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Introduction

1. O INTRODUCTION

BATTLEGROUND: BULL RUN is an higtorical strategy game dedling with both epic Civil Wer battles a
Bull Run. These momentous bettles were fought outside the Virginia town of Manassss in July, 1861 and
aganinAugus, 1862. The batlefield is represented by a*hand-dravn” maps, taken from some of the most
detailed sources available. A series of battles; called scenarios, is presented for play on these maps.

As an added festure, scenarios and amep for the Battle of Blackbum's Ford (fought three days prior to
the first battle of Bull Run,) and Brawners Farm (fought the evening before the second battle,) have aso beenin-
dluded.

Game Scale. Each hexagon (hex) on the mep represents an area 125 yards wide (a mile equals 14 hexes),
and each Game Turn represents twenty minutesin adawn, daytime or dusk turn or one hour inanight turn.

ATTENTION!! VETERAN BATTLEGROUND GAMERS
BATTLEGROUND: BULL RUN s, in many ways, similar to thefirst six gamesin TonSoft's
Battleground™ series. The interface (the toolbar, menu options, 2D and 3D displays etc.) al
conform to the standard Baitleground™ style. More specifically, for veteran gamers of Battle-
ground: Gettysburg, Shiloh, or Antietam you' Il be able to move right into this game with little
or no problem. However, there are some new game play festures which were introduced in
Battleground: Bull Run, we recommend you review these guidelines again.

Batileground: Bull Run
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The Basics of Play

2.0 THE BASICS OF PLAY

After picking a scenario to play (see 30 CHOOSING A SCENARIO), You and your computer or human
opponent maneuver, atack and defend with units representing regiments of infantry and cavary (the
“S#' inthe Unit List representstotal number of soldiers) plus artillery batteries (eech “S#” in the Unit
List represents one gun) and individudl leeders: Your godl in esch scenario is to either capture or hold
spedific objectives, while trying to diminate as many of the opponent’s units as possble. However,
youmust aso hushand your own forces, for the casuities suffered by each Sde are added to the other
Sde'svictory-point total. For more details see 6.2 VicTory Conpimions. For illustrations of dl the unit
icons see5.1

Thevishility in adaytimetun islimited only by the presence of LOS (line of sight) obstades In
adawn or dusk turn, vishility islimited to four hexes Inanight tumn, each tumn is one hour long and
vishility is restricted to one hex. To find out when eech type of turn sarts and ends, check the sce-
nario's Parameter Detafile (Sdlect Scenario Notes from the Help pop-down menu).

Each Player Turn congigts of four phases Movement, Defensive Fire, Offensive Fire, and Melee.
Two consecutive Player Turns (one for each side) having the same turn number comprise a Game
Tum. When the pedified number of Game Tumns has been played, the scenario ends and the victor is
announced.

Each time you Sdlect the “find next stack” Toolbox button, the program will move the

'_l_ Hot Spot to a hex that has a unit which has not yet conducted an action in the current

= phase. This lets you check for units you might have forgotten to move or fire before
going on to the next phase.

E‘ To advance the game to the next phase, Sdlect the “advance to next phase” Toolbox button.
o)

The Phase Box. At the start of each new phase, the

Linion Phase Box appears to announce the phase and give

I‘mﬁ"! the current turn number. Left-click with the mouse

i on the Box to begin the phase—or right-click on it to

= begin the phase and make it dissppear atomatically
w after afew seconds each time it gppears afterwards.

HEX OUTLINES
The concept of “hexes’ is very important to successfully grasping the fun-
O dementals of movemert and attack ranges. Sincethe hex outlines are of”

by default a dart, it is strongly recommended that you make them vishble
by Sdecting the Hex Outlines command in the Options menu when you begin your first game.

THE HOT SPOT

The red square- or rectangle-shaped indicator that gppears on the map is known as the Hot Spat. The
hex currently containing the Hot Spot is called as the Hot Spot hex.

4 Battleground: Bull Run



The Basics of Play

THE TOOLBOX

The Toolbox enables you to conduct certain actions without having to use the pop-down menus.
Sdlecting a Toolbox button initiates the command associated with it. Some are explained here, but
for afull listing of its buttons and commands see 4.5 on p.30.

SELECTING UNITS

You must Select aunit before you can have it conduct an action. To do so,
1. Sdect the hex the unit occupies by left-dlicking with the mouse in thet hex. Doing this will
meke the sdlected hex the Hot Soot hex.
2. Left-dick with the mouse in thet units deta arealin the Unit List &t the bottom of the screen.
(For an alternative method, see The Pop-Up Sdection Dialog on p.28)
You can opt to Sdlect more than one unit in a hex, which will engble you to move (or atack
with) &l of them at the same time. All the unitsin ahex can be Sdected a once by double-dlicking
with theleft mouse button in that hex.

If you right-dick in aunits deta reaiin the Unit Liss, you will seeits orgenizationdl information.

FORMATIONS & UNIT TYPES
The unitsin BATTLEGROUND: BULL RUN move and attack in severd different “Formations” thet were
used during the Civil Wer. Below are the unit typesand their formation options:
Infantry is dways in ether line or column Formation. Line represents the men
ﬁﬂi\ % lined up “shoulder-to-shoulder” for atacking or defending. Column represents
their being either in marching order or in “ column of companies” attack formation.

