AR1 AR AR EX+ EX EX+ EX+ DR DR DR1 DR1
AR DR DR
Variable to the Left (?L)
4 AR1 AR1 AR AR EX+ EX EX+ EX+ DR DR DRt1
AR DR DR 1 to the Left (11)
5 AR1 AR1 AR1 AR AR EX+ EX EX+ EX+ DR DRi1 lwtheRight(IR)
AR DR DR 2 to the Right (2R)
6  AR1 ART AR1 AR1 AR AR EX+ EX EX+ EX+ DRT | popor qpy
AR DR DR
Explanation: 1 to the Left (1L)
AR = All attacking units retreat one hex
AR1 = All attacking units retreat one hex plus one unit loses one step (8.19). Attacking 2 to the Left (2L)

player designates which unit receives loss.
DR = All defending units retreat one hex
DR1= Same as AR1, except applies to Defender
EX =

Both attacker and defender lose 1 step each and remain in place.

EX+AR = Both attacker and defender lose 1 step each and attacker retreats one hex

EX+DR = Same as EX/AR except Defender retreats

1 to the Right (1R)

MELEE COLUMN ADJUSTMENTS:

Reason

Any meleeing units are
attacking into/through
the enemy’s flank or

rear hexsides, or defender
is Routed. However, this
modifier is NOT used if
the attacker is in the ZOC
of a different enemy unit.
Terrain Effects (See the
Terrain Effects Chart)
Any Defender has High
Morale

Any Defender has Fair
Morale

Any Defender has Broken
Morale

Any Attacker has High
Morale

Any Attacker has Fair
Morale

Any Attacker has Broken
Morale

Charging unit is a Lancer
(L); defender is on foot
(and not in Square).

All adjustments are cumulative, and the maximum net
Melee column shift is three (3).

Terrain

Clear

Grove

Marsh

Land Sand Bar
Deep River
Fordable River
Sand Dune

Road

Up 1 Level

Enter Enemy ZOC
Leave Enemy ZOC
— = No Effect
NO = Not Allowed

THE TERRAIN EFFECTS CHART

MOVEMENT
Mtd
Inf Anty Cav
1 2 1
2 3 3
2 NO 4
2 3 2
NO NO NO
2 4 3
+2 +5 +4
1 1 1
+1 +1 +1
+1 +1 +1
+2 +2 +2

Leader
1
1
2
2
NO
2
+3
1
+1
+1
+2

* = All listed affects shift the Combat Result column 1 or 2 left.
a = If all units attacking from or across, 2L; if only some, 1L. This adjustment does NOT apply if
defending units are in an all-river or river/sand-bar hex.
b = Shift applies only if all units attacking up.

¢ = Infantry/cavalry units firing while in a river hex adjust the fire column 1L. Artillery unit may
never fire while in a river hex.

COMBAT
Effect* on
Fire Melee
1L —
1Le 1/2L2
1L 1/21.2
1L 1L®

STRATEGY & TACTICS

35




12 RIO GRANDE

THE RANDOM EVENTS TABLE

Dice Event

2 SCUDAHOO, SCUDAHAY. This really didn’t happen in the battle (it happened the night before), but it was too good to
resist. If the Union Player rolls this event AND Graydon’s Spy Company is on the map and east of the river, they try the old Exploding Mule
Gambit. (They strap some explosives to some mules and head them towards the enemy lines.) Roll one die:

1. Mules lope into the nearest enemy unit in Graydon’s LOS and blow up, creating quite a mess and Disrupting that enemy unit.

2-4. Mules wander off upriver in search of another jackass. Nothing happens.

5-6. Mules wonder why they 're being sent off without a good meal. Halfway to the CSA lines they reconsider their itinerary,
turn around, and head home. Graydon’s Company is immediately retreated three hexes and Disrupted.

3 IT PAYS TO KEEP RESERVES. The player not rolling this event may (if he wishes) move any In Command units from
onecommand, OR any one Out of Command/independent unit, without any restrictions (other than those imposed by the Actionrules). He
must make his choice and complete such movement within the next 15 seconds. Starting. ..now! After he has finished, the rolling player
must complete the action he originally chose, even if the opposing player moved nothing. This movementis considered anormal Movement
Action for all moved units.

4 HESITATION. If the action chosen was Movement, and the leader commanding the action (or the Out of Command/
independent unit) is not within six hexes of the nearest enemy unit, halve the Movement Allowances of the moving units. Otherwise, No
Event.

5 NO EVENT.

6 GREAT COOGA MOOGA, GEMME OUTA HERE. If the action was supposed to be a CSA Fire Action and any of the

units firing was artillery firing at units of the 2nd NM Vols or the 3rd NM Vols, any D or worse result becomes a Rout (plus whatever step
losses are incurred), and any No Effect result becomes a Disrupted. This event may occur only twice in a game; after that, or failing the
above requirements, No Event.

7 SIBLEY ILL. The CSA commander had been quite ill in the days preceding the battle, but dragged himself out of his
“ambulance” to lead his troops. Historically, by 1 P.M. he was unable to continue and handed command over to Col. Green. If this event
isrolled, the CSA Playerrolls two dice and consults the table, below. If rolled before Sibley has arrived or afterhe hasleft, treat as No Event.

2 or 12: Sibley feels better. Increase his CP’s and Range by 1, up to their printed maximum.

3,4,10: No Change

5 or 9: Sibley feels worse, reduce CP’s and Range by 1.

6 or 8: Sibley feels worse, reduce CP’s and Range by 1. CSA Player may, if he wishes, remove Sibley. Green still arrives
at listed time.

7 or 11: If this is the 1200 turn or later, remove Sibley. If earlier, treat as a ‘6’ dice roll.

8 COMMAND CONFUSION. The Action is cancelled. Instead, the player who rolled the event rolls one die for the Leader

leading the action he originally planned. To this dieroll add that leader’s Action Rating (as a positive number if Union). If the total is:

4 + = Nothing Happens. Try a new action.

1-3 = That leader is considered to have undergone an Action (even though he really hasn’t). Give him - but not his units-
Action-1 status, or, if already Action-1, Action-2.
Theserestrictions are cumulative if rolled for the same leader.i.e., the actions can add up. If an uncoordinated/independent unit action, treat
as No Event.

9 FREEBIE TIME. The Player rolling this event may move, free of any restrictions (other than those imposed by the Action
rules), any one Out of Command/independent unit. After doing this, he returns to complete his chosen action. The freebie move does not
count as a “‘consecutive” action.

10 NOEVENT.

11 BUT WE ORDERED THE CHATEAU ALBUQUERQUE, ’59! Several sources indicate that the Union “army” either
was not supplied with grape/canister for their guns or they quickly ran out. If this event is rolled by the CSA Player, the Union player has
no grapeshot/canister left in his Supply wagons. For the Union, ignore all artillery Range adjustments for 1, 2 and 3 hexes; the Defensive
Fire adjustment becomes 2x.

12 TAKE FIVE; SMOKE ‘EMIF YOU GOT ‘EM.Ifthis is the 1300 turn or later, the Action Phase is over; perform this turn’s
Recovery Phase but skip the entire next turn, Any reinforcements due are delayed until the next turn. If this event would cause the last turn
to be skipped, or this has already been rolled in this or the previous turn, treat as No Event.

THE DESIGNER:

RICHARD H. BERG, winner of the 1987
Charles Roberts Award for Lifetime Achieve-
ment, has had over three dozen games published,
including Best Game of the Year winners, Ter-

Counter Errata (note that the counter
manifest in the rules is correct):

rible Swift Sword (1976), War of the Ring Union Units

(1978), and South Mountain (1985). 18 of his Wingate (reverse of Lewis) is a -1,not
designs have been nominated for ‘“best game” a2

over a period of 15 years. He is the president of Conlfe derate units:

Simulation Design, Inc., creator of the Great
Battles of the American Civil War system, and
lives in Scarsdale, New York, with his wife,
Karen, and son, Alex. Heis presently working on
a book on Civil War battles.

H/5 Tex reverse should be ad not a 5.
C/5 Tex reverse should be a S nota 8.
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RIO GRANDE 13

BIOGRAPHIES

Confederate Leaders

John R. Baylor: As a Captain in the Texas
militia, Baylor raised a regiment under the ruse
that he was organizing a “Buffalo Hunt” in De-
cember of 1860. This formed the nucleus of
Texas State Forces before seccession. Given the
rank of Lieutenant Colonel, Baylor accepted the
surrender of Federal forces in San Antonio dur-
ing May. Baylor’s next action saw him lead 300
men into southern New Mexico in June and July
1861. He first captured Mesilla and then Fort
Fillmore. During the events leading up to and
after Valverde, Baylor was named Military Gov-
ernor of the Confederate territory of Arizona.
After the failure of the New Mexico campaign
Jefferson Davis revoked Baylor’s commission
and political appointment.In 1863 he served asa
private during the Galveston campaign and then
disappeared into obscurity.

Thomas Green (1814-1864): Green was a
well known Texas hero. He had moved to Texas
and joined the revolt against Mexico, participat-
ing in the battle of San Jacinto. He was soon
promoted to Major. After a brief sojourn in
politics he served in the Texas army from
1840-1843, fighting Indians and defending the
frontier during the Mexican invasion of March
1842. During the Mexican War he served under
General Taylor and fought at the battle of
Monterrey. Afterwards, he was a clerk for the
Texas supreme court. Green was commissioned
Colonel of the 5th Texas Mounted Rifles on
August 20th of 1861. The 5th left San Antonio
with 926 officers and men, began the campaign
with 835 men and returned to San Antonio with
454 officers and men fit for duty. After the failure
of the New Mexico campaign he was prominent
at the battle of Galveston on January 1st, 1863.
After that battle he served with Dick Taylor at
Camp Brisland and assumed command of
Shelby’s brigade at that time. Green was ap-
pointed a Brigadier General on May 20th and led
“Joe” Shelby’s “Iron Brigade” at LaFourche,
Fordoche, and Bayou Bourbeau. Returning in
Texas he led a cavalry division against General
Banks when the latter made a landing near the
mouth of the Rio Grande. Green then returned to
Louisiana for the Red River campaign. He was
killed by a cannon shot from a gunboat on April
12th, 1864 at Blair’s Landing while leading an
attack against the Federal gunboats. General
Taylorsaid of Green that the latter was “Upright,
modest, and with the simplicity of achild,danger
seemed to be his element, and he rejoiced in
combat. His men (Green’s) adored him and would
follow wherever he led...”

WilliamR. “Dirty Shirt” Scurry(1821-1864):
Scurry was appointed Lieutenant Colonel of the
4th Texas Mounted Rifles on August 23rd, 1861
by General Sibley. Colonel Reily, the regimental
commander, being detached for diplomatic du-
ties in Mexico, Scurry commanded the regiment
during the New Mexico campaign. Scurry served
in the 2nd Regiment of Texas Volunteers during

the Mexican War. He participated in the battle of
Monterrey and was a Major by the time the war
ended. After the New Mexico campaign, he raised
his ownregiment and served in Texas and Arkan-
sas. He was appointed Brigadier General on
September 12th 1862. He commanded the Con-
federate land forces at Galveston on January 1,
1863, taking a leading part in the Confederate
victory there. During the Red River campaign of
1864 he commanded a brigade at Mansfield and
Pleasant Hill. He then accompanied Kirby Smith
to Arkansas to oppose Steele’s advance. During
that operation Scurry was mortally wounded in
April of 1864 at Jenkins’ Ferry.

“...William R. Scurry was one of the readiest
extempore speakers in Texas. A story is told to
the effect that he went to Shreveport driving an
ox wagon and arrived there hot, dusty, and be-
grimed with the dirt of the road, to find a public
celebration going on, of some kind, and anumber
of speakers holding forth. Somebody pushed
Scurry forward and called for a speech from him.
He poured forth a torrent of eloquence that held
the crowd spellbound until some exuberant spirit
yelled at the top of his voice, “Go to it,
Dirty-shirt.””

Henry Hopkins Sibley (1816-1886): Sibley
graduated from the US Military Academy at
West Point in 1838 (a year before Canby did),
31st out of a class of 45. He served in the
Seminole War and the Mexican War (Captain,
Company “1,” 2nd US Dragoons, one brevet),
and on the American frontier. He also invented
the Sibley Tent. Other peace time service in-
cluded duty in ‘Bleeding’ Kansas (1855-1857),
the Utah Expedition of 1857 and New Mexico
(1860-1861). Sibley became a Colonel in the
Confederate Army in May 1861, three days after
resigning his major’s commissions in the U.S.
Army. He was assigned to Albugerque at the
time. In another month Sibley was promoted to
Brigadier General and assigned the Department
of New Mexico. He also acquired a reputation as
a very heavy drinker in an army where heavy
drinking was quite common.

After the failure of the New Mexico Cam-
paign, Sibley servedin Louisianaagainst Banks’
1863 Red River campaign. Sibley was accused of
disobedience and unofficer like conduct after the
battles of Irish Bend and Fort Brisland. Sibley
was acquitted of the charges but not restored to
command, there being a general low opinion of
his abilities, health, and sobriety. After the warhe
served briefly in Mexico and then as General of
Artillery in the army of the Egyptian Khedive
until 1874. Sibley then returned to the US, dying
in relative poverty twelve years later.

William Steele (1819-1885): Born in New
York, Steele graduated from the US Military
Academy in 1840. He served both in the Semi-
nole War and the Mexican War (one Brevet).
Steele then spent the rest of the pre-war years on
frontier duty Indian fighting and was a Captainin
the 2nd US Dragoons when he resigned his
commission. Steele was then appointed Colonel
of the 7th Texas. A detachment of Steele’s

battalion left San Antonio and made it to the
invasion jump off point, while Colonel Steele
and the remaining five companies were left on
garrison duty in the Mesilla-El Passo area. After
evacuating West Texas, Steele was named a
Brigadier General and commanded the defences
of Galveston Texas in 1864. He also participated
in the Red River campaign of that year and
inherited the command of Green’s Cavalry Divi-
sion after the latter was killed. After the war he
held several public offices.

JohnSchuyler Sutton(?-1862): Sutton com-
manded “Sutton’s Battalion” (companies “A,”
“B,”“F,”“H"” and “I"") of the 7th Regiment Texas
Mounted Volunteers. A native of New York, he
joined the Texas Army in 1839 as a 2nd Lieuten-
ant. Captured during the 1841 Texas Invasion of
New Mexico he was released the next year. He
remained active in Texas’ military affairs, fight-
ing at the battle of Monterrey. He spent some
time in California between 1850 and 1856 but
then returned to Texas. Sutton was severely
wounded while charging the Federal battery at
Valverde. While lying wounded he raised him-
self on an elbow, pointed towards the battery,
andurged his men on as they passed. Refusing to
havehis shattered leg amputated, he died the day
after the battle.

United States Leaders

EdwardRichardSprigg Canby(1817-1873):
Canby served in both the Seminole and Mexican
wars, receiving two brevets in the latter. Before
the Civil Warhe was stationed atseveral postson
the frontier. The start of the War found him
Colonel 19th US Infantry in New Mexico. He
was successful in holding the area and stopping
the Confederate invasion. He was later sent east
to become Assistant Adjudant General in Wash-
ington, D.C. He then commanded the Union
Military Division of Western Mississippi from
May 1864 totheend of the War. Severely wounded
by Confederate guerrillas, he nonetheless led the
Union campaign against Mobile in 1865 and
accepted the surrender of Generals Taylor and
Kirby-Smith. After the war he commanded the
Department of the Colombia. While in that post
he was murdered by Modoc Indians under a flag
of truce while negotiating a peace treaty. Canby
thus became the highest ranking officer killed
during the Indian Wars.

JohnHenryCarleton(1814-1873): Carleton
joined the United States Army after the
*Aroostook War” of 1839 in Maine. He subse-
quently served with Kearny on the 1864 Rocky
Mountain Expedition and on General Wool’s
staff during the Mexican war. Earning a brevet
rank in the later conflict Carleton continued to
serve on the frontier fighting Indians and explor-
ing the west. A Captain in the 1st US Cavalry, he
was later appointed Colonel of the 1st California
Infantry and Major in the 6th US Cavalry. He was
then busy raising and organizing the troops that
would become the “California Column” until the
spring of 1862. Beforereaching the Rio Grande,
Carleton was appointed a Brigadier General of
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US Volunteers in April 1862, just before captur-
ing Mesilla Texas. In September he replaced
General Canby as head of the Department and
retained that post until the end of the war.
Carleton continued on active duty after the Civil
War and died while still in the Army.

Christopher “Kit” Carson (1809-1868): A
famous frontiersmen whose exploits are still well
known today, Carson also served with Fremont
and Kearny as a scout during the Mexican War.
The Kentucky born Carson was appointed Lieu-
tenant Colonel of the 1stNew Mexico Cavalry on
July 25th, 1861 and made the Regiment’s Colo-
nel on September 20th of that year. He was
breveted a Brigadier General (US Volunteers)
for his actions at the battle of Valverde. His best
know action in the Civil War was the suppression
of the Navajos in 1863-64.

John M. Chivington: Chivington was an
able leader in the military, religious, and political
arenas. He was a methodist preacher who took
time off from military duties on Sunday topreach
in Denver Churches. More than just a leader,
Chivington became a symbol. Chivington used
good tactics at Glorieta Pass. Two days later his
destruction of the Confederate wagon train spelled
the final doom for Sibley’s invasion. More im-
portantly, in the grand scheme of things it made
him a hero who, with the influence he thus
acquired, did great damage to Colorado, as well
as perpetrating several atrocities. Chivington’s
lasting fame came in 1864 along the banks of
Sand Creck but that is a tale for another time.

JohnP.Slough (1829-1867): Born in Ohio,
Slough moved west after being expelled from the
Ohio Legislature for “striking amember.” Active
in Colorado politics, he was appointed a Captain
of 1st Colorado on June 24th, 1861, and Colonel
on August 26th. His first military assignment
was commanding Fort Garland with three com-
panies of the 1st Colorado. Moving his regiment
to Fort Union he advanced and fought Scurry’s
Confederates atGlorieta against Canby’s orders.
After the battle he fell back to Fort Union and did
not again advance until ordered to do so by
Canby. Active command of the 1st was pretty
much left to Major Chivingtom, and he also
gathered most of the laurels for the victory. On 1
August Sloughresigned, convinced that the other
officers in the regiment were “out to get him!”
Slough then went east and was made a Brigadier
General serving in various commands in the
Shenandoah Valley and Virginia. After the war
he was a Chief Justice of the New Mexico Su-
preme Court. The state Legislature made several
attempts to have him removed, with Slough chal-
lenging the bill’s authorto a duel in 1867. Slough
lost. ]
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ORDERS OF BATTLE

UNION: DEPARTMENT OF NEW
MEXICO!

COLONEL EDWARD CANBY (Overall)
[19th U.S. Infantry]?

5th U.S. Infantry

(Capt. W_.H. Lewis)

Cos.B ,D,F,TandK

7th U.S. Infantry

(Capt. Benj. Wingate)?

Cos.C,F and H

10th U.S. Infantry

(Capt. Henry Selden)®

Cos.Aand H

1st U.S. Cavalry

(Col. Benj. Roberts)

Cos.Dand G

3rd U.S. Cavalry

(Maj. Thomas Duncan)®

Cos.C,D,Gand K

1st New Mexico Volunteers

(Col. Kit Carson)

Cos. A,B,C,D,E,F,Gand H

2nd New Mexico Volunteers

(Col. Miguel Pino)

Cos. A,B,C,D,E,Fand G

3rd New Mexico Volunteers*

(Lt.Col. Jose Valdez)

Cos. A,B,D,Fand G

5th New Mexico Volunteers®

(Col. Stapleton)®

Co.C

Independent Units

Co. A, 2nd Colorado Vols.

