Designer Notes by Richard Walker: 
After nearly four long years, the bloodiest conflict ever fought on American soil, was finally coming to a close.  For the South, the war has resulted in destruction and ruin, yes, even a way of life was about to end.  For the North, the cost in blood is almost without measure.  But the end was in sight, and all could see it.  Only a miracle could save the South.  By June of 1864, Confederate Robert E. Lee and Union General Ulysses S. Grant had begun that final chapter of the war in what would soon be known as the Siege of Petersburg, and later, the retreat to and surrender at Appomattox Court House, nine month later.  
With this installment of the Civil War Battle series, you will bring this terrible war to its final conclusion.  You will be able to battle as both a rebel, fighting to save his homeland from invaders, and as a union man, giving all to the notion that these states cannot be put asunder.  There are a total of 16 separate battles, from the earliest June 9th 1864 attack on Petersburg along the Jerusalem Plank road, to the last Confederate effort to escape Appomattox on April 9th 1865.  Along the way, you’ll fight at the Crater, Hatcher’s Run, Fort Stedman, and Five Forks, plus many others.  These will not be easy battles to win, some will require many attempts, and beware, your opponent will come at you with relentless resolve, or stand firm resisting your attack. In some cases, both will result.  Remember, wars always end, but never without a fight.  Regardless of the victor, always fight with honor, and respect your enemy.   
The design of this game is largely the result of researching primary sources from the Official Records to individual memoirs, and from secondary authors, most notably the 2 volume set by Edwin Bearss’ The Petersburg Campaign, and Richmond redeemed: The siege at Petersburg by Richard Sommers, and others.  I would also like to mention the invaluable help from three individuals.  First, Doug Strickler, who created the main Petersburg map, from which the battle sub maps were created.  Second, John Ferry, whose expert knowledge of the American Civil War and of the OOBs was a great help.  Third, Brett Shulte, who is also a Civil War enthusiast and in particular, The Petersburg Campaign.  In fact, I would invite you all to visit his blog at http://www.brettschulte.net/CWBlog/ 
[bookmark: _GoBack]The chosen scenarios are meant to encapsulate the Petersburg Campaign in such a way, that players will be able to experience the siege in a manageable way.  They can all be played in under 2 hours, but may require multiple efforts to gain mastery over the Petersburg and Appomattox battlefields.  They should be both educational and fun.  The game system, developed by John Tiller, has been tried and tested for many years, and continues to be a superior platform for simulating the civil war battlefield.

Tips for this game:
· Always read the complete scenario description before attempting to play.  
· Observe your terrain before moving. This will help ensure you can get to where you want to go.
· Use the "next unit" button before ending your turn, located on the top toolbar.
· Attack from the rear if possible, and watch your flanks.
· Use road movement bonuses by moving one unit at a time. Note that infantry must be in column formation, and cavalry must be mounted.
· Approach the enemy in line formation, unless you’re moving at night, then use column formation to move.
· The crossing of creeks and bridges can only be done in column, or mounted formation.
· Occupy captured artillery for victory points. You can also rotate and fire captured artillery, but not both in the same turn. If vacated by all friendly units, captured artillery reverts to being uncrewed and all victory points gained, are subsequently lost.
· Use skirmishers to help reveal hidden enemy units and slow their advance toward you.
· Read the scenario briefings before playing, and make sure you check for special notes.
· Before attacking, make sure you observe the quality of your troops. "A" is elite, "F" is green.
· Try not to bunch your units too close to low quality and or tired troops. A rout by one unit can sometimes be infectious, causing many units to rout at the same time. Remember, if a unit routs and was adjacent to a unit that did not rout, that non routing unit will become disrupted. Disrupted units cannot melee, and your plans for an attack will be ruined.
· If you move any unit into a hex with abatis, that unit becomes disrupted, unless the abatis crosses a road and your unit is traveling along the road in column/mounted formation.
· In this game, your rifles will have a range of 3 hexes.  This will better simulate actual fighting distances with effect.
· Several scenarios use “exit” hexes to gain victory points.  Once a friendly unit enters an exit hex, toggle the “Remove from map” option.  Your points will be immediately awarded, but your unit will be gone from the map for the remainder of the game.