Battleground: Bull Run 5



The Basics of Play

i _f%“ Cavdry and leedersare dwaysin either mounted or dismounted Formation.

- Ariillery is dways in ether limbered (i.e, hooked up to its horses and ammunition
5 iR crissone) or Unimbered (reecly tofire) Formetion.
Note: Infantry in column, mounted cavary/leeders and limbered atillery have an increased move-
ment dlowance but cannot attack [Exception: infantry in column and mounted cavelry can engagein
Meledg] and are more vulnereble to enemy attacks Unlimbered artillery cannot move except to change
Fading within itshex.
w Supply wagons are awaysin colurmn Formation.

When can I Change a Unit’s Formation?
You can change a units Formation only during its Movement Phase. (IMPORTANT: Infantry and
dismounted cavary can change Formetion only before it begins to move. Once such a unit hes
moved, you must wait until the next Movement Phaseto changeiits Formtion.)
To change aunits Formetion,

1. Sdect theunit

2. Then, Sdect the “Change Formetion” button in the Toolbox. To find how to tell whet a

unit's current Formation is, see Unit-List Iconson p27.

FACING

: All units regardless of their present Formtion, have a
’?ﬁ W w Facing—i.e, dways face towards one of ther hex's
R ! hexsides A “hexside isthe line between two adjacent

hexes (seeillusration beow).

Aunitfecesthe hexside of ahex.

IMPORTANT: The current Facing of eech regiment in line formation and unlimbered battery deter-
minesits Fidd of Fire (i.e, itsdirectiond ability to attack and defend); see 6.7 COMBAT. You do not
haveto change aunits Facing to moveit.

You can change a unit's Facing only during its Movement Phase. To change

its Facing, Select the unit, then Sdlect one of the “change Fading” buttonsin

the Toolbox. One button changes the Facing dockwise, one hexdde & a
time the button next to it does likewise but in a counter-dockwise direction; and the third button
mekesthe unit do an “about face’.

6 Battleground: Bull Run



The Basics of Play

There are bascdly three waysto move units
Hex-by-Hex. One way to move aunit isto Sdect it, then right-diick in ahex adjacent to it. You can
continue right-dicking in adjacent hexes until the unit either is where you wish it to stop or it can
move no further dueto lack of suffident movement pointsto enter another hex.

Drag-and-Drop. Another way is to use “drag-and-drop”. Sdect the unit, place the cursor on that
unit's hex, press and hold down the left mouse button, move the cursor to the hex you wish to move
the unit to, and then release the mouse button. The program will move the unit from hex to hex for
you, using the path thet cogtsit the leest to take.

Auto Movement. A third way to move a unit is by Auto Movement. To use this method, Sdect the
unit, then hold down the Alt key and right-dick in the hex you wish that unit to move to. The pro-
gramwill move the unit from hex to hex for you, using the peth thet costsiit the leest to teke:

Batileground: Bull Run 7



The Basics of Play

Each hex a unit moves into, eech Formation change a unit makes (Exception: leeders do not pay
to mount or dismount), and each Facing change mede by infantry inline or dismounted cavalry, cogsit
a portion of its movement dlowance these cogts are liged under Change Costs in Parameter Data,
which can be found by Sdecting Scenario Notes in the Help menu. See dso 6.1 TerrAIN for the ef-
fectsof terrain (induding roads, etc.) on movement.

Unless Fog of War isin effect for the opposing Side, the most recent movement (or Facing/For-
mation change) made by a unit can be undone by holding down the Ctrl key and pressing U, provid-
ed thet unit is still Sdlected.

Sdecting ether the “highlight moved units’ Toolbox button or the Moved Units command in
the Digplay menu will highlight dl unitsthat have moved thus far in the Movement Phase.

Column Movement

You can use columm movement to move, as a single entity, a group of units thet are stacked together
and/or in a gring of adjacent hexes. There are two types of column movement: organization and
chain.

Organization. To conduct organization column movemert,

1. Sdlect the hex occupied by the“leeding” unit.

2. Then Sdect aunit in thet hex, hold down the Ctrl key and right-click in the adjacent hex you
wish thet unit to moveto.
Asit moves dl unitsin the group that belong to the Sdected unit’s organization (brigade, division,
etc)) will follow it. (To see a unit's organizetiona information, right-dlick in its deta areain the Unit
List)
Chain. To conduct chain column movement,
1. Sdlect the hex occupied by the “leading” unit.
2. After making sure no unit in that hex is Selected, hold down the Ctrl key and right-click in
the adjacent hex you wish that unit to moveto.

Asit moves, the entire group will follow, with each unit in tumn entering the hex just vecated by the
orein front of it. Note, however, thet chain column movement will not work in a hex thet has two or
more friendly units adjacent to it if those units are in different hexes and are adjacent to eech ather, or if
the“leeding” unit is adjacent to two or more unitsin different hexes.