Graydon’s Spy Company?®

ARTILLERY

McRae’s Provisional Battery”

Hall’s Provisional Battery®

Notes on the Union:

1 = Canby also had at his disposal 1000
“Mexican” militia, under Colonel Armijo. He
considered them so ill-trained and worthless
that he refused to use them. Also floating
around were Ford’s Colorado Volunteers,
probably under Major Chivington , the
“Fighting Parson”. He would earn lasting
ill-fame two years later for the Sand Creek
Massacre of Black Kettle’s Cheyenne.

2 = The unit of assignment for the Union
regular officers often differed from the units
they actually led. E.g., Roberts was officially
Colonel of the 5th New Mexico Infantry. He
commanded the Union cavalry at Valverde.
Leaders are listed here with and of the units
they actually led.

3 = These were the actual commanders of
these regiments. They do not appear in the
game for playability purposes. Thus, Roberts
commands all the US regular cavalry, while
Lewis leads all the US regular infantry.

4 = Several reports state that this regiment had
7 companies at Valverde, not 5. It appears,
however, that two of them were left behind as
garrison.

5 = Company D of the 4th New Mex. Vols and
Co. F of the 5th New Mex. Vols appear in

several reports as present under Stapleton.
These units were around but do not appear to
have taken an active part in the battle. (Again,
they may have been doing garrison duty.)

6 = Ah, good old James Paddy Graydon’s
boys, of exploding mule fame. See the
accompanying article.

7 =McRae’s battery was an ad hoc organiza-
tion of guns manned by men from company G,
2nd US Cavalry and Company I, 3rd US
Cavalry. McRae, himself, was a captain in the
3rd U.S. cavalry.

8 = Hall was an officer of the 10th U.S.
Infantry, and his gunners were from company
F of that unit.

CONFEDERATE ARMY OFNEWMEXICO
BRIG. GEN. HENRY SIBLEY (Overall)
2nd Texas Mtd. Rifles

(Maj. Chas. Pyron)!

Cos. B. D, E and Frazier’s Arizona Rangers

4th Texas Mtd Vols.

(Lt. Col. Wm. Scurry)?

Cos. A,B,C,D,E,F,G,H,Tand K

5th Texas Mtd Vols.

(Col. Thomas Green)

Cos. A,B,C, D, E, F, G(Lancers), H,T and K
7th Texas Mtd Vols.

(Lt. Col. J.S.Sutton)®

Cos. A,B,F,Hand K

INDEPENDENT UNITS*

San Elizario Spy Co

Arizona Guards

Hunter’s Arizona Vols

Phillips’ Brigands

ARTILLERY?®

Teel’s Battery

Reilly’s Battery

Wood’s Battery

Notes on the Confederates

1 = The actual commander of the 2nd Texas
Mounted Rifles was Colonel John Baylor, who
was off with the other half of the regiment.

2 = Some sources list this as Colonel James
Reilly’sregiment, but Reilly seems to be with the
artillery.

3 = The 7th Texas was actually led by Colonel
William Steele, not present at the battle.

4 = These independent units were small “bands”
of highly irregular irregulars, more suited to
scouting and looting than pitched battle.

5 = The Confederate artillery appears to be, like
the Union, a somewhat ad hoc group, although
several sources state they were from Light Co. B,
1st Regiment of Artillery (Texas Volunteers),
commanded by Teel. This could not be verified.
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2. Ifthe firing range is greater than one-half
the printed range, reduce the unit’s strength
by one for each hex greater than half.

Examples: A unit with a printed strength of
‘4’ and aRange of ‘8" would fire with 8 SP’s
at a Range of one hex; it would fire with
4SP’sat 3 hexes; and with 1SP ata Range of
“7’ (the range is 3 greater than half, so you
subtract 3 from the strength.) A unit may be
reduced to “0” strength for firing purposes.

(8.23) Artillery adjusts its fire strength as
follows:
1. When firing Defensive Fire atan adjacent
hex (8.44) it use an 8x multiple (not4x asin
below).
2. When firing as an action at an adjacent
hex, quadruple the strength (4x);
3. If firing ata Range of 2 or 3 hexes, triple
the strength (3x);
4. If firing at a hex that is greater than half
its Range, is halved (rounding down), with
a minimum of 0 possible. Example: if an
artillery unit withaRange of ‘14’ and2 SP’s
fired at a range of 2 hexes it would use 6
SP’s. But if it fired at a range of 8 hexes, it
would use 1 SP.
5. Whenever artillery strengths are not
multiplied and the resultis a 1/D, only the
D result is used. In addition, artillery at two
hexes or greater can cause a maximum of 1
step loss per firing, regardless of the actual,
number result.
(8.24) Units firing at two hexes or more may
fire only at targets to which they can trace a
Line of Sight (LOS); i.e., they must be able
to “see” it. LOS is traced from the center of
the firing hex to the center of the target hex.
The basic premiseis: ifthe LOSisblocked,
fire is not possible.
(8.25) For units firing at enemy units on the
same elevation level the following, inter-
vening terrain (and other) types will block
LOS:

1. Sand Dunes

2. Combat units on the same elevation

3. A hex of higher elevation.

(8.26) For units firing at a target at a differ-
ent (higher or lower) elevation the follow-
ing types block LOS:

1. A hex of elevation higher than both the
target and the firing unit;

2. Sand Dunes

3. Combat Units (See 8.28) in a hex higher
or the same as either the target or the firing
unit.

(8.27) Terrain or units can block the LOS
between units on different elevations if the
blocking hex is higher than the lower unit.
To determine whether something blocks

between units on different levels count the
hexes between the lower unit and the poten-
tial obstacle. If this distance is less than half
the number of hexes between the firing and
target units the LOS is blocked. If the num-
ber is equal to or greater than the total
distance, LOS is clear.

(8.28) Artillery firing at a distance greater
than three hexes may always fire throughits
own units on the same or lower level, aslong
as those units are not adjacent to the target
unit.

(8.3) Ammunition and

Resupply
(8.31) Each time a unit fires (including
defensive fire) and the playerrollsa ‘6, that
unit is Jow on ammunition.

Place an “Ammo Low” | OUT
marker on it. If the unit was OF
AMMO

already Ammo Low and the
playerrollsal, 3 or 6 that unit
is now Out of Ammo and may not fire until
Resupplied.

(8.32) To resupply a unit, the player must
undertake a Resupply Action. If successful,
the player may resupply - remove any Ammo
Low or Out of Ammo marker - for any one
In Command unit, not Disrupted and at least
three hexes distant from the nearest enemy
combatunit. Independent unitsand artillery
must be in Command Range of any friendly
leader. (There are no Supply Wagons.)

(8.33) The player does not use Leader
Action Ratings to adjust a Resupply at-
tempt. There is an automatic +2 (CSA) or -2
(Union) adjustment to this TCT dice roll.

(8.4) Melee

(8.41) “In Command” infantry and cavalry
may melee any enemy units in their Zones of
Control. “Out of Command” and Artillery
units may not melee.

(8.42) Melee is a Combat Action. It may be
conducted with a preceding Fire Combat
(8.1) by any of the attacking units. Ranged
Fire is not allowed. (Melee without Fire is
usually undertaken only by mounted cav-
alry.) When Melee and Fire are combined in
one action notall units must Fire; at leastone
unit must fire and such fire must be directed
only at units about to be meleed.

(8.43) A unit does not have to melee, but if
it does there are certain requirements. If a
unit fired before Melee it (or another friendly
unit) must melee all enemy units at which it
fired. If there was no preceding fire, it must
melee all enemy unitsin its ZOC. In the case
of multiple units attacking several enemy
units, the attacker may split his attacks in

any way he sees fit, as long as the Fire/ZOC
requirements are met. A single unit may
melee more than one enemy unit, but it may
never split its strength into two or more
separate melees.

(8.44) Priortoresolving the melee (but after
any preceding Fire within the same action),
the defending player may Defensive Fire
with any of his units that are either about to
be meleed or adjacent to a friendly unit
about to be meleed. He may fire at any (but
not necessarily all) of those attacking units
thatare in his firing unit’s ZOC’s. Defensive
Fire is conducted in exactly the same fash-
ion as Fire Combat (8.1 and 8.3) except that:
1. Itis not an Action and requires no TCT
dice roll - it is part of the other player’s
Melee; and

2. Artillery multiplies its strength by eight
(8x), not 4x, when firing Defensive Fire
(only).

3. Aunit may Defensive Fire only once per
action;

4. Thereis no advance (8.7) after Defensive
Fire.

(8.45) After the defending player has re-
solved all of his Defensive Fire, the attack-
ing player now resolves all remaining me-
leesinany order he wishes. He compares the
strength of the attacking units with that of
the defending units, stated as an odds ratio
reduced to its simplest form and rounded
down in favor of the defender. Thus, a 6
point unit and a 7 point unit attacking an
enemy 5 point unit would melee attwo-to-one
(6+7 = 13 t0 5, rounded down to 2/1). The
player then consults that odds ratio column
on the Melee Table, makes any column
adjustments (8.46; do not use the adjust-
ments for Fire), rolls one die and applies the
results immediately.

(8.46) Mounted cavalry units that are not
charging/counter-charging (see 8.5) halve
their printed strengths, retaining fractions.
{(Retaining fractions applies to any unit that
must halve its strength.) See, also, adjust-
ments for Square, 6.35.

(8.47) The Melee odds column may be ad-
justed as follows:
Shift

1 to the Right (1IR)

Reason

Any meleeing
units are attacking
into/through the
enemy’s flank or
rear hexsides, or
defenderis
Routed. However,
this modifier is
NOT used if the
attacker is in the
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ZOC of a different
enemy unit.
Variable to the Left (?L) Terrain Effects
(See the Terrain
Effects Chart)
Any Defender has
High Morale
Any Defender has
Fair Morale
Any Defender has
Broken Morale
Any Attacker has
High Morale
Any Attacker has
Fair Morale
Any Attacker has
Broken Morale
Charging unitis a
Lancer (L);
defender is on
foot and not in
Square.
All adjustments are cumulative, and the
maximum net Melee column shift is three
3).
(8.5) Cavalry Charge

As aMelee (only) Action, a Player may

Charge enemy units with his mounted cav-
alry, subject to possible counter-charge by
enemy mounted cavalry. Charging is the
only way a mounted cavalry unit gets to use
its printed/mounted strength. If a mounted
cavalry unit is not “charging” it follows
normal melee rules and uses halfits strength
(as per 8.46).
(8.51) Only “In Command” (or indepen-
dent) mounted cavalry units with Fair or
higher morale that are not Disrupted, routed
or in an enemy ZOC may charge (or
counter-charge). Charge is resolved like
Melee, with some important exceptions,
which follow.

(8.52) In order to charge enemy units the
charging cavalry must start from three to six
hexes distant: the Charge Range. In addi-
tion, no charge (or counter-charge) may
enter or cross the following hexes/hexsides:

1. Grove or Marsh;

2. Sand dunes;

3. Any hex of different elevation;

4. Any all-river hex;

5. Any hex containing combat units;

6. Any Enemy ZOC, excluding the ZOC
of the target.
(8.53) Cavalry may charge/counter-charge
only through their frontal hexsides. The
charging units may not change facing dur-
ing the course of the charge. Le., the vertex
the unit faces must always point in the same

1 to the Left (1L)
1 to the Right (1R)
2 to the Right (2R)
1 to the Right (1R)
1 to the Left (1L)
2 to the Left (2L)

1 to the Right (1R)
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direction.

(8.54) The procedure for undertaking and
resolving a charge is as follows:

1. Roll successfully on the TCT for a com-
bat action;

2. Announce which units are charging, what
their targets are, and what the course of the
charge (Charge Path) is.

3. If the opposing player has any enemy
units that would be eligible to charge within
three hexes of any hex in the Charge Path,
including cavalry units thatare, themselves,
targets, he may announce he will
counter-charge with as many of those eli-
gible units as he wishes. (See 8.55).

4. Counter-charge melees, if any, are re-
solved now (8.55).

5. Alltarget units, other than those that are
nolongertargetsbecause of counter-charges
and those units in Square, undergo a Charge
Morale Check (9.3).

6. Defending units that pass a Charge Mo-
rale Check may now defensive Fire at the
charging cavalry (at a distance of one hex).
7. After Defensive Fire casualties (if any)
are taken, the Charging units now melee
their targets. Charge Melee is resolved like
regular melee, except that charging units
use their printed/mounted strength. In addi-
tion, if the charging unit is a Lancer and the
defending units are foot units, adjust the
Melee Column one to the right. (See 8.9).
(8.55) Mounted cavalry units in Action-1
status or lower that are not disrupted or
Routed may Counter-charge any charging
enemy unit if the former is within three
hexes of a hex in the Charge Path.
Counter-charge does notrequire a TCT dice
roll, but itis treated as an Action in terms of
4.34. Counter-charge isresolved as follows:

1. For each unit eligible to counter-charge
the player makes a Charge Morale Check
(9.3). If the unit fails, it may not
counter-charge (but it is not Disrupted). If it
passes, it must counter-charge.

2. The counter-charging unit melees the
charging unit in the first hex in the Charge
Path that it could reach (8.52 applies to
counter-charges).

3. The counter-charge attack is resolved
using printed strengths. Regardless of its
results, the charging unit may not continue
its charge.

(8.56) More than one cavalry unit may
charge a single target.

(8.57) Regardiess of the result of a charge,
allcharging/counter-charging units are Dis-
rupted at the end of the Action. See 8.62.

(8.58) Lancers: Companies B/G of the 5th
Texas cavalry (CSA) are lancers. Lancers,
noted with an “L,” gain a 1R Melee CRT
shift when charging foot units that are not in
Square. However, they may not fire and they
may not dismount (as they were not trained
to fight dismounted).

(8.59) A charge which draws a counter-
charge will, most likely, be a confused,
swirling affair. This is intended, as that was
what most of those mini-battles were.

(8.6) The Combat Tables

(8.61) All combat units with a reverse side
have four possible steps to lose. Units with
no reverse side (those with only 1 SP) may
absorb only 2 Step Losses.

1. For the first step lost, place a Step Loss
marker under the unit. There is no effect to
its combat or movement abilities, but its
Morale is now Good.

2. For the second step lost, remove the Step
Lost marker and flip the unit to its “Re-
duced” side. The unit will now have alower
combat strength and its Morale is now Fair.
If there is no reverse side, the unit is elimi-
nated.

3. For the third step lost, place a Step Lost
maker under the Reduced unit. Again, the
marker has no effect, other than to lower its
Morale to Broken.

4. For the fourth step lost, the unit is perma-
nently removed from play. (Players should
note that the unitis not actually wiped out to
the last man; it is simply so reduced in
strength and will to fight that it is useless.)
(8.62) Thefollowing are the possibleresults
from combat:

1,2, or 3 = These are the number of steps a
unit loses. This applies to attacking or de-
fending units as a whole - not each, indi-
vidual unit. If there is more than one unit in
a target/attacking hex the top unit absorbs
the loss. If the loss exceeds the top unit’s
strength, then the bottom unit takes the re-
maining losses. Artillery at two hexes or
greater can cause a maximum of 1 step loss
per firing, regardless of the actual number
result.

D = Disrupted status results from (a) en-
emy fire and affects all units in that hex; (b)
Charge Morale dice rolls (9.3); and after
cavalry charges; see 8.57. Disrupted units:
1. May undertake only oneadditional action
that turn, if they have not already reached
Action-2 status. That additional action may
only be Movement

2. Their movement allowance is halved and
they may not enter an enemy ZOC,
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3. Cavalry may not counter-charge or Re-
treat Before Combat.

4, Thereis a 1L Fire Column shiftif they fire
Defensive Fire (even in combination with
other, non-Disrupted units.)

Disrupted units may be rallied in the Recov-
ery Phase, although there is a danger they
will rout, instead.

1/D = If only artillery is firing and its
strength is not multiplied, use the “D.” Oth-
erwise, use the ‘1°.

R (Fire RT) = This applies only to units
with Fair or Broken Morale. Roll one die for
each “Fair” unit. If the numberrolled is odd,
it must Retreat one hex and cannot offer
Defensive Fire or Melee. If Broken, the
Retreat is automatic. All units retreat 10-
wards their entrance hexes. Retreat is con-
ducted like regular movement (although itis
notanaction), which means the units have to
be (re)faced in the direction they are retreat-
ing. See 8.71. This result is not a Rout.

R (Melee RT) = All affected units retreat
one hex, as above.

EX = Both Attacker and Defender lose 1
Step.

- = No Effect (no losses).

(8.63) The Fire Results Table

(See charts page)

(8.64) The Melee Results Table

(See charts page)

(8.7) Advance and Retreat

(8.71) A unit that is forced by melee o
retreat moves one hex away from the at-
tacker within the following restrictions:

1. It cannot retreat off the map, cross a
hexside or enter a hex that it would normally
not be able to move across/into;

2. It cannot enter an enemy-occupied hex;
3.Itcannot enter an enemy ZOC unless that
hex is occupied by a friendly unit and stack-
ing restrictions allow it.

4. A unit forced to retreat across a Sand
Dune is automatically Disrupted.

(8.72) Units that must retreat but cannot
stay in place and lose an additional step.
However, see 5.27.

(8.73) I, as a result of Fire prior to Melee
from anadjacenthex,anenemy/target hex is
left vacant, one firing infantry/dismounted
cavalry unitmay advance into thathex. This
decision must be made immediately after
the Fire Combat result and before any other
fire. Advance is not an action, needs no dice
roll or movement points and is not appli-
cable to Defensive Fire or a Fire Only Ac-
tion.

(8.74) If a defender vacates a hex as a result
of melee/charge the attacker MUST ad-
vance one of the attacking units into that
vacated hex.

(8.75) Mounted Cavalry )
(only)thatisabouttobemeleed | col vol
byinfantry ordismountedcav- | ¢ 1
alry OR fired at by any unit at 6-12

a range of three (3) hexes or
less may, before the combat is resolved,
Retreat Before Combat either one, two or
three hexes (8.76). Cavalry may not Retreat
Before Combat before any fire at a range of
4 or more hexes. Retreat Before Combat is
not an action and does not use movement
points. The cavalry unit may notretreat if it
is Disrupted, routed, or in an enemy mounted
cavalry ZOC at the time, or its retreat would
move it into an enemy cavalry ZOC. If the
action chosen by the enemy was Melee or
fire from an adjacent hex prior to a melee,
any/all of the units that were going to melee
may advance into the vacated hex, ending
the action (for those units).

(8.76) A cavalry unit that Retreats Before
Combat one hex suffers no penalty. If it
retreats two hexes it is considered an action
for4.34 purposes, althoughno TCT diceroll
isnecessary. If it retreats three hexesitis an
action and the unit is Disrupted. Cavalry
with an Action-2 status may not retreat two
or three hexes.

(8.77) All retreats must be towards the
respective Entrance Hexesin asdirectaline
aspossible, following, however, the path of
least resistance (leastnumber of movement
points to get there, unless blocked by other
units, etc.)

(8.8) Rally and Rout

Disrupted and Routed units may be ralliedin
the Recovery Phase, Disrupted units first.
Routoccursonly asaresultof trying torally
a Disrupted unit; it is not a combat result.
(8.81) To Rally a Disrupted unit, roll one
die. If the die roll is a

a. 1-4, the unit is no longer Disrupted.
Remove the marker.

b. 5, it remains Disrupted

¢. 6, The unit Routs and must Rout
Move; see 8.82[c]. If the unit was in Square
at the time, it goes out of Square automati-
cally.
(8.82) To Rally a Routed unit, roll one die.
If the dieroll isa

a. 1, the unit is no longer Routed. Re-
move the marker.

b. 2-4, the unit is no longer Routed, but
is, instead, Disrupted. It retains this new
status until, atleast, the next Recovery Phase.