Column movement can aso be conducted using Auto Movement (see above). To do so, hold
down both the Ctrl and Alt keyswhen you right-dick in the hex you wish the “leading” unit to move
to.

COMBAT

There are two basic types of combet in the game: Ranged Fire and Melee. A regiment or battery thet
takes casudlties due to combet has its manpower (“S#' in the Unit List) lowered by 25 men or more;
an atillery unit may lose one or more guns (each S# = one gun). If aunit's S# is reduced to zero in
this manner the unit is diminated. See beow for more detals. The combet resuits tables for both
types of combet ppeer in the Parameter Data, which can be found by Sdecting Scenario Notesin the
Help menu. IMPORTANT: Each regiment and battery hasa Fidd of Fire that it cannot attack outside
of; see6.7.

Ranged Fire

Ranged Fire is smply one regiment or battery shooting a another & arange of one or more hexes
You can conduct Ranged Fire during the Offensive Fire Phase of your Player Tumn and the Defensive
Fire Phase of your opponent’s Player Turn. During thet fire phase, eech of your units e to fire can

8 Battleground: Bull Run



The Basics of Play

make one Ranged-Fire atack, and that attack can be mede vs only one enemy unit. Routed units and
those thet are out of anmunition and/or facing “away fromi” (see 6.7) the enemy cannot attack. Ar-
tillery that unlimbered or moved (even just to change Facing) in the Movement Phase cannat fire in
the ensLing Offensive Fire Phase. See ds0 6.7 CowmeaT, Ranged Fire and Resolving Ranged-Fire on
p48.

You can perform aRanged Fire atack in three different ways

Right-dick Target Hex. To use Ranged Fire, Sdect the regiment or battery that will fire, then right-
dick inthetarget hex.

Drag-and-Drop. Another way to conduct Ranged Fireis to use “ drag-and-drop”. Sdlect the unit thet
will fire, then place the cursor on thet units hex, press and hold down the left mouse button, move the
cursor to thetarget hex, and then release the mouse button.

Auto Fire: A third method is Auto Fire. Hold down the Alt key and right-dlick in the target hex. A di-
aog box will appesr, listing the name and locetion of one your units thet is digible to fire & that hex.
If you Sdlect OK in the box, thet unit will fire

-—

Melee

A Méee occurs when one side attempts to advance one or more of its infantry or cavary regiments
into an adjacent, enemy-occupied hex during the Melee Phase. Routed/Disrupted units, artillery, sup-
ply wagons, and regiments facing “away from” (see 6.7) the adjacent enemy cannot advance into a
Melea Only mounted cavary (and one or more accompanying mounted leeders) can advanceinto a
hex that contains mounted cavary. The exception being that when a.cavary unit is Isolated it can be

Battleground: Bull Run 9



The Basics of Play

meleed by non-mounted units A unit can attack in Meleg, and a hex can be assawited, only once per
Mdee Pha=e If dl defending units are dimineted or forced to retreat, the attacking unit(s) will auto-
metically occupy the defending hex.
Drag-and-Drop. One essy way to conduct Mdeesisto use“drag-and-drop”. To do this,
1. Sdect dl the unitsin ahex which you wish to attack with.
2. Then place the cursor on that hex, press and hold down the left mouse button, move the cursor
to the adjacent hex you wish to attack, and then release the mouse button.
3 Repest thisfor each hex that contains one or more units you wish to add to that Meleg,
then resolve the attack by Sdlecting the “resolve Meleg” Toolbox button.
For more details see 6.7 Comsat, Mdee and Resolving Melee on p.50.
= LEADERS
+  Each brigade divison, corpsand
¢ amy hes its own higtoricd
leeder. A leeder provides no ben-
efit to movement or Ranged-Hre atacks
2 but can ad in Melee atack/defense and
lower the chence thet aunit heis stacked
o With will Rout. Most importantly, a
leeder can use his Command and Lead-
ership ratings to aid Disrupted and Rout-
ed units under his commend in ther &-
tempts to Rally and Reform. The proper
. positioning of brigede and division leed-
,“. esisvitd to maintaining the cohesion of
. ones forces For more detalls see 44
~ THE UNIT List, 52 LEADERS and 6.8
| RALLY.

QUALITY
Each regiment and bettery has a Quality rating (‘Q" in the Unit Lif) of “A” (best), “B”, “C", “D",
“E’ or “F’(wordt). The program uses these rating a varioustimesto meke dierdls (‘A" =“6"; “F' =
“1") to determine if the unit will Disupt, Rout or Rally. See Morde Checks on p,51 and Digruption
& Routonp52.

DISRUPTION
A regiment or battery can become Disrupted when it tekes casudlties, and autometically be-
comes Digupted whenever it is involved in a Meee (some units will dso become Digrupted
upon entering certain types of terrain; see 6.1 TERRAIN). Units moving in line formation & night auto-
maticaly become Disupted. Disupted statusisindicated by a“D” icon in the Unit List. For more de-
tails see Diguption & Rout on p.52.