¢. 5-6, The unit remains Routed and
must Rout Move half its movement allow-
ance. Units that cannot complete this Rout
Move because of friendly units (1), enemy
units, ZOC’s or impassable terrain move as
far as they can and lose a step. Rout move-
ment follows the precepts of retreat (8.77);
units that rout off the board are eliminated.
(8.83) The following Rally die roll adjust-
ments apply:
1. If the Disrupted or Routed unit is in an
eneny ZOC, add one to the die roll.
2.1f the Disrupted or Routed unitis mounted
cavalry, subtract one from the die roll.
3.1ftheunitis Broken Morale,add oneiothe
die roll.
4. If stacked with a Leader, subtract one
from the die roll.
5.Ifunithas High Morale, subtract one from
the die roll
All of the above are cumulative.
(8.84) Players may choose not to undergo
rally rolls for a unit. Such ignored units
simply remain in place in their present sta-
tas.
(8.85) Routed Units may not move, fire or
melee. They may not stack with any other
units. If meleed or fired at, the attacking/
firing unit gets a 1R benefit.
(8.86) If an artillery unit routs it is, instead,
eliminated.

(8.9) Artillery and Melee

(8.91) Artillery Strength points are never
used for melee, except for 8.92.

(8.92) If artillery is alome in a hex and is
meleed, it has a total melee strength of one
(1). In this case, any adverse result (includ-
ing an EX) eliminates the entire artillery
unit,

(8.93) If artillery is stacked with infantry/
cavalry that is meleed the artillery may
retreat (if required), and all step losses must
be taken from the infantry or cavalry, if
possible. If artillery is required to take step
losses from melee it is eliminated. It takes
step losses from Fire as per 8.62.

(9.0) MORALE

Morale measures a unit's ability to fight
over a period of time, usually as a func-
tion of how well it is doing.

A unit’s level of Morale depends on how
many casualties it has taken. Morale levels
may affect melee and victory.

(9.1) Morale Levels

(9.11) There are four levels of Morale:
High, Good, Fair and Broken.
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(9.12) Units at full strength with no step
losses have High Morale. At full-strength
with a Step Loss counter they have Good
Morale. Units at Reduced Strength have
Fair Morale, and units at Reduced Strength
with a Step Loss have Broken Morale.
(9.13) Artillery isalways considered to have
Good Morale, regardless of losses.

(9.14) As units may not recover lost steps,
they may never increase their Morale levels.

(9.2) Effects of Morale Levels

The Morale Level a unit is at may affect its
abilities.

Level Effect

High 1. One column adjustment in
their favor in melee
2. Subtract one from Rally die
rolls.

Good No effects

Fair One column adjustment
against units in melee.

Broken 1. One column adjustment

against units in melee.

2. May not voluntarily enter
an enemy ZOC.

3. Exert a ZOC through only
their Frontal hexsides, not
flank.

4. Add one to Rally die rolls.

(9.3) Charge Morale

(9.31) Whenever a unit has to make a
Charge Morale Check during the course of
a Charge/counter-charge, he rolls two dice
and compares the result to the Morale Check
Number that corresponds to that unit’s Mo-
rale Level:

High (10) Good (8)

Fair (6) Broken (5)
If the dice roll is higher than the Morale
Check Number, that unit has failed the check
(see 9.33).

(9.32) The dice roll may be adjusted as
follows:

1. Subtract the Action Rating of that unit’s
combat leader (if in Range).

2. If that unit is in Command Range of its
Overall Commander the player may sub-
tract one of that leader’s available Com-
mand Points, if he wishes.

3. If the unit being charged is infantry or
Union Regular dismounted cavalry,addone
to the dice roll.

4. If the unit being charged is dismounted
Confederate or Union volunteer cavalry,
add two to the dice roll.

All of the above are cumulative.
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(9.33) If aninfantry, artillery or dismounted
cavalry unit being charged fails a Morale
Check, it is Disrupted and must immedi-
ately be retreated a number of Movement
Points equivalent to the roll of one die, or
one hex (whicheveris more). The charging
cavalry must then enter the vacated hex and
may then move an additional two hexes (if
so desired), within stacking and charge path
restrictions. The charging cavalry unit will
stop immediately upon moving adjacent to
an enemy unit. Remember 8.57.

(9.34) If a unit wishing to Counter-charge
fails a Charge Morale Check, it may not
counter-charge thataction. There isno other
effect.

(9.35) Units in Square do not undergo a
Charge Morale Check.

(10.0) COMMAND

Leaders affect their units' abilities fo move
and fight.

(10.1) Combat Leaders

(10.11) Combat Leaders are the (regimen-
tal) commanders directly leading troops.
E.g.,Colonel Kit Carson commandsall units
in the 1st New Mexico Volunteer regiment.
(10.12) A CombatLeader’s Action Rating
is the modifier for all TCT dice rolls involv-
ing that leader: a plus [+] for Confederates,
and aminus [-] for Union. (Note: the Action
Rating is positive for Confederate leaders
and negative for Union because the way the
Turmn Continuation Table is set up, the higher
the die roll, the more favorable for the Con-
federates, and the lower, the more favorable
for the Union. Note also that a relative
comparison of leader capability can be had
by comparing their absolute strengths; i.e.,a
minus 2 Union leader is as good as a plus 2
Confederate. And, again, note that a Union
leader with a minus 2 rating is better than a
minus 1.)

(10.13) A Combat Leader’s Command
Range is the maximum number of hexes
distant a combat unit in that leader’s com-
mand may be from the leader and still be
considered In Command. The hex the leader
is in does not count, but the hex the combat
unitis in is. This Command Range may not
be traced through or across hexes/hexsides
into or across which a leader could not
normally move. It may not be traced through
an enemy ZOC unless that hex is occupied
by a friendly combat unit, in which case the
player must count the additional points for
moving in/out of that ZOC.

(10.14) For “play” purposes the Union has
only two Combat leaders for its Regulars,

even though there is more than oneregiment
for each leader. Therefore, Roberts com-
mands all Union regular cavalry (1stand 3rd
US Cavalry) and Lewis leads all Union
regularinfantry (Sth, 7thand 10th US Infan-

try).
(10.2) Overall Commanders

(10.21) The Overall commanders are in
charge of their “armies.” They do not di-
rectly affect combat units but, rather, affect
the Combat Leaders subordinate to them.
Colonel Edward Canby leads the Union
forces,and General Henry Sibley commands
the Confederate “Army of New Mexico.”
(10.22) Overall Commanders have a Com-
mand Range, which works in the same
fashion as 10.13 except that it affects only
the Combat Leaders within his range.
(10.23) The Overall Commander has Com-
mand Points (CP). These may be used to:
1. Influence the Initiative die roll; AND/OR
2. Affect Charge Morale Checks (9.32);
AND/OR

3. Increase a subordinate Combat Leader’s
Action Rating by 1; AND/OR

4, Increase a subordinate Combat Leader’s
Command Range by 1.

Useof a“points” for one purpose means that
that point may not be used for the others that
turn. However, remaining points may be
used for other purposes. Thus, if Sibley uses
one of his three Command Points for his
Initiative die roll, he has only two points left
to use to help his subordinates.

(10.24) Only one Command Point may be
used for any given Action/die roll, and the
commander’s CP’s are the maximum that
may be used in one turn. Command Points
must be given out before the dice roll they
would help. Once given they are expended,
regardless of the result.

(10.25) Overall Commanders may affect
play only if/when they are on the map.

(10.3) Leaders and Combat

(10.31) If a leader is in a hex that is fired
upon and the result was at least one Step
Loss, the Ieader’s player rolls two dice. Ifhe
rolls a ‘12’ that leader has been killed and is
removed from play. In the Recovery Phase,
flip the counter over to its Replacement
Leader side and place the “new” leader with
any unit in his command. If an Overall
Commanderisreplaced by aCombat Leader
thatisin play, the latter mustalso be flipped.
(10.32) If units with which aleaderis stacked
are totally eliminated by either Fire or Me-
lee,oraleaderisaloneinahex and anenemy
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unit moves adjacent, the leader’s player
rolls one die:

1.Ifherolls a 1-5, the leader is immedi-
ately placed with the nearest combat unit in
hiscommand and charged with an Action. If
that leader is already Action-2 there is no
additional penalty. (The enemy unit that
moved adjacent to the leader-occupied hex
may continue to move, if MP’s are avail-
able.) If all combat units in his command are
gone, remove the leader.

2. Ifherolls a ‘6’, the leader iskilled, as
per 10.31.

(10.4) Independent Units

(10.41) Independent units (units not as-
signed to any leader) are noted with the
letters “Ind” on the counter. Artillery sec-
tions are not independent for the purposes of
this section.

(10.42) Independent units are always In
Command and use Coordinated actions.
Some Union independent units - those with
an asterisk (Ind*) - may also be attached,
temporarily, toacombatleader within whose
Range they are at the time of the action, as
follows:

1. C, 4/5 New Mex Vols, to any New
Mex Vol leader.

2. A, Col. Vol’s, to any US (Regular)
leader.
No other independent unit may be com-
manded by a leader - even if in the latter’s
range - other than the Overall Commander.
(10.43) Independent units do not suffer the
Out of Command TCT dice roll adjustment
(4.22). When operating without a leader,
they use an Action Rating of ‘0.’

(11.0) RANDOM EVENTS

Random events are unusual occurances
that may change the course of a battle.

An adjusted TCT dice roll of “7” re-
quires the rolling player to roll two dice and
consult the Random Events Table (EXCEP-
TION; See 4.42.) The planned Action is
cancelled. The Random Event result is car-
ried out immediately and, unless specifi-
cally stated otherwise, the same player then
rolls again on the TCT. He may change his
Action from what it was before the Random
Event.

(12.0) SET-UP AND

REINFORCEMENTS

The game starts with the 0830 turn and
ends either when one side must Withdraw
(see 14.0), or, failing withdrawal, at the
conclusion of the 1800 turn.

For the Union, companies A/G of the

3rd New Mexico Volunteers start (mounted)
in any Road hex.

For the CSA, the B/D and E companies
of the 2nd Texas Mtd Rifles, with their
commander (Pyron), start (mounted) in any
of the gully hexes between the sand dunes
east of the river and within six hexes of the
CSA Entrance hexes.

Union Reinforcements

Union Reinforcements may enter through
either of the two Union entrance hexes.
Cavalry must enter mounted. All the units
from a regiment arriving at the same time
must enter through the same hex.

Turn Units

0830 Roberts, Co.D 1st US Cav;
Cos. C/D, G/K 3rd US Cav;
*Valdez, Cos. D/F 3rd New
Mex Vols

Lewis, Co. K 5th US; Co. H
7th US; Co. B 3rd New Mex
Vols; Co. C 5th New Mex
Vols; McRae’s battery (secs
‘a’, ‘b’); Hall’s Provisional
Artillery

Cos. B/D, F/1 5th US; Cos. C/F
7th US; Cos. A/H 10th US; Co.
Ab(Dodd’s)2nd Colorado Vols
Carson, all cos. 1st New Mex
Vols

Graydon’s Spy Company
Canby, Co. G 1st US Cav;
sec. ‘¢’ McRae’s battery

Pino, all cos. 2nd New Mex
Vols

* = These New Mexico Volunteers may not
enter until the US regulars have entered.
Confederate Reinforcements
Confederate reinforcements arrive through
any CSA Entrance Hex. Cavalry must enter
mounted.

0900

1130

1200

1300
1430

1530

Turn Units

0900 Sibley, Scurry, Cos. A/B, /K
4th Texas Mtd Vols.; Frazier’s
Arizona Rangers

0930 Cos. C/D, E/F, G/H 4th Texas
Mtd Vols; Reilly’s battery

1030 Sec. ‘a’ Teel’s Battery

1100 Sec. ‘b’ Teel’s battery

1300 Green, Cos. B/G, D/E, A/F
and I/K 5th Tex Mtd Vols;
Wood’s Battery

1330 Sutton, Cos. B/F, K 7th Tex
Mtd Vols; Co. H 5th Tex Mtd
Vols

1600 Co. C 5th Tex Mtd Vols; Cos.
A/H 7th Tex Mtd Vols; San
Elizario Spy Co; Phillip’s
Brigands

1630 Arizona Guards; Hunter’s

Arizona Vols.,
See 5.5. for specifics on bringing in rein-
forcements.

(14.0) VICTORY

CONDITIONS

DESIGNER’S NOTE: Sibley, with his
troops in desperate need of supply, is trying
to cross the river; Canby is trying to stop
him. Canby isalso trying to destroy Sibley’s
army, while Sibley is attempting to do the
same to Canby so that he can continue his
expedition unhindered.

Players play until one side is forced to
Withdraw or, failing that, until the end of the
1800 game-turn, after which victory is as-
sessed.

WITHDRAWAL: Atthe end of a game-turn
in which a player has at least two-thirds (2/
3) of his non-artillery combat units Elimi-
nated or with Broken Morale (count elimi-
nated units as well as not-yet-arrived rein-
forcements) he must Withdraw and the game
is over, at which time player’s total Victory
Points, as below. (To save you the time, that
means 17+ Union units or 15+ Confeder-
ates.) If both players reach Withdrawal at
the same time, the game is over, but no one
gets Withdrawal credit. Credit for units
across the river apply whether aplayer with-
drew or not.

Players are awarded Victory Points, as fol-
lows:

Points To Whom
3VP CSA

Why

Each CSA unit
In Command*
and west of the
Rio Grande.
Each Union
unit In Com-
mand* east of
the Rio Grande.
Each enemy
unit with
Broken Morale.
Each enemy
unit eliminated
or routed off
the map.

Player with the
least units
eliminated.
Ties?No points.
Either Oppo-
nent Withdraws
* = Independentunits mustbein any friendly
leader’s command range.

The player with the most Victory Points
wins.

3VP Union

1VP Either

1VP Either

10 VP

Either

15 VP
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Light Infantry and the Demise of the

Post-Frederican Prussian Army
by Brigadier General R.E. Bell (U.S. Army, retired)

On 14 October 1806, Napoleon and the
Frencharmy drove the Prussian army off the
battlefield at Jenaand Auerstadtand hounded
it to the far corners of Germany. When the
French pursuit ended, the once proud Prus-
sian military establishment was in ruins. Its
devastation was complete. The armed forces
which Frederick William I organized in the
18th century, and Frederick the Great had
led to victory in the Seven Years War (1756-
1763) virtually ceased to exist. The obvious
question is, why did thisarmy collapse? The
short answer is that its leaders had failed to
keep abreastof new battle techniques. True,
the Prussian leadership was largely inexpe-
rienced, overaged, ignorant, and no match
for Napoleon and his generals. But the un-
derlying reasons for the catastrophe are too
complex and pervasive to simply pin the
blame on a few individuals.

Essentially, the Prussian military sys-
tem had stultified as the result of past battle-
field success. There were political, psycho-
logical and physical manifestations which
were significant. Perhaps the most impor-
tant psychological factor was the inflexibil-
ity imposed on the entire Prussian society by
a victorious but rigid state apparatus. In the
Army, the primary physical manifestation
of thisrigidity was the total reliance on close
order battle drill, which turned the battle-
field into a bloody parade ground. In the
end, Frederick the Great’s achievements

s

&

cast an oppressive pall over all attempts by
progressive Prussians to prepare to fight
future wars. The result — disastrous defeat
— was predictable, and it came on the ca-
lamitous day at Jena-Auerstadt.

It would be the French army’s light
infantry tactics which made the differenceat
Jena-Auerstadt. These gave the French a
tactical ascendancy by allowing them to
negate the superior Prussian fire discipline.
Ironically, it was a Prussian who had served
on Frederick the Great’s staff in the Seven
Years War whochampioned these new light
infantry tactical evolutions. Baron Frederick
von Steuben, while serving with the Ameri-
can army, quickly recognized the superior-
ity of the individual fighting man, and, in
effect institutionalized the employment of
light infantry. So while at the beginning of
the 19th century the Prussians were prepar-
ing to “fight the last war,” the Americans,
British and French had already recognized
the utility of skirmishing, light troops, and
an “open” order of battle.

Warfare in the 18th
Century

By the middle of the 18th century the
Prussian Army was generally considered to
be the best in Europe. The reason for this
was largely because of two men, Frederick
William and Frederick IT, known as Frederick
the Great. These men built the Prussian

Army into the most efficient force in Eu-
rope, and then utilized it to build Prussian
power. The army was key to the emergence
of Prussia as a major state.

The social and economic environment
throughout Europe was a paramount influ-
ence on the development of military doc-
trine in the 18th Century. The depradations
of the 30 Years War (1618-48), in which
much of central Europe was devastated by
marauding armies, led to limitations on the
conduct of war. The rise of absolutist mon-
archies gave central governments total con-
trol of state armed forces. This environment
dictated the limited and formal nature of
warfare in this century. Combat eschewed
killing in favor of maneuver, and the laws
and customs of war restricted attacks against
noncombatants. The destruction wrought
was generally minimal and this state of
affairs was considered one of the “loftiest
achievements of the eighteenth century.”
The consequences of this environment were
telling. Military strategy and tacticsbecame
increasingly rigid.

The strategy of the day was one of ma-
neuver, not of annihilation, and the purpose
was to exhaust the enemy, not destroy him,
The operational objective was to cut the
enemy’s lines of communications (his sup-
ply and retreat routes), thereby forcing his
withdrawal and defeat with minimal casual-
ties. The focal point of campaigns were
fortresses (usually fortified cities) which
served as bases of operations. Sieges be-
came increasingly critical. Indeed, some of
the greatest military leaders of the period,
such as John Churchill, the Duke of
Marlborough and the French Marshal
Maurice de Saxe, fought only a compara-
tively few battles in their entire careers.

In this period, Germany
was divided into numerous mi-
nor states and principalities, each
withitsown sovereign,economy
and army. Among these, Prus-
sia was the poorest in just about
everything, from resources to
climate, population, industry,
and trade. During the 17th cen-
tury, Prussian territories had
been a battleground for other
European armies. Prussia's lead-
ersrealized that only by having
amilitarily superior army could
Prussia have any real indepen-
dence. In the 18th century, it
would be the Prussian Army
which would guarantee national
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Major Events

1688-1713: Reign of Frederick I. He started his
reign as Elector of Brandenburg (The Electors
were powerful nobles who elected the Holy
Roman Emperor.,).

1701: Frederick I proclaims himself King of
Prussia.

1701-1713; Prussia allies with Britain. Prussian
Army contingents participate in battles of
Blenheim, Ramillies, Qudenarde and Maplaquet
against the French.

1713: Treaty of Utrecht, ending the War of the
Spanish Succession, recognizes Prussia’s status
as a kingdom.

1713-1740: Reign of Frederick William. Prus-
sian army built up to 80,000 men with Prince
Louis of Anhalt-Dessau as drillmaster.

1740-1786: Reign of Frederick I (“The Great™).

1740-1748;: War of the Austrian Succession.
Prussiainvades the Austrian province of Silesia.,
precipitating awider European conflict. Prussia
wins a succession of victories at Mollwitz (1741),
Hohenfriedberg (1745) and Sohr (1745). Treaty
of Dresden (1745) ends Prussian participation,
withrecognition of Prussian conquest of Silesia.

1756-1763: Seven Years’ War. Austria, France,
Russia, Sweden and Saxony join in coalition
against growing Prussian power. Great Britain
supports Prussia. Seven Years’ war is fought
worldwide, in Europe, North America (French
and Indian War) and India. Frederick wins sev-
eral major battles, including Rossbach (5. No-
vember. 1757), where with 20,000 men he de-
feats 40,000. French and Austrians by rapidly

switching from front to flank to meet an enemy
envelopment; and Leuthen (12 December 1757),
where he defeats a superior Austrian army by
concentrating his entire force against its left
flank. Russians briefly seize Berlin, Prussia’s
capital, in 1760 but withdraw from the War when
Czarina Elizabeth dies. The War ends in 1763
with the Treaty of Hubertusburg, restoring the
status quo.

1786-1797: Reign of Frederick William II.

1792-1798: War of the First Coalition. Prussia
allies with Austria and Piedmont against Revolu-
tionary France. Allies invade France,butstopped
at the battle of Valmy (20 September, 1792).
Renewed Allied invasion brings France to near
collapse, but French Levee en Masse, placing
fourteen armies into_ the field. French victories
repulse invasions in several battlefield victories,
and then take the offensive into Belgium, the
Netherlands, tothe Rhine, and into Italy. General
Bonaparte leads Republican French armies to
victory.in Northern Italy.

1797-1840: Reign of Frederick IT1.

1798-1802: War of the Second Coalition.

1805-1807; War of the Third Coalition. Britain,
Russia, Austria and Sweden take the offensive.
Prussia initially stays neutral. Napoleon forms
the Grand Army, and defeats Coalition forces at
Ulm and Austerlitz (1805). Austria capitulates,
and Russian forces withdraw. In 1806, Napoleon
forms the Confederation of the Rhine and dis-
solves the Holy Roman Empire. Prussia, alarmed
at French control of central Germany, joins the
Coalition. French defeat Prussians at Jena-
Auerstadt (14 October 1806).

security, gain the state international respect,
and expand Prussia's power throughout Eu-
rope. Thus, to the Army the Prussian gov-
ernment devoted its national resources. In-
deed, it has been stated that Prussia literally
starved itself into greatness!

‘When Frederick II ascended the throng
in 1740, Prussia was beginning to emerge as
a viable nation. Its army, built by his father,
Frederick William, had the potential for
being a powerful fighting force. It was char-
acterized by close order drill and meticulous
battlefield maneuvers. The officer corps
came primarilly from the rural nobility; the
enlisted personnel were conscripted from
the lower classes of society, or were foreign
mercenaries. Discipline was harsh in order
to weld these troopsinto an instrument which
would obey tactical commands and execute
drills under fire.

Prussian officers were imbued with a
sense of duty from birth, and hence made
perfectofficers for Frederick’s system. They
could be counted upon to execute orders
faithfully, despite the most trying circum-
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stances. They received their training as ca-
dets, followed by several years of active
service. The middle classes were considered
to be too valuable to squander as war casu-
alties. The army, instead, recruited the most
unproductive elements of society as profes-
sional soldiers. This led to brutal discipline,
and training in the most mechanical fashion.
Initiative and innovation had no place in the
military establishment. The parade ground
was the focus of tactical employment.

This narrow approach to warfare had
additional implications. As noted, it was
feasible for the nobility to become officers,
but the nature of combat required little edu-
cation in the art of warfare. The middle
class, oriented on making money, paid taxes
and avoided army service. The burden of
service then fell on a narrow portion of
society. As an example of this environment,
at the beginning of the 18th century the
Prussian officer nobleman could take his
serfsinto the army with him. This meant that
he could exercise them as soldiers for a few
months and then furlough them to work on

the land for the rest of the year. The Prussian
government liked this system because it
kept the citizenry productive in building the
nation and did not require the king’s money
to be wasted abroad buying recruits.

ButwhereasFrederick William wasmore
interested in forming an army as a show-
piece to impress Europe (rather than fight-
ing wars), Frederick the Greatemployed the
Prussian army to enhance his country’s ter-
ritory, population, and prestige. By 1763, at
the end of the Seven Years War (in America
known as the French and Indian War), he
had accomplished these objectives. The Prus-
sian army was considered to be the best in
Europe. It had taken on all comers and,
despite being outnumbered, had won sev-
eral stunning victories. When he died in
1786, Frederick left behind a nation which
was enjoying peace and prosperity. It was
not until the 1806 debacle that Prussia suf-
fered significantloss of territory. Evenat the
battle of Valmy in 1792, when Prussiamoved
against the French Revolution, the Prussian
army emerged from the battlefield largely
unscathed. The Prussian commander, the
Duke of Brunswick, decided as his troops
were about to deploy on the plateau of
Valmy that this was not the place where he
wanted to fight. He therefore recalled his
forces and marched back home, leaving the
French in possession of the field and techni-
cally the winners, but hardly glorious vic-
tors.

Recruiting in Frederick's
Army

Frederick’s recruiting for his army re-
flected how he ruled and his concern for
Prussia. He felt that every soldier taken from
his own population deprived the country of
auseful member of its economy. Frederick’s
solution to manning the Army was three-
fold. First, he utilized what was called the
“canton” system. When the system was
used, soldiers were drawn from the various
administrative districts in Prussia, called
cantons. Cantonists served in time of peace
for only two months on active duty. For the
rest of the year they worked at home, which
relieved the army of the cost of the soldier’s
support. Recruiting was mainly from the
small artisans, servants, and mostly, the
peasants and agricultural workers. The
entire middle class, down to the more pros-
perous artisans, did not serve. They were
considered to be too valuable to lose. When
the system came to an end in 1806, it was
calculated that 8,700,000 men had been
theoreticallyliable to serve since the system




was initiated. But of this number, less than
half, or just over four million, were actually
enrolled to participate. This figure does not
reflect, however, the number of men who
actually served, which Frederick, even in
war, kept as low as possible.

The second method of manning the army
was to hire mercenaries. Frederick thus
revised a policy established by his father,
who, out of an army of 76,000, had 26,000
foreigners. In 1751, Frederick had 82,000
mercenaries out of an army of 132,000. As
Frederick fought his battles he was ever
mindful of the need for more manpower, but
disliked disrupting his national economy.
Therefore, he was not above recruiting
prisoners of war into the Prussian army —
which, considering the wide use of merce-
nary soldiers throughout Western Europe in
the 18th century, cannot be too surprising.

The third method of providing man-
power, and this time for the officer corps,
was the aforementioned use of the nobility,
particularly those from the rural areas.
Frederick did not trust the middle class,
whom he feltlacked honor and were seeking
money instead of martial glory. Frederick,
nevertheless, employed numerous “non-
noble” officers when he could not find nobles
to serve, but he frequently ignored their
good services and dismissed them at the
conclusion of his campaigns. The nobility
generally served willingly. The high nobil-
ity, however, were not as a whole enthusias-
tic about service in the king’s forces. This
provoked Frederick who developed a pro-
found suspicion of them, much like he did
for the middle class officers

Unfortunately, Frederick’s officer corps,
already subject to his prejudices, had its
roots in its own. The imprint of nobility, no
matter how minor, gave the officer caste
certain prerogatives, one of them being that
an officer did not have to know anything
about the art of war. Frederick was con-
cerned about this tendency and established
military schools to overcome it. He founded
the School of Nobles, for example, to train
his higher grade officers. This became the
Kriegsakademie (War Academy) and was
the origin of the great Prussian military
institutions. His success in educating his
officers, however, was marginal atbestas he
was unable to overcome the nobles’ perva-
sive negative outlook.

Frederick the Great's
Tactical System

Frederick the Greatachieved the utmost
possible within the limits established by the

political, technological and economic con-
siderations of 18th century Prussia. Utiliz-
ing the linear tactics of the era, he won great
battlefield victories, and exploited them for
victoryin war. The efficiency of Frederick’s
army was based on the strictest discipline.
He is reputed to have said that his soldiers
had to be made to fear their officers more
than death on the battlefield. This fear was
engendered by brutal discipline. Frederick
held that the slightest loosening of disci-
pline would lead to “barbarization.” The
goodwill of soldiers counted for nothing.
Iron discipline was what kept the army to-
gether. The result of this discipline was an
army with a high degree of tactical effec-
tiveness, but indifferent morale.

Basing hisarmy’seffectiveness on strict
discipline gave Frederick some distinct ad-
vantages on the battlefield. The constant
drills gave the Prussian infantry arate of fire
superior to that of any other army in Europe.
What counted was the volume of fire, not its
accuracy. The primary infantry weapon of
the era, the smoothbore musket, had an
effective range of about 75 meters, and was
notable forits inaccuracy. Theinterior of the
barrel was not rifled; in a rifled musket, the
interior of the barrel is grooved, or “rifled.”
This rifling imparts spin to the bullet when
itis fired, which increases its accuracy and
range. However, the rifling also increases
reloading time. Giventhat the primary battle-
field targets were mass formations of enemy
infantry and cavalry, where any shot fired in
their general direction stood a chance of
hitting something, rate of fire was more
important than accuracy.

Whereas most infantry had a rate of fire
of two or three rounds per minute, Prussian
infantry could deliver as many as five vol-
leys in the same time. Volley fire was key,
because it was difficult for a close ordered
formation to recover from losses inflicted
simultaneously; while individual losses in-
flicted by aimed fire might be replaced by
closing ranks, the loss of an entire section of
aline was harder torecover from. One of the
primary results of massed infantry fire was
the psychological shock caused by the noise
and flash of the musket powder being deto-
nated. This contributed to the demoraliza-
tion of enemy soldiers. Because of hisarmy’s
discipline, Frederick’s battle lines were able
to hold up under the most murderous fire.

On the field of battle, Frederick outwit-
ted his opponents by doing the unexpected.
At the battle of Leuthen he had the Prussian
army conduct an oblique march across the
Austrian front and then fall upon their flank,

winning a decisive victory. Frederick could
perform such maneuvers because his army
could respond instantly to any command.
The discipline inculcated in his soldiers
gave Frederick the advantage of being able
to deploy automatically into the desired
combat formation. At the same time it re-
quired certain things in return. He had to
prepare carefully and precisely for each
battle. Such preparation enabled him to ap-
ply his strategy of movement and encounter
mostefficiently. There wasno place in Prus-
sia or on its periphery which was out of
reach of his troops.

But the stern discipline of the army also
limited what could be done. First, the entire
system, tobe effective, depended ona strong
leader. Frederick, using his own system,
could get away with it. Unfortunately for
Prussia, when Frederick died there was no
one with the same ruthlessness to succeed
him. Second, the close order drills (as well
as virtually all military operations) had to be
carried out under the close supervision of
the officers. Otherwise, desertion rates
soared. Men detailed to forage — or even
sent to bathe — had to be accompanied by
officers, lest they never return! Night
marches were avoided lest soldiers slip away
in the darkness. Needless to say, this limited
the army’s mobility. Perhaps even more
significant was Frederick’s inability to de-
liver the coup de grace after a battle. He
seldom pursued defeated enemy forces for
fear of his own troops deserting!

While Frederick could defeat the enemy
decisively on the battlefield, casualties were
inevitably high. Volleys were delivered from
30 to 50 paces distant. At the battle of
Torgau in 1760, for example, Frederick lost
thirty percent of his force. He did not like
these losses, obviously, but as long as he
couldrecruit mercenaries, he could rational-
ize the human cost. This gave Frederick a
special advantage vis-a-vis his opponents.
His willingness to fight battles was a major
departure from the 18th Century orthodoxy
of war, where, for the most part, battles were
to be avoided.

‘What had evolved in Prussia was a care-
fully balanced system which was 100 com-
plicated and artificial to last for any length
of time. The development of public spirit
was strangled as aresult of arigid separation
of the classes, each of which had its own
strictly regulated and peculiar sphere and
function. This situation was exacerbated by
Frederick’s distrust for his subordinates.
He concentrated all decisions in his own
hands When Frederick died, the structure
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18th Century Linear Tactics

Armies of this 18th century consisted of a
balance between infantry, cavalry and artillery.
The infaniry was armed with a smoothbore mus-
ket (called a fusil ), socket bayonet and some-
times a sword (the sword was supposed to be
used in melec, but was generally carried more out
of a sense of soldierly honor than practical use).
Given the generally slow rate of fire of the fusil,
a set of battlefield procedures had been devel-
oped known as linear tactics to maximize their
use. Lineartactics called for infantry to be formed
up in lines, usually three or four men deep, who
would continually fire their fusils in volleys. In
order to concentrate firepower, and to maintain
unit cohesion, the lines themselves were fairly
close packed. Each man was allotted 22 inches of
space, and with one to three feet between each
successive rank within a line. The lines would
maximize firepower because all men could bring
their weapons to bear. There were several differ-
ent systems for this fire, and usually it included
some sort of advancing fire, where infantry lines
would march forward in step, stop, fire a volley,
and then continue. The idea was that by firing

continuous volleys, the enemy line would be

sufficiently disordered so that it could then be
attacked with fixed bayonets and routed.

Since maximizing firepower was the su-
preme tactical objective, and since musketry in
this period generated the majority of firepower,
there was only one basic type of infantryman, the
lineinfantryman (called afusilier n some armies).
There were some specialist types, however.
Grenadiers were elite infantry. Originally they
carried hand grenades, but theuse of this weapon
on the battlefield had largely died out by the mid-
18th Century. Grenadiers usually consisted of
the strongest, most brave men in an army, and
were formed into companies assigned to line
infantry regiments, or grouped. into battalions.
Grenadiers were given such missions as assault
troops or acting as last ditch reserves. However,
they were armed and trained in the same manner
asline infantry. There was some experimentation
with lightinfantry, butit would take theimpactof
the French Revolution and Napoleonic Wars to
standardize them throughout European armies.

There were several types of cavalry — cuir-
assiers, dragoons, and hussars. Cuirassiers were
heavy cavalry, used for shock action. They were
armed with a sword, pistols, and sometimes a
carbine and armored breast/backplates. Dragoons
were originally mounted infantry; however,

throughout the 18th Century they contmually
upgraded themselves intoregular cavalry, being
used increasingly for shock action. Hussars, fi-
nally, were the light cavalry, used for scouting
and skirmishing. Cavalry’s effectiveness was.on
the decline in the 18th century. As infantry fire-
power increased it became more difficult for
cavalry to charge home. Consequently, cavalry
was used to deliver the final blow against troops
which had already been disrupted, for attacks on
flanks, and for limited pursuits.

Artillery was going through a major transi-
tion in this period. In the 17th century artillery
was something of an auxiliary arm, often being
manned by hired civilian contractors; and lack-
ing any mobility on the battlefield: Throughout
the 18th century, it was increasingly profession-

alized. Gun types were standardized. Mobility

increased through the use of horse drawn limbers
tomove the pieces about the battlefield, Usually
artillery was deployed in front of a formation,
where it would conduct a preliminary bombard-
ment. Then, during the battle itself, it would be
moved about to obtain the best advantage. One
factor which would see culmination in the Napo-
leonic Wars was that artillery was inflicting an
increasing amount of casualties on the battle-
field; since most artillery had several times the
range of the smoothbore muskets, it could fire
upon infantry and cavalry formations without
fear of retaliation.

Normal battlefield deployment would have
two lines of infantry in the center, cavalry on the
flanks, and artillery to the front. In addition, there
might be a tactical reserve, consisting of more
infantry and cavalry. A typical battle plan might
include firsta preliminary artillery barrage. Then
the opposing cavalry would charge each other to
gain an advantage on the flanks. This would be
followed by the infantry lines advancing to within
100 paces. (or closer) of each other to deliver
volleys. When one side seemed to be about to
waver, the other would send in their cavalry or
deliver an infantry attack home with bayonets
fixed.

Much of the key to winning in thlS environ-
ment depended upon the ability of a commander
to judge the proper psychological moment. There
were tworeal problems in fighting: first, utilizing
the propertactics to break down enemy cohesion,
and then, once that cohesion had been broken,
delivering the final blow: Hence, the importance
of firepower in not just causing attrition among
the enemy ranks, but also disrupting and demor-
alizing them — 'a disrupted line was then a
suitable target for cavalry or bayonet charge.
There were other ways to disrupt an enemy,
however, than direct attack. One was to outma-
neuver the enemy on the battlefield: Hence the
importance Frederick the Great attached 10 ob-
lique maneuvers, among other things. By bring-
ing alarge body of troops ontothe enemy’s flank,
the enemy would be forced to redeploy 1o meet
the threat. This, in turn, would cause all but the
bestdrilled army to fall apart due to the difficulty
ofrre-aligning fronts under battlefield conditions.
Moreover, given the relatively set-piece nature
of linear tactics, an unexpected maneuver could
unhinge the opposing commander’s battleplan as
well as his line.

Battlefield losses were moral as well as physi-
cal. Casualties averaged 20 to 40 percent for the
defeated, and perhaps 10 to 20 percent for the
victor. Losses from several battles could deplete
both the winner as well as the loser, and, given the
limited recruiting base, this could be fatal. Win-
ning a major victory meant not only inflicting
losses on the enemy’s army, but also demoraliz-
ing it, thereby rendering it unfit for further com-
bat. This is why, incidentally, in a number of
battles in this period both sides could take almost
equal losses in combat, yet one side emerge the
winner; the loser was the one fleeing from field as
a disorganized rabble, unable to reform, and
without any capability: to continue operations.
Further, winning a battle could also mean gain-
ing an alliance or favorable peace treaty. Hence,
the importance of battle in this era, as well as the
reasons formilitary leaders seeking combat only
when it was to their own advantage.

—Joseph Miranda

was doomed to topple unless he was fol-
lowed by a strong ruler. Needless to say, no
such leader followed.

Von Steuben’s
Contribution

While the Prussians were honing the
superiority of close order formation fighting
on the plains of Europe from 1756 to 1763,
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the British, French and American colonials
were having a different experience in the
North American wilderness. Here, individu-
ality and flexibility counted more than did
rigid formations. At the Battle of the
Monagahela in 1755, a force of French and
Indians defeated British Major General Ed-
ward Braddock’s column. This led to the
British experimenting with open order tac-

tics, and adding a “light” company added to
each foot regiment. In the same vein, the
French were influenced by their experi-
ences fighting in North America.

The new style of warfare which was
emerging was that of independent actions
and open order drill. This was partially the
resultof the terrain in North America, where
the vast forested areas made it difficult to




maneuver large bodies of troops. It was also
theresultof the combatants themselves. The
colonials were more amenable to indepen-
dent action, especially in colonial militias
which were raised on the basis of service
from the entire community. There was also
the influence of the North American Indians
who, obviously, knew nothing of close
order drill but instead used hit and run tac-
tics. Itremained for a Prussian, however, to
institutionalize the concept of open order
drill and light infantry for the Americans,
which, in turn had a decisive impact at the
turn of the century in Europe.

Baron Frederick von Steuben is best
known for his training the American armies
in the Revolution. Less appreciated is the
impact he had on tactics as they evolved
from the experience of the American Revo-
lution. Von Steuben had served as a military
aide to Frederick the Greatduring the Seven
Years War. He had a thorough understand-
ing of Frederick’s Prussian method of op-
erations as well as the environment in which
the Prussian Army conducted warfare. He
also understood the influence which France
-- which was considered the cultural leader
of Europe -- had on Frederick. When Von
Steuben came to he American colonies in
1778, hebrought with him anunderstanding
of the thoroughness of German drill and
training combined with French adroitness
and imagination.

Von Steuben joined an army which re-
quired the full use of his wide range of
capabilities. When General George Wash-
ington took command of the American army
in front of Boston in 1776, he found a force
composed of excellent individual fighters,
but without any training in fighting together
in units. Officers, for example, were elected
by their men, and were often ignorant of the
basics of military science. The desire to
remain popularundermined discipline. Drills
were few and the men did as they pleased.
The Battle of Bunker Hill had shown that
American militia could stand up to British
regulars, so the colonials assumed they did
not have to train like the British.