10  Bautleground: Bull Run



The Basics of Play

ROUT
A regiment or battery can become Routed when it takes caaudlties, losssaMdee, or
R .ﬂ'%,-’ another friendly unit in a nearby hex Routs Routed status is indicated by an “R”
iconin the Unit List and by aunit icon containing one or more running figures. Veri-
ous conditions can affect the chance thet a unit will become Routed; see Disruption
& Routonp52.

RALLY

At the beginning of eech Player Turn, the program attempts to Rally (i.e, bring back to Good Order)
each of that Sde's Disupted/Routed units The results are digplayed in the Command Report didog.
For more details see 6.8 RALLY.

FATIGUE

Each regiment and battery has a Fatiguelevel (“FA” inthe Unit List) of between “0” and“9". Fetigue
can occur/incregse due to combat. The higher aunit's Fatigue, the weeker it isin Melee, the less effec-
tive it conducts Ranged Fire, and the more likdy it will be to Rout when it suffers cesudties For
more details see 4.4 THE UNIT LisT and 6.9 FATIGUE.

o

SUPPLY
m a ’ Whenever aregiment makes a Ranged-Fire attack, the program checks to see
if it has depleted its ammunition supply. (The probability is 1-in-24.) If it has,
a “hollow bullet” (indicating no anmo) or “half-hollow bullet” (indicating low ammo) icon
gppears in itsicon section in the Unit List. A regiment suffering from low/no ammo has cer-
tain restrictions placed on its Ranged-Fire capabilities, but can be resupplied by afriendly supply
wagon; see 54 AMMO & SUPPLY WAGONS.
Artillery Ammo. There is a separate ammo supply limit for artillery; see Artillery Ammo on
p.35.

Battleground: Bull Run 11
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STACKING

- Stacking is limited to atotal of eight regiment, battery and/or supply

./ Wagon units per hex. No more than 1000 men, or 20 cannons, may

r==lls oocupy a hex (displayed as “S#' in the Unit List). Stacking limits
AR goply per sdein Mdee Regardless of other stacking rules, only one

supply wagon may occupy ahex.

Infantry, Cavalry & Artillery: 1,000 (St total) in no more than 8 units For stacking purposes, one

gun equals 50 men.

Leaders No stacking limit.

Supply Wagons: Regardless of other stacking rules, only one supply wagon may occupy ahex.

You can move a unit from the bottom to the top of a stack in the Hot Spot hex by Sdecting To
Top of Stack in the Units menu (if playing on the 2D map, this can sometimes be helpful asyou can
bring a spedific unit to the top of astack s it is displayed). That menu dso contains a To Bottom of
Stack command. When using dither the 2D Normd View or Zoom-Out map you can display l
leederson thetop of their stacks by Sdecting L eaderson Top in the Display menu.

TERRAIN

Terrain cen affect movement, LOS and
Ranged-Fire combat. Breastworks and
embankments can aso affect Melee and
~ Ranged-Fire combat. These effects are
listed in 6.1 TERRAIN, and in Parameter
" Daa (which can be found by Sdlecting
| Scenario Notesin the Help menu).

12  Baitleground: Bull Run



Choosing a Scenario

3.1 THE MENU SCREEN

When you launch BATTLEGROUND: BULL RUN, the Menu Screen appears fter the introduction.

This screen presents you with five choices:

« Sart New Scenario: Sdect thisto proceed to the Scenario Sdection Screen to Sart anew scenario.

* Resume Saved Game: Sdect this if you wish to resume playing a non-modem game you hed
saved and quit previoudy.

* Start Game asModem Host: Sdect thisto become (or resume being) the Host for amodem-play
or an Intemet game.

* Start Game as Modem Caller: Sdect this to become (or resume being) the Caller for amodem-
play or an Intemet game:

» Spedial Options Sdect thisto gart (or resume) a Play-By-E-Mail (PBEM) game or a Two-Player
Hot-Seat game.

Battleground: Bull Run 13



Choosing a Scenario

3.2 THE SCENARIO SELECTION SCREEN
This soreen lets you pick anew scenario to play. First, Sdect the name of asoenario. Once'you've decid-
ed onasoenario, meke sureits nameis highlighted, and Sdlect the Play button. A didog box will then ap-
pear, giving you the choice of what type of A/l you wish to use for each side. (For your choices s 33
THE Tyres oF A/l.) When you Sdect OK,, the scenario will begin.

The Previous button takes you beck to the Menu Screen, and the Exit button takes you beck to

Windows®.
Urion &/1 Rebel &/1
@ Manual @ Marual

' Commander Cantral
O Automatic

O Autamatic with FOW

O Commander Cortrol
O Automatic

O Autornatic with FOW

Union Advantage Rebel
[ ]
[T T TR (T T T M|
100 ] 100
| ok I | Rules... I | Help I

3.3 THE TYPES OF A/l
The type of A/l you choose will deter-
mine the amount of contral the game's
“Artifica Intelligence’ exerts on play.
When A/l is being used, the program will
méke some or dl of the decisons for a
paticular side and automatically conduct
dl appropriate actions, such as firing and
moving. The A/l can be used in four
modes Manud, Commander Control,
Automatic, and Automdtic with Fog-of-
War. Any one mode can be gpplied to
echsde

Manual equas “no A/l”. Sdect this for aside if you want to make all the decisions for that
Sde, induding conducting al moves and attacks for it. Thisis the default mode for both Sdes.