At Valley Forge, where von Steuben
joined Washington in 1778, he found no
uniform drill, no similarity of organization,
and no teamwork of any kind. He immedi-
ately began to establish training programs,
disciplinary systems, cadre directives, and
drill regulations. His techniques, especially
for someone who had served under
Frederick’s command, were unique. He es-
tablished a corps of instructors by organiz-
ing colonial officers at Valley Forge into

Infantry Regimental Organization

Organization Total Subordinate
Strength Units
Prussian
Seven Years War (1756-1763)
Infantry Regiment 1704 2 Infantry battalions
Jena Campaign (1806)
Infantry Regiment 1150 3 Infantry battalions
2 Grenadier companies
1 Depot company
Reform (1807-1815)
Infantry Regiment 2490 2 Line infantry battalions
1 Fusilier battalion
2 Grenadier companies
French
Seven Years War (1756-1763)
Infantry Regiment 1428- 2-6 Infantry battalions
4284
1789-1805
Infantry Regiment 2500 3 Infantry battalions
1805-1815
Infantry Regiment 3900 2-4 Infantry battalions
1 Depot battalion
British
Seven Years War (1756-1763)
Infantry Regiment 1000 1 Infantry battalion
American Revolution & Napoleonic
Infantry Regiment 800 1 Infantry battalion
Austrian
Seven Years War (1756-1763)
German Infantry 2280 2 Fusilier battalions
1 Garrison battalion
2 Grenadier Companies
Hungarian Infantry 1800 2 Fusilier battalions
1 Garrison battalion
2 Grenadier Companies
American
American Revolution
Line Infantry Regiment 728 1 Infantry battalion

Notes: Inthe Prussian army, Fusiliers were light infantry, in the French army, line troops. Grenadiers
were elite infantry. Grenadier companies were frequently detached from their regiments to form ad
hoc battalions. Depot battalions/companies were responsible for training new recruits and garrison
duties. Note thatin the Prussian and Austrian armies, the infantry regiments had grenadier companies
assigned directly to the regimental headquarters and not to the individual battalions. Number in
parenthesis under “Artillery Battery” is the years in which these regiments had an artillery battery
attached to them. These are official strengths; in the field, units would be often considerably

understrength due to casualties, desertion, sickness, etc.

Companies
per Batt.

5 Musketeer
1 Grenadier

5 Musketeer

4 Infantry
4 Fusilier

16 Fusilier
1 Grenadier

8 Fusilier
1 Grenadier

4 Fusilier

1 Voltiguer
1 Grenadier
4 Depot

8 Musketeer
1 Grenadier

8 Musketeer

1 Grenadier
1 Light

6 Fusilier
4 Garrison

4 Fusilier
4 Depot

8-10 Infantry

Artillery
Battery

(1809-1812)

(1789-1800)
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squads, sections, and companies for drill
under his personal direction. These instruc-
tors were then used as cadre to instruct the
rest of the Army.

Von Steuben’s approach to training was
entirely different from Frederick’s system.
He quickly came to realize that the Ameri-
can soldier, unlike his European counter-
part, had to be told why he should do things
before he would do them; but once properly
motivated, would perform superior to rig-
idly disciplined troops. Realizing that an
effective army could only be built by capi-
talizing upon the innate qualities of the
soldiers, he re-ordered traditional training
methods to account for the greater individu-
ality of the American soldier. He, therefore,
based his training on the principle that offic-
ers mustrespect their men. This was quite to
the contrary of Frederick’s approach. Von
Steuben published a set of drill regulations
so that there would be uniformity within the
American Army. He also formed a guard for
the Commander-in-Chief which was amodel
drill team for introducing the execution of
his maneuvers. As a point of departure, he
recognized that the American Army’s orga-
nization resembled that of the British with
the notable exception that the Colonialists
had adopted the concept of, and were em-
ploying, “light infantry.”

Light infantry really meant the use of
skirmishers who advanced ahead of the main
body and sought to destroy enemy unit co-
hesion before they reached the main line of
resistance. Instead of operating in a solid
line orcolumn, they would advance in small
groups, taking advantage of terrain for cover,
and firing independently. The Americans
adapted these tactics partially as a result of
their experience in fighting Indians, but also
because it suited their more independent-
minded soldiers. Von Steuben, in his drill
regulations, sought to capture the essence of
this flexibility. He formed the basic infantry
company into two ranks as opposed to the
continental European practise of three. To
simplify the soldiers’ deployment, he made
march movements uniform and drills sen-
sible. Inloading the musket, for example, he
reduced the number of movements required
from twenty-two to fifteen.

The outcome of von Steuben’s efforts
was a mixture of open and close order drill
which could be adapted to the particular
situation by troops who were disciplined but
not cowed by their officers. For the battle
line, Americans used the British method,
but for accurate firing and skirmishing, the
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independence and individuality of the Ameri-
can soldier were utilized. And,asthe Ameri-
can Revolution progressed, the British also
began to adopt a more open order of baitle.
Americanloyalists among the colonial popu-
lation fought for Great Britain using light
infantry methods. Eventually, entire light
infantry regiments would be organized, and
the British would organize "rifle” units, with
each soldier armed with a rifled musket.
The French had also capitalized on the
light infantry concept. Even before the
French and Indian War, the Marshall de
Saxe considered it feasible to have one tenth
of a standard infantry battalion fighting as
skirmishers. But it would take the experi-
ences of the French and Indian War and the

War of American Independence to gain ac-
ceptance for light infantry in the French
Army. Open order fighting and the use of
cover were no longer frowned upon. Even
though the French Revolution resulted in
the army being manned from a different
demographic basis than that of the monar-
chy, the lessons were retained. The concept
of skirmishers (i.e., infantry fighting inde-
pendently in open orderrather than inmassed
columns or lines) had gained such a hold in
the French revolutionary army thatby 1793
allinfantry battalions were capable of acting
as light infantry. Both Napoleon and the
British saw the advantages of the American
open order battle drill, and both used the
methods as appropriate in their campaign-
ing.

Light Infantry and the
Prussians

The Prussians had three major problems
adopting the new open order battle drill.
First, after 1786, when Frederick the Great
died, they lacked strong leadership. Second,
the arrogance in the officer corps caused any
innovations to be subjected to scorn. Third,

there was the reliance on harsh discipline,
which made it impossible to introduce the
flexibility the light infantry tactics de-
manded.

Actually, there had been some attempts
to introduce light infantry into European
armies during the mid-18th Century. During
the War of the Austrian Succession (1740-
48), the Austrians raised a number of light
infantry and cavalry units, the Croats and
Pandours from the Balkans who had years of
experience in border skirmishes, fighting
the Turks. This led to other European pow-
ers doing the same ona small scale. Frederick
the Great had a small number of lightinfan-
try troops designed for use in patrols and
ambushes. These were provided by certain
units hired just for a particular campaign, or
were recruited from the Jaegers. The Jae-
gers were huntsmen and foresters formed
into a special regiment. This unit, in any
case, never had more than 2,000 men and so
was really inconsequential. Also raised
were several “free battalions,” which were,
for the most part, ill-disciplined and tended
towards pillaging the countryside, leading
to their own internment by the Prussian
army! In 1787 the Prussians decided that
each company would have ten sharpshoot-
ers, or about 40 in a battalion of 700 men.
But these were still not enough to make a
real difference. Again,in 1787 the Prussians
organized 20 fusilier battalions which were
to fight in two ranks instead of three. This
made it easier to deploy troopsintoextended
order for skirmishing. But this was but a
half-hearted measure. Ordinary Prussian
infantry were still not trained as skirmish-
ers.

There were exceptions to this rigidity.
Among the officers who advocated more
use of lightinfantry were Carl von Clausewitz
and his mentor and teacher, Gerhard von
Scharnhorst. In 1802, Scharnhorst founded
the Military Society, with a membership of
nine. By 1805 there were 188 members, and
discussions were held in which officers of
all ranks, two Royal princes, and influential
civilianslike Baron Stein participated. While
in existence, the club was the meeting place
for the most active minds in Berlin concern-
ing military matters. The members debated
a wide range of subjects, not the least being
the whole structure of Prussian tactics. This
included moving away from the rigid lines
of attack used by Frederick and the stress on
massive volleys. The recent French victo-
ries against the against the armies of the
Coalition were not lost on these thinkers.




E-I:;ght Infantry: The French
Experience

Lightinfantry had been onthe ascendency in
the French Army throughout the latter part of the
18th Century. However, it would take the Revo-
jution to bring light infantry to its highpoint. The
idea was that detachments of troops fighting on
their own initiative would be able to inflict con-
sinual losses upon the enemy; meanwhile, they
would use their superior mobility and ability to
exploitcoverto avoidheavylosses. In1788 there
were twelve battalioris of chasseurs a pied (light
infantry), in ‘1793, twenty-five, and by 1794,
fifty. With the Revolution; the French made
extensive use of line infantry (as opposed to
specialist light infantry units) as skirmishers. A
directive in 1793 ordered that sixty-four men
from each battalion be trained as firailleurs (light
infantry). These were to be drawn from the fu-
silier (line) infantry companies of each battalion.
Generally, the tirailleurs were to be the most
walorous men, who could actindependently. The
idea was that since the Republican soldiers were
more highly motivated (by patriotism and revo-
Ilutionary ardor) they could then take the initia-
tivenecessary to fighton their own.:And, suppos-
=dly, the patriotism would prevent them from
deserting if let loose to fight on their own!

Light infantry tactics were divided into two
general categories: pefite guerre, and tirailleurs
en grandes bandes. Petite guerre was the use of
light irifantry for outposts, raids, and advance or
flank guards: In these roles, light infantry was
distinctly subordinate toline infantry. They served
mainly to provide security so that the line troops
could deploy and fight with  a minimum of
interference. In firailleurs en grandes bandes,
thelight infantry would make the primary effort.
Here, masses of skirmishers would engage the
snemy, attempting to cause sufficient disruption
through attrition and demoralization so that line
infantry and cavalry could finish him off with a
mass attack. There are also recorded several
instances where light infantry completed the ac-
tion, making the final attack with the bayonet.
Light infantry tactics were also useful in broken
terrain or house to house fighting where, obvi-
ously, themorerigid lines and columns could not
operate freely.

One of the advantages of light infantry was
that, in their open order, they did not present the
enery with a mass target. This, combined with
their use of terrain for cover, reduced losses due
to'enemy fire. Of course, this also proved tobe a
vulnerability, because they could not stand up to
enemy shock attacks, especially from cavalry.
| Consequently, light troops had to be backed up
by troops in line or column. Therefore, combined
arms tactics became increasingly important on
the battlefield. One of the key factors of tactics in
this period was the importance of Ieadership, as
lower level commanders deployed their troops in
different combinations of formations in order to
gain the best advantage.

Frenchlight infantry tactics were developed

to act in union with heavier line infantry. There
were several standard formations for line infan-
try in late 18th/early 19th Century armies: line,
column, and square. Each bears some commern-
tary here. A line was just that, a line of soldiers
standing shoulder to shoulder facing the enemy,
usually two or three men deep. Its main advan-
tage was that it could maximize firepower to the
front. There were several different types of mus-
ketry, which can be grouped into two sorts:
commanded; and feux de deux rangs (or fire at
will). Commanded volleys could be of several
types:inone type, fire would be by ranks, wherein
the first and second ranks would fire alterna-
tively, for example, with the third rank waiting in
reserve. An alternative type of volley fire was
fire by platoons, where the firing line would be
divided into a number of sections, and each
section would fire at once. Infeux de deux rangs,
only the first volley was commanded; after that,
eachman reloaded and fired independently. The
problem with the line was that it took a high
degree of training for it to function in the attack,
sinice simply keeping the men aligned was ex-
tremely difficult as they moved forward. This
was especially true whenmoving through broken
terrain, where different parts of the line would be
moving at different rates. The Prussians (and
other professional armies) could pull this off due
to their constant training and rigid discipline, but
in the French Revolutionary: armies, composed
of a cadre of veterans and a mass of raw recruits,
it was a different matter.

Another formation used in this period was
the columnmn. Columns were deeper than the line,
and were generally intended as assault forma-
tions. There were several types of columns. The
column of companies atfull distance was amarch-
ing formation, used for moving large bodies of
men in a non-tactical situation, such as a road
march. Then there was the closed column by
divisions, intended for battlefieldmaneuver. The
“division” was a unit of two combined compa-
nies of each battalion. The formation was actu-
ally a series of company lines, one behind the
othier (and, in fact, had a greater frontthan depth).
Then there was the attack column, which was
similar to the closed column, but had more space
between the company lines. The main advantage
to the column was that it was easier to control,
and the effect of mass was better on morale for
troops with less training. But the columns also
made great targets, and it was difficult for them
tobring all their firepower to bear, since only the
lead companies could effectively fire. French
commanders became increasingly eniamored of
the column; prior to the Revolution; the superior
elan of the French soldier was supposed to carry
through with the bayonet in attack. Later, the
Revolutionary ardorof the troops would make up
for lack of training by fanaticism in the attack.

Ordre mixte (mixed order) was a combina-
tion of line and column — there would be one
battalion in line, with two more ini columns, one
on each flank. The battalion in line would pro-
vide the firepower, and the ones in column would

provide the shock capability.

Finally, there was the square (or 'box”)
formation, which was used for defense against
cavalry. In a square, infantry would form in a
hollow formation, facing to four sides.

There is still considerable debate as to how
precisely the armies of the French Republic and
early Empire fought. Some authorities believe
that skirmish tactics represented a revolutionary
new means of fighting; others, that skirmish
tactics were resorted to - simply because the
French lacked the training to perform the evolu-
tions necessary for linear and columnn forma-
tions. Some consider that columns were the pri-
marytactical instrument, as they allowed Repub-
lican commanders to employ masses of troops
with the bayonet for the attack. Given the wide
range of leadership and training in this period, it
is safe tosay that different commanders ondiffer-
ent battlefields used different tactics, and, in-
deed, contemporary accounts indicate thata wide
variety of tactics were used in practise. The key
to battlefield victory was the proper use of these,
tactics at the appropriate moment. For example,
a commander might deploy his troops into col-
umn to get them into position, with a screen of
skirmishers to the front. The skirmishers would
provide security for the advance, and, along with
long range artillery fire, disorder the enemy. As
the skirmishers took losses; the columns would
continually replenish them: Lines would be used
when firepower or defense was necessary. When
the enemy was sufficiently disordered, columns
would then be sent forward to the attack.

French light infantry were armed the same asline
troops, with the standard model 1777 smooth:
bore fusil. There was some experimentation with
carbines andrifled muskets, but these never were
widely adopted. One of thereasons for the weap-
ons standardization was that this allowed. all
French soldiers to become light infantry, not just
a few specialized formations. One final note
regarding training: interestingly enough; French
light infantry training was fairly flexible. There
was little attempt to standardize skirmish tactics
onthe (notunreasonable) grounds that since such
tactics required flexibility, they simply could not
be codified into a system: of rules! The light
infantryman was expected to use his own initia-
tive to win:

~Joseph Miranda
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Prussian Concept of Light
Infantry Deployment

Column of Attack

This formation would have the line companies
drawnup one beind the other, each company two
ranks deep. The platoons of the third rank would

be kept as areserve.

Third rank of companies as
akirmishers (from 4 companies)
J
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Third rank of
companies as
reserve for
skirmishers
(from 4 co.)

L
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A
“Line companies prepared to?
deploy for firefight or attack.

Firefight

In a firefight, the third rank of the companies
would be deployed ahead of the formation as
skirmishers. Additonal companies would be
formed up beghind them in line as a reserve for
the skirmishers, with the remaining line compa-
nies formed in column, prepared to deploy to
join the firefight or to launch an attack.

But generally, the Prussian military hi-
erarchy stayed away from the main shift in
military tactics during the revolutionary
period. Specifically, they ignored: 1) The
merging of light infantry with line regi-
ments. 2) The increasing use of open order
and aimed fire instead of firing unaimed
volleys. 3) Applying lightinfantry tactics to
the battle.

Part of the problem was the disdain the
Prussians had for the French. For example,
in the last decade before the French Revolu-
tion (1779 to 1789), the French had orga-
nized 12 battalions of chasseurs a pied (light
infantry soldiers). The Prussians, however,
pointedly ignored this. They were still com-
pletely mired in Frederican tactics. Their
approach march to the battlefield, for ex-
ample, required very careful planning — as
careful as the battle itself — because the
army had to arrive in the form required to do
battle. Once set into motion, the intricate
maneuver machinery could notchange gear
without the risk of disastrous confusion.
Discipline was still harsh because drill had
to be perfect. Prussian officers could handle
the relatively stereotyped orders because of
the closerelation battles had to parade ground
drill. The problem was that the unexpected
might throw the linear formations into a
rabble of panicked soldiers. Maneuver was
always tightly controlled from the top. Ini-
tiative on the part of junior officers and
enlisted personnel simply did not fit the
system. Pursuit was, as previously noted,

not possible, because of inflexibility as well
as the fear of desertion. Frederick the Great
was the only person who could make the
system work properly, and he wasnotaround
after 1786. The result would be not only
tactical debacle but strategic disaster, since
tactics were driving strategy.

But the principal problem was that for
the Prussians to change would have meanta
revolution itself. The freedom of action re-
quired by the light infantry meanta negative
impacton discipline. Mercenaries would be
unreliable because there would be more
opportunity to desert. This, in turn, required
more nationals to be enlisted. This was dan-
gerous because the peasants, who enjoyed
little liberty at home, would gain wider
freedom in the army, as well as learning the
profession of arms. Once discharged, they
would then want more freedom as civilians
and thus pose a threat to the established
social order—arevolutionin the making. A
change from linear to open order batile
tactics meant nothing less than a modifica-
tion of the whole Prussian social system
with the distinct possibility of total collapse.
The occasion for this was soon to come.

The Prussian Army in 1806

Frederick’s successor was Frederick
William III, who became king in 1797. He
was basically a good-natured but mild man.
He lacked imagination and was totally
unsuited to rule in the crisis which soon
overtook his kingdom. A pessimist, he was

Prussian Light Infantry Weapons

Weapon Length Length Caliber Notes
(Weapon) (Barrel)
Fusilier Musket, pattern 1787 134 cm 95 cm 18 mm
Modification 1796 145¢cm 104 cm 18 mm
Sharpshooter Rifle, model 1787 124 cm ? 18.5 mm Used by Schuetzen sections of the line and light batts.
Anspach-Bayreuth hunting rifle 110 cm 72 cm 15 mm Used by Foot Jaegers.
New Corps hunting rifle, model 1810 111.9cm 73 cm 14.65 mm

Notes: “Length” is the length of the entire weapon; “barrel” is the length of the barrel; “caliber” is the width of the bore. Muskets are smoothbore weapons.
Rifles are muskets with grooves along the inside of the barrel which increase accuracy and range. The problem with rifled muskets in the Napoleonic period
was that they took considerably longer than smoothbores to fire; hence, most troops were armed with smoothbore muskets as volume of fire was preferred
to accuracy. Light infantry of certain nations (notably the British) were armed with rifles. Effective range of most smoothbores was 75 meters, maximum
range, 150; forrifles, effective range was generally 150 meters, and maximum, 300. Rate of fire depended upon the training of the individual, although most
trained soldiers could fire two to four smoothbore rounds per minute, while riflemen could manage perhaps one a minute.
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reluctant to attemptimportant military inno-
vations. He refused to alter Prussian tactics
and strategy. Instead, he continued to stress
close-order drill and precision. Soldiers con-
tinued to be trained to advance in stiff straight
lines, elbow to elbow, as if on parade.

The officer corps contained many mem-
bers who should have been long since
retired. These were officers who had been
lieutenants under Frederick the Great. They
were now senior officers. They were in a
social class of their own and had little con-
nection with the population they served. To
this must be added the psyche of the officer
corps. Arrogance was a defining character-
istic. Ironically, discipline among the offi-
cer corps itself was lax. Dueling, though
prohibited, was common. To be sure, be-
cause of the rigid close order drill, not much
was really required of the Prussian Officer.
Except for administering punishments to
subordinates there was not much room for
imagination. Attempts were made to im-
prove the quality of education, but inertia
stunted reform.

If the state of the officer corps in 1806
was deplorable, so was Prussia’s ability to
mobilize. There was no concept of a nation
in arms. Frederick’s policy of ignoring the
canton system most of the time prevailed.
The entire population of certain districts,
such as Breslau in Silesia, was exempted
from conscription. Those who were called
1o the colors were furloughed for the greater
part of the year. Again, this was for budget-
ary reasons, toreduce the amount of moneys
which had to be paid out as wages to sol-
diers. At the same time, the Army adminis-
tration reflected the inflexible state of
affairs. There were no fewer than five virtu-
ally equal and autonomous agencies within
the Army which were constantly confront-
ing each other. These were the Inspector-
Generals; the Military Department of the
General Directory; the group of royal
adjudants; the governors of the garrisons;
and a committee consisting of the various
heads responsible for supply, personnel,
mobilization, and day-to-day administra-
tion known as the Oberkriegskollegium.

Yet there were men in the Prussian Army
who supported reform and were not afraid
to look to the French. Schamhorst, as noted,
was among the foremost of these. In com-
paring the French light infantryman to the
German soldier he identified the crux of the
matter. He saw the French soldier as pos-
sessing the physical agility and intelligence
which enabled him to take advantage of
terrain and overall situation. On the other

Evolution of the Prussian
Light Infantry Corps: 1757-
1815

By theend of the Seven Years War Frederick
the Greathad forged the Prussian Army into one
of the most feared instrurnents of war ever seen in
Europe. But in many of his battles against the
Austrian Empire, Frederick saw his plans foiled
by the presence of Austrian light infantry: the
famed red cloaked Border and Grenzer troops. In
response, Frederick formed a new freikorps of
three light infantry regiments in 1780 to help
augment the small (six compary) but elite Foot
Jaeger Corps (actually, a regimentental-sized
unit). ‘

By 1787 the entire Prussian light infantry
had undergone a major overhaul. The three
Freikorps, five grenadier battalions, the 3rd/3rd
Liepziger Regiment, and some companies of the
Garrison Regiment were formed into the “Corps
of Fusiliers,” a body which would remain in
existenceright through to the end of the Napole-
onic Wars. The “Fusiliers” were initially twenty
battalions strong, organized into six field bri-
gades. By 1806 the Corps had increased to 24
battalions (three more had been projected), orga-
nized into eight field brigades. Concurrent with
the formation of the Fusilier battalions, eachline
infaniry company was allotted ten rifle-armed
“schutzen” (later increased to twenty). Pre-1809
battle deployment would have these men de-
tached under a “schutzen sergeant” to act as
skirmishers. Finally, the Foot Jaeger Regiment
was increased to ten companies.

By 1806, the fusiliers were well rehearsed in
light infantry tactics, but they did not live up to
their fierce reputation. The problem wasn’t that
their tactics were outdated, but rather it was that
they were untested. Their last engagement in

major combat was some thirteen years earlier.
Another factor, also revolving around lack of
battleficldexperience, wasthatby theearly 1800’s
marksmanship had become such a point of pride
within the Corps that the battalions preferred to
fight as formed units, firing in lines of tworanks,
instead of skirmishing. Their firepower at Jena-
Auerstadt was tremendous; but the fusilier bri-
gades had not been concentrated within the field
armies and against superior French tactics the
fusiliers were soon neutralized.

With the Prussian reforms of 1808-10, the
Fusilier battalions were distributed throughout
the army as the new “third” battalions of stand-
ing infantry regiments. Under the tutelage of
General Yorck von Warienburg, Prussian light
infantry continued to work on marksmanship,
butskirmishing was once again stressed. During
the same reform period, the "third rankers” of
every line, grenadier and fusilier battalion, rifle
armed ornot, were trained to form a company of
four platoons under the command of a captain,
and to act as skirmishers. Despite major growing
pains, the Prussian light infantry regained much
of its reputation during the wars of liberation
(1813-14) and were soon equal to the vaunted
French voltigeurs and tirailleurs. During the Wa-
terloo campaign, line infantry regiments contin-
ued with their third: (fusilier) battalion.. At the
same time; every battalion in a given brigade
detached skirmishers from the thirdrank in order
to provide themselves with an  ad hoc, semi-
permanent; jaeger company.. Prussian light in-
fantry performance at the battle of Ligny (1815,
Waterloo campaign) was rather uninspired, but
during June 17 and 18, the Prussianlightinfantry,
considerably aided by Prussian light cavalry, was
responsible for keeping Napoleon in the dark
regarding Prussian movement and intentions,
right up until the battle of Waterloo itself.

e Andrew Preziosi

hand, the Germans deployed onopen ground
and did nothing other than that which their
officers directed. Heinrich von Bulow wrote
a series of books which castigated all as-
pects of the Army. Writing from 1799 to
1806, he was vehement in his attacks on
Prussian tactics and went so far as to write
that skirmishing meant the restoration of a
man’s human dignity.

More temperate were the activities of
the Military Society whichincreasingly dis-
cussed the employment of light troops and
the integration of open and close order drill.
Herman von Boyen, the future war minister,
won a writing competition organized by the
club in 1804, the subject of which was
whether or not the line infantryman should
fight as skirmishers as well as in close ranks.
Boyen suggested that the third rank of the
line battalion be trained to fight as light
infantrymen. His concept, asit turn out, was

notnew. Ithad been suggested tothe Kingin
1800 and a few units had experimented with
the sysiem, but nothing ever came of it

The Impact of the French
Revolution

While the Prussians stagnated, their prin-
cipal antagonist had adopted the lessons that
the American colonists had to teach. With
the coming of the French Revolution, the
character of war was fundamentally altered.
The new revolutionary forces did not con-
sist of rigidly drilled soldiers, motivated by
fear of punishment. The Frenchofficer corps
was notdominated by ill-educated nobles as
was the Prussian. The Frenchrecruited from
all classes of society. There was no class
stratatobe reckoned with. The French Army
was composed of volunteers and conscripts
who spent little time on the parade ground.
Training was often in the field, and veterans
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Typical Prussian Fusilier
Battalion, 1806

‘Authorized Strength: 688
Average 1806 Field Strength: 600

A fusilier battalion was organized: into
four companies and commanded by a major.
‘While the battalions were numbered in all field
orders, abattalion was known by the lastname
of its commanding officer (i.e., Oswald Fu-
silier Battalion #4).

Officers: 19.(16 Company, 3 Staff)

Sergeants: 48 (4 staff, 11 per company)

Drum and Bugle Corps: 13

(Three to every company, one
battalion bugler)

Corporals: 80 (20 per company)

Privates: 440.(110 per company)

Schutzen: 40 (10 per company)

Reserve: (Same)

Sappers: 8 (two per company)
Battalion Headquarters:

Major

Adjudant (Captain/1st Lieutenant)

Quartermaster/Auditor (Licutenant)

Battalion Sergeant Major

Staff Sergeants

Battalion Surgeon

Assistant Surgeons: 3

Armourer

Civilian Staff

(Drivers, Technicians, etc.): 56

—Andrew Preziosi

passed on tactical lessons to recruits. Men
were fighting for their own country, so mer-
cenaries were notemployed. Discipline was
not overly harsh. A Prussian officer neatly
summarized the fundamental difference
between the Prussian and French conductin
battle, “In the woods, when [the French]
soldiers break rank and...fire [from] under
cover of the trees, they are notonly equal but
superior to us. Our men, accustomed to
fighting shoulder to shoulder in the open
field, found it more difficult to adapt that
seeming disorder which was yet necessary
if they were not to be targets for the enemy."

Regrettably, only the younger and less
influential military intellects among the Prus-
sian officers were struck by the superiority
of the French Revolutionary armies.

The Defeat at Jena and
Auerstadt

If the Prussians were unable to under-
stand tactical developments before the battle
at Jena, they still enjoyed a reputation for
what they had done in the past. Napoleon
had a high opinion of the Prussian Army.
Prior 1o the battle he spoke well of its repu-
tation. He felt that the French would have
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more difficulty with the Prussians than the
Austrians and that they would have to "move
heaven and earth" to defeat them. Perhaps
more important was Napoleon's comment
about Frederick the Great; he said that like
Frederick one should always be the first to
attack. He felt it a great mistake to allow
oneself to be caught on the defensive.

It is not the intent here to examine the
conduct of the battle that took place at Jena-
Auerstadt. Suffice it to say that Napoleon
succeeded in separating the Prussian Army
into two parts on the battlefield and defeated
each in detail. Napoleon won against one
Prussia force at Jena, while his Marshal
Davout defeated the rest at Auerstadt. As a
preliminary to the battles, Napoleon ad-
vanced his army on a 38 mile frontand at a
depth of two days march. This made it
possible for him to concentrate at any point
within 48 hours. He had 160,000 men in a
gigantic square, able to deploy to either
flank, each division ready to support the
others. Napoleon quickly marched several
columns to insert his units into position
between the dispersed Prussian forces. He
then swiftly concentrated his force to defeat
the separated enemy units. On the tactical
level, he employed swarms of light infantry
ahead of hard-hitting line battalions to effect
abreach in the Prussian dispositions. Once
the Prussians were on the run, he pursued
vigorously to complete the victory. The Prus-
sians had expected to forestall Napoleon by
moving rapidly and defeating the French
piecemeal. Butinstead of concentrating their
forces, they tried to cover every exposed
point, which their limited manpower made
impossible — they had about 120,000 avail-
able personnel. In comparing dispositions,
the Prussians were spread in disjointed for-

mations over a wide front while the French
were concentrated in a small area.
Napoleon exercised unity of command,
which he considered to be the "first neces-
sity of war." The Prussians, on the other
hand, were continually holding councils of
war and deciding nothing. Thelack of strong
leadership, in fact, was apparenteverywhere.
Without the personal drive of a Frederick
the Great, the absence of lower level initia-
tive resulted in indecisive action. Command-
ers and staff officers wasted their time at-
tending to trifles. In the meanwhile, need-
less marches and counter-marches exhausted
the men. The action in front of
Vierzehnheiligen, a small hamlet near Jena,
puts into focus the essence of the Prussian
defeat. Through the early hours of 14 Octo-
ber, the Prussian grenadiers stood bravely
against the murderous fire of the French
light infantry (the tirailleurs). About ten
o'clock, the Prussians, under the Prince of
Hohenlohe, moved forward to attack the
French V Corps under General Lannes. Al-
though the French light infantry inflicted
horrendous casualties, the Prussian advance
did not slow, and the French themselves
began to waver. But instead of charging the
French positions, the Prussians halted on
open ground to dress their ranks! For the next
two hours they fired continuous volleys
against the French who, taking advantage of
the terrain, were able to avoid any serious
losses. Napoleon, in the meantime, sub-
jected the Prussians to massed artillery fire.
This altered the balance of combat strength
on the field as the French continually rein-
forced their position while the Prussians
were losing men and morale. Shortly after
twelve, the French had a superiority of over
two to one against the Prussians in men.




Under this terrible pressure, the Prussians
began to retreat. The French continued to
press the Prussians, turning the retreat into a
rout. The inability to be flexible at critical
moments made itimpossible torecover from
reversals.

This was the pattern over most of the
battlefield. The individual Prussian soldier
demonstrated his discipline by taking a
murderous punishment from French fire.
But their officers were helpless to take any
action outside of their limited tactics. The
set-piece battle that Frederican tactics de-
manded was a thing of the past. The light
infantry mentality of the French was just too
much for an army which had spent its time
preparing to fight the “last war.”

Implications

Quite fortunately for Prussia, it had leaders
who were able to understand the causes of
its defeat and take the steps necessary to
revamp the military establishment. This was
accomplished in the next six years by offic-
ers like Carl von Clausewitz, August von
Gneisenau, Leopold von Boyen, and Gerhard
von Scharnhorst. In a perverse way, the
Prussians were lucky for the defeat at Jena,
because this forced them to start again from
the beginning. Their leaders were able not
only to revitalize the Army, but also to
knock down long held shibboleths. General
Ludwig von Yorck was appointed Inspec-
tor-General of the light infantry brigades in
1810. His training methods emphasized in-
dividual actions and self-discipline. The re-
covery bore fruit at the victories of Leipzig
in 1813, and Waterloo in 1815.

[In a future issue of S&T, we will continue to
march with the Prussian Army in BG Bell's
follow-up article onthe Prussian military reform
movement. Ed.] | |
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Individual tanks with overhead views depict German
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Work in progress continued from pg 2

On To Moscow: The Great Northern War.
We decided to redesign this one radically.The
problem was that the game system was obsolete,
being based on some mid-1970’s concepts
which were adequate at the time but hadn’t re-
ally evolved. On To Moscow will simulate the
way of warfare in the early 18th century, the
clash between the better disciplined and orga-
nized Swedes and the emerging Russian super-
state. The Swedes marched to the gates of Mos-
cow before being stopped in the epic battle of
Poltava. The idea is to recreate the underlying
motivations of both Charles XII of Sweden and
Peter the Great, to get players to view warfare
from their perspectives, and not looking back
from the 20th century. Even though the Swedes
were totally defeated in the end, they left a
legend which is remembered today in
Scandinavia and Russia.

Cannae/Zama. This will cover the two major
battles of the Second Punic War, Hannibal's
greatest victory and his final defeat. The game
system is a unique approach to ancient warfare,
and will stress the importance of unit cohesion.
Both games will be included is the same issue,
with around 100 counters each, and each battle
taking up one half a standard sized map. The
game system’s designer has an interesting ap-
proach to ancient warfare and game design, and
this is an opportunity to get his ideas out before
the public. Designer, Shaun Howarth.

Obscure Wars. We haven’t started work on
this, but will most likely do the Austro-Prussian
War of 1866, and the 1877-78 Russo-Turkish
War. The basic game system will be the same as
On To Moscow, but the special rules will deal
with the specific conditions of 19th century war-
fare, such as differences in weapons and tactics,
as well as the beginnings of the general staff
system.

Articles

Soviet Operational Art, 1918-1945. While the
German military system receives much atten-
tion, the Soviets have been largely ignored; yet
there are many lessons to be learned from them
(after all, they did win World
War II). The Soviets devel-
oped extensive doctrine for
deep operations prior to
World War II (some of it
based on study of the Ameri-
can Civil War!). While they
were caught flatfooted by
Operation Barbarossa, by the
end of the war they were
pretty adept at mobile opera-
tions. By James J. Schneider
of the US Army Command
and General Staff College.

The Macedonian Art of War
inthe Successor Era. This is

game

an excellent analysis of the nature of tactical
level warfare in the era following Alexander the
Great. The article has some interesting insights
into the effects of cohesion on battle. Plus lots of
information on the armies themselves. By Shaun
Howarth.

War in the Persian Gulf. This is an analysis of
the recently concluded war against Iraq. It pro-
vides an incisive analysis as to why the Allies
were able to attain their stunning victory. Plus
lots of hard data. By James Werbaneth (with
John Burtt and others providing modules).

The British in India, 1760-1810. A look at an
obscure but critical period, the British conquest
of the Indian subcontinent. This was really the
beginning of modem colonialism, and there is
lots to be learned about Western versus non-
‘Western armies. By Andrew Preziosi.

Waterloo Revisited. This is a new analysis of
French and British tactics in the Napoleonic era.
I’'m compiling some interesting information, es-
pecially from contemporary accounts of partici-
pants in the battle. The article promises to come
up with some new conclusions about how armies
fought in this era. By Joseph Miranda.

Berserk Elephants

Response to S&T #141°s game, Hannibal,
was favorable. People found the system play-
able and there were some good historical les-
sons tucked away. The one question everyone
raised was, “What do Berserk elephants do?!”
So here's the offical answer.

Elephant units which take a hit in combat go
Berserk. A Berserk Elephant unit is affected as
follows:

1. It immediately attacks the nearest friendly
unit in the Center zone of its tactical display; if
there is no other unit in the Center zone, then it
attacks the nearest unit in its friendly Reserve
zone (use a die roll to resolve discrepancies).
Note that this attack will take place in the middle
of the enemy's Combat segment.

2. The attack is resolved as normal combat,
except that the elephant unit is eliminated at the
end of the combat, and the defending unit may
not make any sort of defensive attack. There is
no flanking advantage for Berserk elephants.

3. Elephants in an army which flees are
automatically eliminated.

(Players who want the full Hannibal errata
should send a SASE to Hannibal Errata, cfo
Decision Games, PO Box 4049, Lancaster CA,
93539-4049.)

Speaking of elephants — Hannibal's favor-
ite weapon system — astute readers might have
noted that in issue #141’s table of contents we
had elephants in two places: in the reproduction
of the countermix, and in the picture right above
it: the photograph of the Panzerjager Tiger (P),
otherwise known as the “Elephant.” ||
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DID YOU
KNOW . . .?

> AU.S. armored division
consumes about 600,000 gallons
of fuel a day.

> During ten campaigns in the
course of the War of the Spanish
Succession (1700-1714) John
Churchill, the Duke of
Marlborough, one of the finest
British soldiers in history, fought
only four battles, but conducted
some 30 sieges.

> Itrequires 180 air-to-air
missile to arm a squadron of F-
15 fighters.

> During the first 27 months
of World War I (August 1914-
December 1916), about two-
thirds of all artillery shells, and
one-third of all rifle and machine
gun ammunition fired by
Russian troops were of foreign
manufacture.

> Between 2 August 1990, the
date of the Iraqi invasion of
Kuwait, and 28 February 1991,
the date of the Allied ground
offensive to liberate Kuwait,
U.S. aircraft flew 14,800 air
transport missions, carrying a
total of 481,000 passengers and
513,000 tons of cargo, for a total
lift of 3.72 billion ton-miles.

> Impressed by the lightness
of aluminum, French Emperor
Napoleon III proposed that
regimental eagles should be
made from the novel metal,
rather than the much heavier
bronze, only to change his mind
when informed of the cost of
such a measure, since aluminum
at the time was more precious
than gold.

> Excluding “hostile action,”
nearly 7000 Soviet active duty
military personnel die each year,
1.5 per 1000 men and women on
active service; comparable
figures for the U.S. armed forces
are about 2150 deaths, or 1.0 per
1000.

> The people who campaigned
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for the 1989 referendum on the
abolition of the Swiss armed
forces took 18 months to gather
the 111,000 signatures required
by law, in contrast to those who
worked for a 1972 referendum to
require the retention of horses on
active duty needed only six
months to gather 430,000
signatures: both referenda failed.

> The cost and complexity of
new fortifications which were
commenced in 1554 were so
great that the Italian city-state of
Siena found, upon the outbreak
of war in the following year, that
not only were they incomplete
but there were no funds left over
to hire troops and seamen
sufficient to defend the state,
which shortly afterwards was
annexed to Florence.

> Although about 90% of the
ship’s company were Britons of
various stripes, at the Battle of
Trafalgar (21 October 1805), the
crew of HMS Victory included
men from 17 other countries,
including Russians, Africans,
Americans, West Indians, and
East Indians.

> At the start of the 1973
Arab-Israeli [“Yom Kippur”}
War, the defending Israelis had
fewer troops deployed on the
Golan Heights than Syria had
122mm guns targeted against
them.

> Inearly 1990 Capt. Anthony
Crawford and Lance Corporal
Keith Porter, of the Royal
Engineers, were awarded the
Queen’s Gallantry Medal after
working in a collapsed London
sewer for 32 hours to disarm a
500-pound German bomb left
over from Hitler’s blitz. This
followed by only a few months
the award of the same medal to
Cpt. Christopher Goddard and
Cpl. Gary Fisher, also of the
Royal Engineers, who spent 31
hours defusing a one-ton bomb
near Tower Bridge.