If you Sdect Commander Contrd for a Sde, you'll be able to give orders (attack, defend,
€c.) to the various leaders you choose to commeand on that Sde, while letting the program autometi-
cdly handledl other actionsfor the Side, such asmoving and firing.

14  Bautleground: Bull Run



Choosing a Scenario

If you Sdect Automatic for aside, the programwill handle all the decisions and actions for thet
dde

If you Sdect Automatic with FOW (Fog-of-Wer) for aside, the program will handle dl the de-
csions and actions for thet Sde, and Fog of Wear will be in effect. This mode is most gppropriate
when you want to control one side:and have the program control the other.

The Set Advantage bar & the bottom of the A/l Sdection screen dlows you to balance play be-
tween two players of unequal skill or to balance play againgt the A/l. To set an Advantage, hold down
the left mouse button over the needle and move it to the left or right (the keyboard's arrow keys can
a0 be used to adjust the advantage). Advantage vaues can range from 0 to 100 for dther Sde. De-
pending on the vaue you <&, the side with the advantage will inflict higher than normal combet loss-
es on the other Sde, and suffer lower than normal combet |osses themselves. Advantage must be set
before play beginsin E-Mail or Modem Play games Othewise, the Advantage can be adjusted a
any timeduring the game.

If you Sdect Rules you will see a menu of rules thet can be enabled or dissbled to enhance
gameplay for advanced players See 6.11 OpTioNAL RULES for more detalls

TousetheA/l during play, see 6.3 UsNG THEAII.

3.4 RESUMING A SAVED GAME
To open aprevioudy saved (non-Modem, non-Play-By-E-mail, non-Two-Player-Hot-Seet) game, Se-
lect Resume Saved Game in the Menu Screen. A didog box will gppear, in which you must Sdect
the saved-game file you wantt. At this point, sdlect the module your game is saved in. All the games
currently saved within thet module will gppeer in the“ Sdect aBattle” window. Highlight the name of
the saved game you wish to resume, then Sdect OK.
For resuming a saved Modem-play game see page 59; for reuming a saved Play-By-E-mail game
see page 60.

If the game had been saved and exited during a phese that was contralled by the A/l, you may
haveto Sdect the Activate A/l menu command (or its corresponding Toolbox button) to restart it.

Battle Selection Dialog [ %]

Select a moduls:

) First Bull Run @ Blackbum's Ford

1 Second Bull Run ) Henry House Hil

O Brawrer's Farm O Stony Ridge
Select a battle:
BATTLEZBTL

0K l | Cancel I
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L P

4.0 THE GAME INTERFACE

4.1 THE TITLE BAR
This appears & the very top of the screen, and displays the name of the scenario currently being
played.

4.2 THE MENU BAR

This gppears directly below the Title Bar, and displays the names of the various pop-down menus
These menus and their commands are explained below.

™

File Menu: Usethis menu to loed a previoudy saved game, or to save andlor exit a
Mo game
Seen Sdect New to start anew scenario. (Do not change directoriesin the dialog box that
[ appears) A new scenario hasthe extension .son.

Snapshal Sdect Open to resume a previoudy saved game A previoudy saved gamefile has
Beplay theextension .bil.
LBt | Sdedt Savetosvethegameyou aeplaying.

Sdect SaveAsto save agame under afile name other then the one currently being
used for it.
Sdlect Shapshot to save:acopy of the portion of the map (incdluding the position of al unhidden units)
thet is currently in memory asabitmap (.bmp) file (See 4.8 SnarsHoTS)
Sdect Replay to view arecorded battle To hdlt the replay, pressthe Esc key

Sdect Exit to quit the scenario and return to the Menu Screen. If the current game has chenged since the
lest timeit was saved, adidog will gppear giving the option to save it before exiting.
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The Game Interface

Phase Menu: Use this menu when you warnt to proceed from one pheee to the
Nesticui) | nedt.
Sdect Next to advance the gameto the next phase:

Units Menu: Use this menu to change the position of friendly units,
ToTop of Stack and to initiate artillery atacks Mast changes can occur only during
To Bottom of Stack the Movement Phase, and are subject to limitations as areault of the
RO program rules and movemert allowances:
Turn Counterclockuise ) )
About Face Sdect To Top Of Sack to move a Sdected unit to the top of its
Change Formation stack.
s Bt Sdect To Bottom of Stack to move a Sdected urit to the bottom of
Recrew Battery .
. o itsdack.

[ emelnER | Sdect Turn Clockwise to change the Facing of a Sdected it one
Al oI hexsidein adockwise direction.

Lnd Last Mowsment [TH] | Sdect Turn Counterdockwise to change the Fading of a Sdected
unit one hexsdein acounterd ockwise direction.