“Withalittle help from our friends...”
This issue, thanks are in order to John
Haan and Stephen G. Stone, for their
contributions to “Did You Know...?”

DO YOU
KNOW...?

What items of military
equipment in use during
WorldWar Il borethemodel
designation “P-38?"

Please submit your answers to:

FYI

c/o A.A. Nofi

732 Westminster Rd

Brooklyn,N.Y., 11230

US.A.
Answers must be printed or typed
clearly onapostcard: submissions
inany other format willnolonger
be considered. Be sure to include
your name and return address!

Although we are still having a
problemwithatimelag forresponses
from Europe and other overseas
places, for the present we will
continue to announce the winner
three issues hence, in S&T 146.
The winner will receive a $50.00
gift certificate from Decision
Games. Ties will be resolved by
lot. 0

We Have A
Winner!

Only a handful of readers
responded to the question which
appeared in S&T 140, “At what
unusual institution did former
U.S. Attorney General Nicholas
Katzenbach study law?”
Moreover, most of the replies
were wrong. In addition to
studying law at such ordinary
places as Princeton and Yale,
Katzenbach, received credit for
courses which he attended whilst
a POW in Stalag Luft I, where
he was in residence after his
B-25 was shot down over the
Mediterranean in 1943. As of
the time we went to press, five
readers submitted the correct
answer. As determined by lot,
Doug Dery, of Franklin,
Massachusetts, is declared the
winner. The runners-up are:
David C. Johnson, Holloman
AFB, NM, Cathleen Niday,

Moorpark, CA, Joe Osentoski,
Marysville, MI, and Francis L.
White, Chicago.

FOOTNOTES

Changes in the Cost
of Procurement
Projects

This table (page 58) looks at
the overall change in the dollar
cost of all defense procurement
projects, on a year-to-year basis
from 1978 through 1983. Net
Increase refers to the dollar
increase over the previous years’
estimate, with no adjustment for
inflation. Adjusted Increase
refers to the increase when
inflation is taken into account, in
effect, an indication of the
change on a “constant dollar”
basis.

Note that the increases for
1978-1980 appear
extraordinarily large, precisely
because those years were
periods of considerable inflation.
A 1980 dollar had the
purchasing power of only $0.79
in money of 1978. As aresult,
the Net Increase figures are
consistently more intimidating
than the Adjusted Increase ones.
Yet in several years the overall
constant dollar cost of
procurement actually declined.
This suggests that much of the
apparent “overrun” in the cost of
defense projects is attributable to
a failure to look at the dollar in
terms of its constant value.

An additional, and generally
overlooked aspect of the
question of cost overruns, is that
the Department of Defense
annually issues some 1.5 million
procurement contracts, for
everything from aircraft carriers
to tooth picks. Most of these,
some 99%;, are fulfilled on
schedule, within specifications,
and at, or even below, original
cost estimates. The 19 which
do not —about 15,000 contracts
a year— account for the
irregularities which feed the
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1978
4.2%

Year
Net Increase

1979
4.1% 10.1%
Adjusted Increase -3.1% -10.9% 1.8%

Changes in the Cost of Procurement Projects

1981 1982 1983
21% 1.8% 4.1%
-7.5% -4.1% 1%

1980

perception of scandal which
hangs over military
procurement. Upon
investigation, however,
relatively few of these are
actually found to be the result of
outright fraud and corruption.
Most of the problems arise as a
result of ponderous contractual
obligations, unrealistic technical
expectations, and the desire to
add this or that doo-dad to make
the item even “more” effective.
Of course, some instances of
fraud are uncovered, and the
DoD has achieved some success
in prosecuting the malefactors,
recovering about $7 billion a
year.

Source: Selected Acquisition

Reports, 1978-1983.

“Gawd, Birdie!”

Field Marshal Lord
Birdwood had a distinguished
career in the British Army,
culminating in high command
during World War 1. Buthis
long and varied services in
uniform perhaps did not fully
prepare him for command of the
informal, rough, and ready men
of the ANZAC —Australian-
New Zealand Army Corps—
during the Gallipoli Campaign
in 1915.

On his very first day ashore,
an Australian private approached
him.

“Are you Birdie?” he asked,
without so much as a hint of
formality.

Somewhat taken aback,
Birdwood replied, “Tam.”

“Good,” responded the
Aussie. Then, saying “T want to
complain about inferior bloody
material,” the man held up a
grenade, yanked out the pin, and
threw it on the ground near the
general. The resulting explosion
sent pieces of metal and stone
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whizzing past Birdwood’s ears
and tearing through his leggings.
Although fortunately unharmed,
the general was stunned by the
outrage, and uncertain as to what
to do about it.

As for the Aussie, he just
pushed his hat back on his head,
put his hands on his hips, and
said, “Gawd, Birdie, that’s the
first bastard that has gone off
this month!”

It was at that moment,
Birdwood later remarked, that he
first realized how much
Australian and New Zealand
troops differed from British
soldiers.

— Peter Black

Comparative
Strength of the
Union and
Confederate Armies
During the Civil War

Attemnpting to compare the
strengths of the armies at various
periods during the Civil War is
rather difficult. While the total
number of men enrolled at any
given time is relatively easy to
ascertain, the number available
for operations is much less so.
Both armies suffered a great deal
from desertion. By some
estimates 300,000 Yanks and
200,000 Rebs went over the hill
during the war, and possibly far
more: in the Confederate Army
it was not unheard of for troops
to desert during the winter and
return to duty with the coming
of spring. In addition, in both
armies many men were often on
detached duty.

The rolls of both armies —
and notably the Union Army—
also counted great numbers of
non-combatants. There were, in
fact, several different ways

which the troops could be
counted. The Union Army used
three categories:

“Present,” including all
personnel for whom rations had
to be issued;

“Present for Duty,”
excluding personnel on sick call
or under arrest, but including
musicians, and teamsters,
hospital personnel, and other
non-combatants;

“Present for Duty
Equipped,” including only
combat-ready enlisted men and
their officers: the number of men
armed and ready to fight, but
excluding field musicians.

The Confederates used the
first two categories, but not this
last, referring instead to
“Effectives,” a figure which
applied to enlisted men only,
and thus excluded officers and
as well as field musicians, about
7% of the total enrolled, as well
as troops on temporary duty
elsewhere.

As aresult, the number of
men present for duty was always
less than the number enrolled.
For example, on 1 May 1865, at
the very end of the war, when
Union Army manpower was
officially 1,000,516, fully
202,709 men —20.2%!— were
listed as “absent,” whether as
deserters, in hospital, on leave,
or on detached duty.

Further complicating any
attempt to assess the effective
strengths of the two armies is the
fact that forces on garrison and
occupation duty might be
relatively far from where the
serious fighting was going on,
but would nevertheless have
been included in the figures of
those present for duty. For
example, in January of 1863
about 190,000 Union troops
were committed to holding
Washington and securing lines
of communication in Maryland,
West Virginia, Virginia,
Kentucky, Western Tennessee,
Northern Mississippi, and
Missouri, so that over 25% of

the Union troops available for
service were rendered non-
effective by perhaps 25,000
Confederate guerrillas and
partisans. This was one reason
why the Confederacy was able
to muster 75%-80% of Union
strength in most battles, despite
the considerably greater overall
Union manpower superiority.

The differing bases of
calculating the strength of the
armies are the principal reason
for disputes over the numbers
which each side had in a battle.
In the Civil War, as in most
wars, accounts of battles rarely
agree as to the strengths of the
opposing forces. Of course, it is
by no means unusual for the
participants to exaggerate the
strength of their foes, since in
this way the victor can show
how great were the odds which
he overcame, while the
vanquished can argue that the
odds against him were
overwhelming. However,
surprisingly, outright
falsification of numbers is less
common that might be expected,
given the often wide divergence
which can be found in many
accounts of various battles and
campaigns. Mostly, the
differences are the result of
comparing numbers which are
not actually comparable, such as
the inadvertent using the total of
men “Present” for one side, and
the total of those “Present for
Duty” for the other. A good
case in point is question of the
number of men at the Battle of
Gettysburg.

Estimates for the strength of
the two armies at Gettysburg
vary widely. Figures for the
Army of Northern Virginiarange
from a low of about 65,000 men
of all arms to a high of about
75,000, while those for the
Army of the Potomac vary
between 80,000 and 95,000. On
paper the total strength of the
both armies was enormous: The
Army of Northern Virginia
officially numbered over
100,000 men, the Army of the




Potomac around 150,000.
However, omitting men who
were absent without leave,
prisoners, performing details
away from the army, on leave,
under arrest, or in hospital, the
numbers are much less. When
all of these people are accounted
for, it seems that at the
beginning of June of 1863, the
Army of Northern Virginia
numbered about 77,000 men,
while the Army of the Potomac
had about 115,000, live bodies
all, equipped and ready to
march. These are the strengths
with which the armies went
north into Pennsylvania. But
while en route, both armies, but
especially the Army of the
Potomac, lost men to straggling,
so that actually present on the
field at Gettysburg there were
probably about 70,000 Rebels
and 85,000 Yankees.

It is easy to make use of the
wrong set of figures when
discussing combat strength
during the Civil War. Even
when using the Union “Present
for Duty Equipped” figures and
the Confederate “Effectives”
there are difficulties. The
mormning reports of individual
units contain the most accurate
figures which can be secured.
But even a perusal of these can
only give an general notion of
the number of men who actually
enter combat, as men might
straggle, be told off for special
duty, or desert right up to the
moment of contact with the
enemy, while in both armies
there were often present
“unofficial” combatants, such as
black servants, who on occasion
pitched in to lend a hand,
informal civilian volunteers with
a hankering to get in a shot or
two against the foe, such as old
John Burns at Gettysburg, and
so forth. Although hardly likely
to amount to enormous numbers,
the existence of such people
does complicate calculations of
strength.

As aresult, it is at best only
possible to get an approximation

Date Union Armies Confederate Armies CS:US Ratio
Enrolled Present Pres % Enrolled Present Pres % Enrolled Present

1 Jan '61 16,367 14,663 89.6% 7,000 7,000 100.0% 42.8% 47.7%

1 Apr 16,028 14,324 89.4% 45,000 45,000 100.0% 280.8% 314.2%

1 Jut 186,751 183,588 98.3% 116,000 112,040 96.6% 62.1% 61.0%

1Jan’62 575917 527,204 91.5% 326,768 235,273 72.0% 56.7% 44.6%

1 Apr 637,126 533,984 83.8% 401,395 301,046 75.0% 63.0% 56.4%

1Jan’63 918,191 698,802 76.1% 449,439 305,619 68.0% 48.9% 43.7%

1Jan’64 860,737 611,250 71.0% 464,646 278,788 60.0% 54.0% 45.6%

1Jan’65 959,460 620,924 64.7% 445203 218,143 49.0% 46.4% 35.1%

1 Apr 980,086 657,747 67.1% 358,692 160,198 44.7% 36.6% 24.4%

Key: Enrolled includes everyone who was carried on the rolls of the armies on the indicated date,

adjusting for the difference between Union and Confederate modes of calculation. Present excludes

deserters and men in hospitals. Pres % shows forces under Present as a percentage of those Enrolled.

CS:US Ratio gives Confederate forces as a percentage of Union forces, in each category. Rounded

figures are estimates based on incomplete data.

of the number of men available
at the time an army went into
action.

The Confederate strength
figure for 1 January 1861 is for
the South Carolina militia and
volunteers; that for the following
1 April is for troops already
mustered into Confederate
Service, including some 5,000 at
Charleston and about 2,000 at
Pensacola, but omits some
troops still under state
jurisdiction: perhaps another
5,000 in South Carolina alone.
Union figures for these two
dates are for the Regular Army
only, the call for volunteers not
being made until 15 April.

Memo:TheSeaServices

Compared to the numbers of
men in the armies, the
manpower of the sea services —
navy, marines, revenue
service— was relatively
insignificant. Officially there
were 132,544 enlistments in
Union forces afloat. The United
States Navy peaked at some
50,100 men at the end of the
war, including about 3,500
Marines. Total enlistments in
the Confederate sea services
were probably between 12,000
and 15,000 men, although the
peak strength of the Confederate
Navy appears to have been about

5,000, plus about 1,000 Marines,
figures attained in early 1864. l

DATAFILE

Montecuccoli:
Forgotten Military
Genius

CountRaimondoMontecuccoli
isrelatively unknownas amilitary
leader and philosopher. Yet, he
was one of the greatest captains of
his day and he was perhaps the
greatestadministratorand military
writer of his century. In such high
esteem washeheld, thatby theend
of hislifehehad accumulated such
honors was to rank second only to
the Hapsburg Emperor himself:
his records bears the inscription,
“Raimondo,Prince Montecuccoli,
Lieutenant-General ofthe Hapsburg
Empire, Field Marshal,
Commander-in-Chief, Presidentof
the Supreme War Council, Secret
Counselor to the Emperor, High
Masterof Artillery,Ordnance,and
Fortifications, Governor of the
Hungarian Borderlands,
Chamberlain and Knight of the
Orderofthe GoldenFleece, Special
Imperial Ambassador and Envoy
to Queen Christina of Sweden, to
SirOliverCromwell, Lord Protector
of England, totheUnitedProvinces,
the Pope, the King of France.” As

one admirer put it, Montecuccoli
was the Empire.

Although this judgment is
somewhatofanexaggeration,heis
certainly a commander who
deservesmoreseriousconsideration
than has generally been the case.

CountRaimondoMontecuccoli
was bom on 21 February 1609, in
Modena,Italy. In 1627, atthe age
of 16 he began serving as a private
soldierinacavalryregimentwhich
belongedtohisuncle,CountErnesto
Montecuccoli, a general in the
serviceofthe Austrian Hapsburgs.
Young Montecuccoli was soon
involved in some of the most
important operations of the brutal
and protracted Thirty Years War
(1618-1648). By the time he was
20,hehadseenfouryearsof active
service in Germany and the Low
Countries. Then, at the Battle of
Breitenfeld (17 September 1631),
at which Gustavus Adolphus of
Sweden resoundingly defeated
Imperial forces, he was taken
prisoner. Ransomed by his own
efforts, hereturned tothe Emperor’s
service in time to be wounded at
Lutzen (16 November 1632), at
whichGustavusonceagaintrounced
the Imperials, though atthe costof
his own life. Upon his recovery,
Montecuccoli,barely25, wasmade
a lieutenant-colonel of cavalry.

Then, in June of 1634,
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From the dustbin of history ...

“We’re going to go around, over, through, on top, underneath,
and any other way it takes to beat them.”
— H. Norman Schwartzkopf
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Montecuccoli’scousinErmestodied.
He raced to Vienna in order to
secure command of Emesto’s
regiment. Although the military
authoritiespromisedthathe would
get the command, by the time he
returned to the regiment he found
itsplitintwo. Halfof theregiment
wasgiventoafellowItalian,Ottavio
Piccolmini,yetanotherscionofan
ancient military family, while
command of the other half was to
berewardedtooneofseveralofficers
on a competitive basis.

Montecuccoli was with the
rump of his old regiment at the
battleof Nordlingen (6 September
1634), when Spanish andImperial
forces smashed a Swedish and
German army. As Colonel Pietro
Aldrobrandini, whocommanded a
cavalry regiment, had been killed
in the battle, Montecuccoli
immediately headed for Viennain
thehopesofbeing givencommand.
Onceagain, themilitary authorities
promised him the regiment. And
once again, he found the promise
wasbroken. Unfortunately,inorder
topresshisclaimonAldobrandini’s
regiment, Montecuccoli had
resignedfromhiscousin’soldoutfit.
Sohenownolongerhadacommand,
andhadtoseek apositionwherehe
could find it. This time he had
given up his old position and now
found himself unemployed. By
couldluck,hewasfinally giventhe
rank of lieutenant-colonel in Don
Annibale Gonzaga’s cavalry
regiment. The dash Montecuccoli
exhibited from this point onward
wascertainlylinked tohisdesireto
show that he was worthy of
independent command. There
followedaseriesofhardcampaigns,
during which Montecuccoli
repeatedly distinguished himself.
Among notable feats of arms, he
lead a cavalry charge across a
negotiable breach at the storming
of Kaiserslatern, for whichhe was
awardedacolonelcy,andhecovered
theImperialretreat after the battle
of Melnik, during which he was
again wounded.

Montecuccoli was soon
afterwards captured once more by
the Swedes, and spent the next
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three years as a prisoner of war at
Stettin. It was during this period
that Montecuccoli, already a
seasoned campaigner, developed
a broader understanding of the art
of war. He read widely inhistory,
including the classics, such as
Tacitus, and also in the arts and
sciences, reading Euclid on
geometry and Vitruvius on
architecture. So intense was his
devotion to the academic side of
his profession, that he produced
two books, Sulle Battaglie [On
Battle} and Trattato della guerra
[Treatise on War]. Subsequently
released during the latter years of
the Thirty Years War, he further
distinguished himself as a cavalry
commander and won himself the
rank of General der kavallerie
[lieutenant general].

Montecuccoli’s style of
leadershipchangedafterthe Thirty
Years War. During the warhe was
abrave, dashing cavalry
commander, a follower of the
examples set by the distinguished
SwedishtroopersJohanBanerand
Lennart Torstensson. Afterall,an
ambitiousyoungItalianhad towork
hardtogetanindependentcommand
intheHapsburg Empire. However,
ashegrew olderandmore powerful,
and, presumably, wiser andless in
needofdrawingattentiontohimself,
he became more careful. This
caution has led to much criticism
of his methods, but it should be
remembered that the general had
far different concems than the
colonel. Therewereseveral factors
whichseriouslyrestrictedmilitary
operationsintheperiod, including
severe personnel and logistical
problems. Manpower required
increasingly greatertraining, which
was expensive. And thehorrors of
the Thirty Years Warhad imposed
significant political restraints on
the discredited practice of living
off theland. So generalshadtobe
wary of risking their precious
manpowerunnecessarily,and their
lengthy supply columns under any
circumstances.

Afterthe Peace of Westphalia
(1648), Montecuccoli served as
envoytoSwedenandrepresentative

of the Emperor to Flanders and
England. He then participated in
the Nordic War (1656-1658) as a
corpscommanderwhosejobitwas
tohelpthePoles againstthe Swedes.
During this period, Montecuccoli
wroteDel’ art militare[Onthe Art
of War] andrevisedSulle Battaglie.
MontecuccolisoonbecameaField
Marshal of the imperial army and
in1660,defeated GeorgeRakoczy,
the Prince of Transylvania.

Then in 1663 Montecuccoli
took command of a combined
Imperial and French army for a
campaign against the Ottoman
Turks. The Turks were driving
through Hungary, wreakinghavoc
astheywent. Montecuccolidecided
thatthe Turkishinvasionof Hungary
shouldbestoppedatthestrategically
importantRaabRiver.On1 August,
1664, Montecuccoli, with about
25,000 men — less than half the
allied force — won a stunning
victory over some 100,000 Turks,
a success so complete that within
ten days the Turks concluded a 20
years’ truce with the Empire. The
Hapsburgs gained little territory
by this treaty, but did not press the
Turks. The EmperorLeopoldIfelt
that peace with the Turks was
desperately needed due to events
on the Rhine, where French King
LouisXTVhadenormousambitions.
The war with France was long in
coming. Meanwhile, there was
much to do to prepare for it.
Montecuccoliplayed animportant
role in reorganizing the Imperial
armies, somuch sothatin 1668 he
was made Lieutenant-General of
the Realm and President of the
Council of War. As a military
reformer, Montecuccoli made
importantchangesinthe Hapsburg
armies. His greatest
accomplishment was the creation
of an Austrian standing army.
Montecuccoli changed the
organizationandequipmentofarmy,
created the battalion and reduced
the size of the infantry regiment.
He lowered the proportion of
pikemen —still needed to repel
cavalry—tomusketeers>—whose
lack of a bayonet made them
vulnerable to cavalry. He also

introduced anexperimentalmusket,
halfmatchlock, halfflintlock. The
true flintlock did not begin to be
regularlymanufactureduntil1686.
Montecuccoli also defined the
cavalrysquadronsothatitcomprised
two companies; a five squadron
regiment consisted of 800-1000
riders. This allowed for greater
mobility. These reforms were no
mean feat considering the state of
the Austrian bureaucracy. As
Montecuccoli himself once said
“It took these men a year for what
should and could have been done
in one hour.”

During this  period,
Montecuccoli also found time to
write hismost famous work, Della
guerracolTurcoinUngheria[On
Waragainstthe Turksin Hungary],
also known as Aforismi dell’ arte
bellica [ Aphorisms on the art of
war].

WarwithFrancecamein1672,
when Louis XIV invaded the
SpanishNetherlands and the Dutch
Republic with the intention of
annexing them. Montecuccolitook
the field twice, in 1673 and 1675,
bothtimesagainstHenride Turenne,
the Marechal-General of France,
the finest commander Louis XIV
had. Thesetwoexpertsofmaneuver
warfare combined to create what
Clausewitz called among the “the
mostbrilliantexamplesof thisform.”

Montecuccoli’s method of
maneuver was born of necessity.
He understood the logistical
difficulties of creating and
maintaining an army in the
seventeenth century. He was
therefore a careful planner, who
tried to fully stock his magazines
beforeacampaign. Hiscampaigns
were marked by an economy of
force. He used fortifications and
naturalobstaclesnotasstaticbarriers
but as “pivots of movement.”
Montecuccoli stressed flexibility:
there was a time to strike, and a
time to wait and let an enemy wear
himself down. His experience in
politicalaffairshelpedprovidehim
with an opportunity tounderstand
theotherfactorsthataffectwar. He
understood thetacticalrelationship
between battle and attrition: “One




oughttostudy the[Roman]dictator
Fabiustolearn thatafter aseries of
defeats it is necessary to change
one’s fighting methods and
meanwhile to adopt a strategy of
attrition.” He further understood,
that there was a time for battle.
“There are those who deceive
themselves that war can be waged
without battle. But conquests and
decisions can only be achieved by
combat and battle and to believe
otherwise is a delusion.”

Despite these views,
Montecuccoli generally been
peggedas aproponentof astrategy
of attrition, especially by those
withanaxtogrind. TheHungarians,
in particular, were angry withhim
fornotbringing the Turks tobattle
earlier, and for suppressing their
national aspirations. Since it was
their land being plundered, some
anger is understandable. Yet
Montecuccoli’s successes in
 securing Hapsburgobjectives,and
his writings, should be evidence
enoughtohistacticalunderstanding.
Nonetheless, many historians, not
justHungarianones,havecitedthe
allegedcommentsofZrinyiMiklos,
averysuccessful Hungarianmilitary
leaderandtheoreticianoftheperiod,
to raise cast aspersions on
Montecuccoli and his ideas. Yet
the record does not bear this out.
Indeed, Zrinyi appears to have
agreedwithMontecuccolionmost
issues. He, too, recognized the
severelimitationsofcentury warfare
in the period, and even advocated
a strategy similar to that adopted
byMontecuccoli. Inaddition, both
men believed that a well trained
army of about50,000men, withan
infantry to cavalry ratio of 2-to-1,
was the most practical model for
general operations. Most
importantly, both advocated a
decisive battle, if necessary, but
preferred to defeat the enemy by
starvation. Theirdifferences were
political. One was a loyal servant
of the Empire who preferred the
imperial system of recruitment.
The other was a Hungarian patriot
who was in support of a more
national army.

In the 1673 campaign along

the Rhine, Montecuccoli got the
better of the brilliant Turenne.
Montecuccoli had two possible
objectives. He could go south and
invade Alsace,or gonorthand join
hisDutchallies. Hechosetodothe
latter, while attempting to make
Turennethinkthathe wouldinvade
Alsace. Montecuccoli marched
west from Nuremberg, forcing
Turenne to cross the Mainz so in
order to occupy a defensive line
along the Tauber river, so as to
preventMontecuccoli fromcrossing
theRhine. Inconsequence, Turenne
was campaigning in a foreign
country, namely Germany. Asa
result,hehadcertaindisadvantages.
He had to negotiate to use the one
bridge over the Mainz that was
available to him, at Ascaffenburg.
In addition, the hostility of the
local population compounded his
supply difficulties. Turenne was
thereforeanxious forabattle. When
he saw Montecuccoli deploying
his army for battle at Windsheim,
he quickly began to get ready to
meethim. However,Montecuccoli
cleverlyslippedaway withhisarmy
and raced northwards towards the
Mainz crossing at Marktbreit.
Turenne pursued, and managed to
reach Marktbreit first. There he
waited for Montecuccoli to split
his forces in order to cross the
Mainz. However, Montecuccoli
didnotattempttoforcethecrossing
in the presence of the enemy. The
standoffatMarktbreitlasteda week.
Then Montecuccoli now took
advantage of the fact that he
controlledallbutoneof thebridges
over the Mainz. He could now
threaten to do one of two things:

1) He could march directly on
the lone French bridge, forcing
Turennetomovesouth,andisolating
him south of the Mainz; or,

2)Hecould attempt to cross to
the north side of the Mainz and
continue on his way to Bonn and
his Dutch allies.

Montecuccolichose thesecond
option, daring Turennetostophim
while he was still in a position to
exercisethefirst. Turenne,uncertain
astoMontecuccoli’struecbjective,
and burdened with supply

difficulties, withdrew tothe Tauber.
Intheend,Montecuccolimarched
onBonn, wherehejoined withmet
his allies. The campaigning year
endedbefore Turenne’sarmycould
again take an active part in
operations.
Inthecampaignof1675,itwas
Turenne whomanaged tohold the
upperhand. Despiteseveral weeks
of complex maneuvers in Alsace,
Turenne kept the advantage and
Strassburg. On the 27 July, he
deployed his army for battle near
Salzbach. On observing his own
dispositions, Turenne said “Good
enough; it seems to me that this
isn’t all bad, and I think
Montecuccoli would approve of
what we have done.” However,
Turenne was shotbefore the battle
began. As aresult, Montecuccoli
was able to win the day with some
ease, and drove the French back.
Afterthiscampaign,Montecuccoli
spent the rest of his life doing
military administration, literary,
and scientific work in Vienna. He
died in Linz on 16 October 1680,
the result of an accident.
Despite his distinguished
accomplishmentsasacommander
andadministrator, itwasasamilitary
intellectual that Montecuccoli is
most remembered. He used the
experience he gained in
campaigning against the Swedes,
French, and Turks to speak to the
phenomenonofwarinallitstactical,
strategic,administrative, political,
andsocial aspects. Montecuccoli,
like Machiavelli, saw the world
realistically. Hesaw war as partof
the human condition. He
differentiated between the various
types of war, including foreign,
civil, aggressive, and defensive.
Hedefined war as*“theuse of force
or arms against a foreign prince or
people.” Heurgedstates thatengage
in war to “give their commanders
thenecessarylatitude toactrapidly
and to exploit opportunities,” a
comment whichrevealstoussome
of the exasperation Montecuccoli
must have felt with bungling
imperial bureaucrats. Althoughhe
was ahumanist seeking to find the
scientificbasis of war, Montecuccoli

his

believed it was impossible to
considereverythingandsomethings
“should be left to chance,” since
“he who worries abouteverything
achieves nothing; he who worries
abouttoo little deceives himself.”

basicfactorsof war—preparations,
planning,operations—madeadeep
impressiononthose whofollowed
him. Onedistinguishedeighteenth
century military theoretician
includedhiminalistoffiveauthors
whosebookshesuggestedbestudied
by a young noble interested in a
military career. Thisadviceseems
to have been taken to heart, as a
Montecuccoli is mentioned in the
writings of many notable generals
oftheperiod:there wasevenacopy

Washington’s library. In short,
Montecuccoli’s works wereone of
the principal means by which the
military experience of the Dutch,
Swedish,Italian and Austrianwars
were transmitted to Eugene,
Marlborough, Frederick theGreat
[who said that a general should
haveMontecuccoli’sforesight],and
evenNapoleon, whowasanadmirer
of Turenne. As such, Raimondo
Montecuccoli deserves the honor
ofbeingcalled the greateststrategic
thinker between Machiavelli and
Clausewitz.

Montecuccoli’s study of the

memoirs in George

— Dani Shanske
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Gaming

Dear Mr. Miranda:

Please don’t make S&T an “over-stuffed
chair, library styled journal.” The hobby will
always be just a small, sophisticated group of
good friends, who drive their wives crazy on
Saturday afternoons. So let’s see more profes-
sionalism with the games and fun in the maga-
zine.

Stephen Clark
‘Whitehall, Ohio

Dear Mr Miranda,

RE: “Ideal Game Characteristics.” There
has been much discussion about what the game
industry should be doing torevitalize the hobby,
and bring back the excitement of old. Perhaps
what is needed is not games on old subjects, or
new games on untouched subjects, but a new
concept in the game itself. It is vital to have a
series of games on one subject, (say WW2,
Korea, or Vietnam etc.) with the same rules!
Therefore, my first suggestion is that maga-
zines publish more on-going series of games, so
thatreading new rules doesn'tbecome aform of
aversion therapy. We should be able to receive
anew game and start playing immediately while
the enthusiasm level is high.

There is another problem, however. Some
of us simply have biases for or against certain
scales. ] generally much prefer company/battal-
ion level play, because each unit has more of a
unique “personality” and function. (I know that
others prefer strategic/operational.) How about
making a series of games which are acceptable
to everyone? So, here’s my second sugges-
tion... A series of games on a single subject, but
using different scales. All of the games could,
purely on an optional basis, be linked together.

One could start to play a Strategic/Opera-
tional game... If asituation became sufficiently
interesting or critical, youcould, if both players
desired, switch to a Tactical scale map and play
the situation out possibly with lowerlevel units,
but with basically the same rules. The second
advantage would be that if you wanted to play
a short, simple game you could do that by
choosing the appropriate scenario and/or scale.
If you had time for a campaign, you could
increase the complexity to your own desired
level by playing situations out on 2 more com-
plex Tactical Level map. In this way you create
a versatile game system which conforms to the
players’ needs.

Tony Zalewski
West Hollywood, California
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Incoming Mail

Dear Sir,

Youwillnever get apolicy of innovation to
work unless you can break out of the chains of
the feedback system which will always tend to
work against the unfamiliar. No real alterna-
tives in subject, scale or systems will be pos-
sible if youfeel yourself boundinevery issue by
the cards, and you will certainly neverbe able to
pushthe appeal of the magazine on toa possible
new generation of gamers whom you might
have to start by selling the magazine as an
impulse purchase in stores. The feedback by its
nature will always tend to produce a clone like
result in subject treatment. Similarly, you will
have more problems scrapping a dull tedious
“simulation” at an early stage because it got a
percentage point or two more than the others in
the responses. For these reasons [ hope you will
ignore the feedback for at least certain issues
and do some radical and lively things.

S. Robertson
Cleveland, United Kingdom

Dear Sirs:

When playing a game, I stress playability
over realism, but my preferences go beyond
that age-old dilemna. I am quite wiling to play
amoderately-complex game if I get a feeling of
historical accomplishment. In other words, I
will be far more willing to go through 20 pages
of rules in a game that simulates Napoleon’s
invasion of Russia thanread 10pages of rules to
a game that re~creates the Battle of Wagram. 1
feel this sense of historical satisfaction is miss-
ing from too many wargames today. Whatmade
some of the so-called “classics” popular was
not only their playability, but also the fact that
they dealt with subjects prospective players
were at least somewhat familiar with. Farmore
people know (and care) who won World Warll
than who won the Battle of Monte Casino. I
design wargames as ahobby. The simulations I
write are those I want to play, and all reach a
definite “historical” conclusion. I feel the lack
of such clean, clear endings is one thing dis-
couraging prospective new gamers from inves-
tigating our fascinating hobby.

Thomas P. Honsa

Looks Could Kill

Dear Mr. Miranda,

Having spent some debating time on the
same subject [of S&T#141 If Looks Could Kill,
Revolution inthe Gulf] during my rapidly clos-
ing matriculation at the Naval War College, 1
would offer some counter-arguments. I feel that
your proposition that all wars are revolutions
both oversimplifies the issue and fails to take
the long view of history. Examining the Twen-

tieth Century, U.S. foreign policy can be illus-
trated as a series of cycles between interven-
tionist and isolationist activities. The wars that
you list represent high politico-military inter-
ventionist periods which were separated by
isolationist ones. Before World Wars I and I,
our foreign involvement reached a low ebb on
almost all counts. After World WarIl, demobi-
lization and reliance on A-bombs resulted in at
least a militarily inactive period until Korea
demonstrated the wide range of conflict that
exists between peace and nuclear war. The post
Vietnam era resulted in an American with-
drawal, in a military sense, from the foreign
scene. All the post war periods of this century
saw massive military demobilizations. The Gulf
War promises the same. The real change here
stems from the end of the Cold War. Saddam
Hussein’s biggest miscalculation was his ex-
pectation that the Soviets would block Ameri-
can moves in the UN Security Council. That
probably would nothave stopped the U.S. from
becoming involved but it could possibly have
scaled down the effort.

Since comparisons with Vietnam seem
unavoidable, consider this. American policy
makers and military men have discovered the
meaning of Clausewitz’s view of limited war.
While we tried to fight a limited war in Viet-
nam, the North Vietnamese fought a total war.
We failed to define real, achievable goals and
fought with limited commitment. The North
Vietnamese never lost sight of their ultimate
goal and survived numerous battlefield losses
while emerging triumphant. Desert Storm
showed how limited wars should be fought.
Clean-cut, limited objectives were chosen early
and adhered to, as evidenced by the fact that
French troops were not sitting in Baghdad on
day three. Commitment to achieving these goals,
however, was not limited. Should the goals
have changed, the forces and command struc-
ture were flexible enough to handle it. This
brings me to another point from Clausewitz.
The civilian control of the operation worked
smoothly but there was no micro-management
from the White House. The civilian-military
interface happened at the cabinet level, where
Clausewitz said it should, but the on-scene
commander remained free to prosecute the war
within guidelines rather than, as the Navy would
put it, with “rudder orders from the beach.”

On the overall goals of Desert Storm, I
disagree the United States was merely making
a world power grab. The bipolar world of the
post World War Il era is gone. Thereal issue in
Desert Storm was not our supremacy but the
threat to the geo-economic balance in the world.
Saddam Hussein could conceivably have con-
trolled a large enough percentage of the world’s
oilreserve to threaten the economic structure of
international commerce. While I agree that the
price at the pumps had little to do with fighting




the war, oil played a very significant part in the
coalition’s commitment (though some coali-
tion partners were obviously pursuing their
own agenda, i.e., Syria). Any stage [of a pos-
sible further Iraqi offensive into the Gulf states]
after the one we became involved in would have
resulted in a lot more blood and treasure lost.
Good thing we were awake this time.

Mark Perry
Middletown, Rhode Island
Dear Joseph,

That was a thought-provoking editorial on
the political role of the war in If Looks Could
Kill [S&T #141]. You want to hear another
difference between the 1990s and the 1960s?
During the Vietnam War, somebody who wrote
that the United States was fighting an overseas
wartoriditself of defeatism and dissent athome
would have sounded like a far-left and anti-
establishment agitator. Today, it’s the conser-
vatives who say it with pride.

Thomas Kane

Farmington, Maine

CLASSIFIED
ADS

FOR SALE:Many mint, unpunched
wargames, magazines. Includes: S&T
#37-42,90,96; Star Force, Foxbat boxed;
great bargains on mint AH games. Also
sports games. SASE to Mike Keeley,
2524 Stillwater Road, Maplewood, MN
55119 or (612)739-4206.

HOW TO PLACE
CLASSIFIED ADS

We accept classifieds ads from indi-
viduals for items forsale, items wanted,
and looking for players. Therateis $20
for 40 words (50¢ for additional words)
which gets you three ads, one in the
next issue of each magazine(MOVES,
Fire & Movement., and Strategy & Tac-
tics). Between the threemagazines, the
word will get out to about 25,000 gam-
ers, plus a potential pass around read-
ership of about 50,000 total.

HUDSON'S
HOBBY GAMES

P.O. Box 121503, Arlington, TX 76012
Mail Order

The Best in Historical and Science Fiction Games

AH., G.D.W. Nova, Task Force,
Victory, West End, 3W, etc., plus
Play & Design Aids and Old &
Rare Games

Fres Shipping & Handling in the U.S.
Send lor Free Catalog & Monthly Suppiements
Minimum 10% Discount with
Special Discounts ranging upwards near 30%
Discounts avaitable overseas on
orders over $100.00
‘Wa ship PAL whenever possible

SHATTERED
STATES

The Game to Reunite the United States

EMS's new game SHATTERED STATES is a low complexity
game for 2-6 players that can be learned quickly and played in 3
hours. With everything from diplomats and assassins to nukes and
biological weapons, SHATTERED STATES is fast and furious
and outrageous fun! Retail $35.00

" A fast moving game for 2
e or 3 players on the current
civil/drug war in
Colombia! Easy to learn!
Hard to master!
Don't be limited to
reenacting history.

Game today what may be
tomorrow’s history.

Contact

your local gamestore
or EMS at
its NEW address

15 Bowie Ct.
Rockville, MD, 20852
(301)251-5927.

P.S. EMS would like to help publish
Your game design. Contact us today!
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Now you can command the skies as

Hornet Leader is an exciting
solitaire game that challenges
you to command a squadron of | | [siccess a5
F/A-18 Hornet strike-fighters in | | [l ta
an almost endless variety of
combat missions. From the
decks of U.S. Navy carriers you
lead your squadron against 26
different target types — from
naval strikes and fleet air

HORNETLEADER =

OPERATION

DESERT

'STORM

Game Designer:

Dan Verssen

Game Developers:
Gene Billingsley

Dan Verssen

Art Director:

Rodger B. MacGowan

Complete Success 45+

Complete Failure 14-

defense to fighter
sweeps and
ground attacks.
g Moderate
Airto | Style | Airto | Cool Per Hit Moderate
Air Ground
Sy >
R, AN
© GMT Games and RBM Studio 1991
Game Features:
& Hornet Leader is different every time Cuantlty _____-dame Flice. —Extended Price
you play. 26 Target Cards, 33 Mission Silver Bayonet $29.00
and Special Event Cards, and 15 Briefing Aly Bridge to Victory 39100
: Operation Shoestring $39.00
Cards combine to create hundreds of GAMES S
excjting missions in nine areas of ($2.50 per game; International 10% Surface, 25% Air) Shipping
the world *6% sales tax for CA residents |[TAX*
o . TOTAL
200 die-cut counters; One 22x17 inch
Combat Display; One 20-page Rules Mail to: Rame T
Booklet; 110 Playing Cards M1 Games Address
B Plavine Time: 15 . g | 310 W. Lacey City State Zip
aying Time: 15-25 minutes per mission; | yanford, ca 93230
Nine campaign games vary from 45 USA CHECK ONE:
minutes to 5 hours playing time. Ot e [ ] Check enclosed (payble to GMT Games) [ ] Money Order [ ] Cash
1-200-583-1236 [[] Charge my creditcard. [ | Visa [ ] MasterCard
If Hornet Leader in‘ft available at your local (Fax) 209-582-7775 A count No. Exp Dale
hobby store, use this form to order directly from Sighatiirs
GMT. You can also call or Fax us for immediate
delivery using your Visa or Mastercard. D Yes! start my FREE subscription to your NEW publication InsideGMT BHL-3
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