Sdect About Face to change the Facing of a Sdected unit 180°.
Sdect Change Formation to change the Formation of a Selected unit.
Sdect Recrew Battery to provide anew crew for an abandoned friendly attillery battery; sse 5.3 Ar-
TILLERY.
Sdect Remove From Map to voluntrily remove aunit from the map. Remova can occur only dur-
ing afriendly Movement Phase, and the unit must bein amap-edge hex.
To remove aunit from themap,

1. Sdect the unit.

2. Sdect the Remove from Mgp command. Removed units do not count towards victory condi-

tions

Sdect Artillery Dialog to make attacks with artillery units during the Offendve or Defensive Fire
Phese
Sdect Undo Last Movement to cancd the entire movement of the most-recently-moved ill-Sdect-
ed friendly unit, S0 you can insteed move it in a different way (or not & dl). This commeand is dis-
abled during Modem play, Play By E-mail, and whenever Fog of War is in effect. This command
cannat be used to cancd the move of a unit that has just captured a battery or leeder by entering its
hex inthe Movement Phase.

MéeeMenu: Use this menu to conduct Melees

Clear Melee Sdect Clear Méeeto cancd ameeewithout resolvingit.

fidlelieles | Sdect Add toMde (diter right-dlicking in ahex to mark it asaMelee hex) to
= designete the currently Selected unit(s) as participating in the Melee.

Sdect Resolve Meee to resolve aMdeein the Hot Spot hex.

Sdect Show Differentia to review the current Strength difference between the two sdes in the
Médeein the Hot Spot hex.

Shaw Differential
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ce Reinforce M enu: Use thismenu to check on the availability of reinforcements.

dehedulsd | Sert Scheduled to display the reinforcements thet are scheduled to arrive during
arves | thecument scerario, aswell asthe per-tum arival probebility for eech urit. Double
— dicking on the sdlection will bring up a Didog Box listing the individua units in
the reinforcement. If Fog of Wr isin effect for one or both sides, only the reinforcements for theside
currently having its Flayer Tumwill bedisplayed; otherwise, dl reinforcementswill gppesr.

Sdect Arrived during a friendly Movement Phese to display the reinforcements thet are currently
availableto be placed on the mep.

Sdect Releases for adisplay listing the release times of Fixed units, Choosing.an entry in the Release
Didog causes thet organizetion to become highlighted on the screen. Double dicking or selecting OK
causes the release didlog to be dismissed and the organization to remain highlighted. Sdecting Cancel
causes the organi zation to become unhighlighted.

Satus Menu: Use this menu to display current strength, objective, and vic-
tory informetion.

Sdect Strength to see the current “manpower” srength of esch regiment
and higher organization. If an organization is not dl in Good Order, the per-
centage shown is the percentage of the organization thet isin Good Order (a
“Good Order” unit is neither Disupted nor Routed). If Fog of War isin ef-
fect for aside, its strengths will appear only during itsown Player Turn.

Sdlect Objectives to see the number, value and hex location of each Objective Sdecting the Objec-
tive-hex linesin the didog box will put the Hot Spot in (and scrall the mp to) thet hex.

Sdect Leader Casualties for alising of leederskilled (K), captured (C) or wounded (W) during the
currently played soenario. Sdecting the leader will scroll the migp to the hex where the leader became
acasudlty.

Sdect Victory to seethe current level of victory and rdlated items.

Stenath
Objectives:

Leader Casualtes.
Victory

18  Bautleground: Bull Run



The Game Interface

Writs OFf

Display Menu: Use this menu to control how informetion is
digolayed onthemap.

Sdect Units Off to toggle (off or on) the on-map display of dl
Unit Bases OFff units and markers. This option is provided to hide them in
Leaders O Top order to see the underlying map terrain better.
ab'ectives Sdect Unit Bases Off to toggle (off or on) the bases of the unit
L Iec! icons on the 3D (Battleview™) map.
_.ogatlons. . Sdect Leaderson Top to control the on-map display of leeders
Wisible Hexes

Full Screen Map

Show Organization...
Find Leader ar Units...

on the 2D maps When this command has acheck mark next to
it, leeders gppear abovedl other unitsin ther hex.

Sdect Objectivesto toggle (off or on) the display of Objectives
on the map. When this command has a check mark next to it
each Objective hex will be marked with the flag of the Side thet

Jump Window. .. controlsit.

Highlight Sdect L ocationsto help you find a named location on the map.
- When you Sdect one of thase listed, the map will scrall to thet

2D Nomal Yiew hex and put the Hot Spotinit

2D Zmain D ey Seet Visble Hexes to toggle (off or o) adisplay of which

30 Marmal View hexes are in the LOS of the current Hot Spot hex. A red “X” in

ahex indicates no LOS. When on, this commeand has a check
mak nexttoit.
Sdect Full Screen Map to toggle (off or on) the Unit List and
Terain Info Box. When this commeand has a check mark next
toit, these items are hidden. Uniits can il be Sdected when the Unit List is hidden; see THe Por-Up
Sa EcTioN DIALOG on p.27.
Sdect Show Organization to seewhich units belong to which organizations When you Sdect anor-
ganizaion name in the Organization Didog, eech of that organization's component units becomes
highlighted on the mep. If Fog of Wr isin effect for one or both Sides, only the organizetions for the
sde currently having its Player Turn will be displayed. An organization neme printed in light gray in-
dicatesthat dl of itsunitsare currently off-mep (i.e, arereinforcementsyet to arive).
Sdect Find Leader or Unitsto display adiaog box thet will let you find a specific unit or leader on
the map. After Sdecting thiscommand,

1. A cursor will appeer in thewhite box labeled “ Enter search’”.

2. Typein the name of the leader or unit (being sure to spell and capitalize it the same way it ap-

pearsinthe game).

3. Sdect Search.
All occurrences of that nemein the Order of Battle will appeer in the larger white box. Sdect the one
you'relooking for, then Sdect OK or double dick on the unit and the map will scrall to that unit’'s po-
gtion.
Sdect Jump Window to display aminiature of the map. When you Sdlect any spot in the minia
ture version, the game map will automaticaly scroll to the corresponding spot.
Sdect Highlight to get submenu of the following options:
Fixed Unitstoggles (off or on) ahighlight around &l Fixed units

Spotted Unitstoggles (off or on) ahighlight around dl unitsthet have aLOSto (end thusarein the
LOS o) at leest oneenemy unit.

v 30 Zoom-Dut View

Botate Toolbox
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Low on or Out of Ammo, or Uncrewed toggles (off or on) ahighlight around &l units low on or
out of anmunition and/or have no crew (thelatter gppliesonly to artillery batteries).

Fired/Fought Unitstoggles (off or on) ahighlight around dl unitsthet have either fired & an enemy
unit or fought in aMelee during the current phese:

Moved Units toggles (off or on) a highlight around al units thet have moved during the current

Disrupted Units toggles (off or on) ahighlight around dl units thet are Disrupted. Leedersthat are
highlighted when this option is on (or when the “D” toolbox button is pressed) are the ones that
failed their last command check (see Command Rediug/Rating, p.53).

Detached Unitstoggles (off or on) ahighlight around dl unitsthet are Detached.

High Fatigue Units toggles (off or on) ahighlight around dl unitsthat have a Fatigue Leve of 7 or
higher.

|olated Unitstoggles (off or on) ahighlight around dl unitsthet are Isolated.

Non Full Srength Unitstoggles (off or on) ahighlight around dl unitsthet arenat a Full Strength.
Supply Wagonstoggles (off or on) ahighlight around al Supply Wegons

Organization toggles (off or on) ahighlight around dl unitsthet are part of the same organization as
thefirst Sdected unit, or are subordinete to the Sdected leader, inthe Unit List.

Note: The menu options beginning with Fixed Units and ending with Organization are mutually
exdusve i.e, Sdecting any one of them will toggle-off any of the others that hed been previoudy
Sdected. During the Melee Phase, eech unit thet is designated to engage in Melee becomes high-
lighted if no other highlight is currently Selected.

Sdect 2D Normal View to changethe mep toits 2D version.

Sdect 2D Zoom-Out View to change the map to a smaller, low resolution 2D version that enebles
moreof it to beseen.

Sdect 3D Normal View to changethe map to itsfull-size 3D (Battlevien™) mode.

Sdect 3D Zoom-Out View to change the map to Battlevien™ mode but with the hexes & half their
normd sze

Sdect Rotate Toolbox to toggle the Toolbox between its vertical and horizontal orientation.

[ 21 A/l Menu: Use this menu to control the “Artificid Intelligence”
v Urnion [Manual] cepabilities of the program.

Uric (Cormmarder Cortroll Sdect [Manual] (i.e, no A/l) for aside if you want to meke all

e A the decisions for thet side, induding conducting all movesand a-

Uniian [#utomatic with Fog-of W/ ar)

tacksfor it. Thisisthe defauit mode for both sides
Sdect [Commander Control] for asdeif you'd like to choose

<

Rebel {tManual]
Rebel [Commander Control]...

Febel [utomatic) cartain leaders to commend yoursdf (i.e, to give orders to),
Rebel {sutomatic with FogofWar] | while |etting the program automtically teke care of dll other de-
Set Advantage dsonsand ectionsfor thet side.

eeaicil Sdect [Automatic] for asideif you want the program to handle

all the decisionsand actions for thet side.
Sdect [Automatic with Fog-of-War] for asideif you want the program to handle dl the decisions
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and actions, and have Fog of Wer in effect, for thet side.

Sdect Set Advantage to belance play between two players of unequal kill or to balance A/l play.
Advantage vaues can range from 0 to 100 for either side. Depending on the velue, the Side with the
advantage will inflict higher then normal combiet losses on the other Side, and suffer lower than nor-
ma combat losses themsdlves. Advantage must be set before play beginsin E-Mail or Modem Play
games Otherwise, the Advantage can be adjusted a anytime during the game.

Sdect Activate A/l to resart the A/l &fter you have cancded it, or if you started the phase not using
Al but wish to edtivateit for the remainder of the phase.

Spedial Menu: This menu provides the specid options necessary to play

Modem Host a soenario via modem, null-modem, PBEM, Two-Player Hot-Seet, or
Madem Caller evento record agamein progress.

e Pmmisea | Seect Modem Host before you st amodem gemeif you wish fo be
Fiecord Batlle in charge of opening and saving the soenario, and to configure your
Null Madem modem for play. The Host player can also use this command to dose the
It Emeeion playing session.

e B Sdect Modem Caller be!t_xesa'ting a_nndem game if you wnsh tolet
Bespric with Remate the other player be repongble for opening and saving the scenario, and

Restart Replay to corffigure your modem for play. As the Caler, you have the option of
Communication Dislog specifying an encryption key. The Cdler can dso use this command to
dosetheplaying sesson.

Sdect Play by E-Mail to begin an E-Mail game. (See 7.3 PLAY By E-MAIL for more information.)
Sdect Two-Player Hot-Seet to play asoenario with another human opponent on your computer with
Fog of War autometically in effect. After thisisinvoked from the Specid menu, you must then sdlect
New (or Open to resume a saved game) from the Fle menu. The extendon .bit is used to denote a
Two-Player Hot-Seet saved-gamefile.

Sdect Record Battle to toggle (on or off) the option that alows you to save arecord of the gameyou
arecurrently playing.

Sdect Null Modem if youwish to Sart agame usng anull-modem cable.

Sdect Internet Connection if you wish to start agame using a TCP/IP Connection.

Select New Encryption Key in a modem game if you are the Caller and wish to specify a
new encryption key. As the Caler you must ensure that the same encryption key is used when
re-opening a saved-game file as was used when the file was saved previoudy. The extenson
.bitx is used to denote an encrypted saved-game file. For more on encryption keys, see p.56.
Sdect Resync With Remote in amodem game if the two sides get out of sync (eg., due to a bad
data trangmission). Using this commeand re-tranamits the entire scenario to the other player’s comput-
er. The Resync option should rarely be needed, as error checking isincorporated into the modem pro-
tocol used by the program. Before using it, check with the other player to ensure that he agrees asoe-
nario resync is necessary. Alternétively, the Host can save the current scenario and openiit again.
Sdect Restart Replay to resart the replay of aprevioudy halted recorded bettlefile.

Sdect Communication Dialog in amodem game to display the “chat window” if you hed dosad it
previoudy.
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Options Menu: Use this menu to st the default for certain options associat-

v Introduction ed with the main program. A check mark next to a command in this menu
+ Prompt for Scenario meansthat itis“on.
v Beep on Ermor . . .
v Blink Hot Spot Sdect Introduction to toggle (off or on) the introductory meterial thet
Smoath Seroll playswhen you launch the game.
¥ g:::df:z‘;usic The Prompt For Soenario featureis only usebleif you sdlected a“ Custom”
- G Ingtall during set-up and chose the “Map lcor” option. With this feature tog-
» Graphical Unitlcans | gled on (i.e, with a check next to it), you will be prompted for a new sce-
¥ Leader Faces nario when you enter the game directly viaa “map icon” (insteed of using
o o the* Battleground Bull Run” icon).
v DislogHelp Butons | Select Begp on Error to toggle (off or on) the option that causes a beep
v Auto Save when you meke an error.
Graphics Buffering = . .
vl View ' ect B|I.nk Hot Spot to toggle (off or on) the option that causes the Hot
Do Spot to blink. [Exception: the Hot Spot never blinks on the 3D maps]
ptional Fules...

————— ' Sdect Smooth Scrall to toggle (off or on) the option thet causes the map to
scroll incrementaly to anew Hot Spot. When this command has no check mark next to it, the map
redrawsdirectly & the new Hot Spot hex without scralling through theintervening hexes.

Sdlect Sound Effectsto toggle (off or on) the playing of sound effects

Sdect Background Music to toggle (off or on) background music.

Sdect Video Effectsto toggle (off or on) the playing of video dips.

Sdect Graphical Unit 1cons to toggle the dilay of unit icons between graphica and military-type
schemdic versons

Sdect Leader Faces to toggle between a portrait-type and a graphica icon for each lesder when
using the 2D Normal Miew map (only). Nate: Grgphical Unit |cons (from the Options menu) must be
“on” for theleeders facesto show up.

Sdect Hex Outlines to hide or display the map's hex outlines When the hex outlines are visible, this
command hasacheck mark next toit.

Sdect 3D Dialogs to toggle the appearance of the program diidogs between an enhanced 3D verson
and the standard Windows® version.

Sdect Dialog Help Buttonsto hide or display the Help buttonsin the program didogs

Sdect Auto Save to have the program save the game automiticelly &t the end of each phese [Exoep-
tion: it will not save a phese thet was conducted under Autometic A/l (with or without Fog of Wer)
control].

Sdect Graphics Buffering to enable a graphics mode which will reduce flicker in the 3D views
However, may causethe gameto run dower on certain systems

Sdect Initial View to define the initia view of the map when the main program is darted. The views
may beset to any of the sandard views, or to defaullt to the last one used while playing the game:
Sdect Optional Rulesto digplay amenu of game optionsthet in effect for the current scenario. These
rulesmugt be set a the start of a.scenario and cannot be changed during gameplay. The game will de-
fault to use the options marked upon the gart of anew soenario.
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Help Menu: Use this menu to get information about how to use the
General Help [F1] BATTLEGROUND: BULL RUN program, ebout the battle being
ik:::?gna:::::u[:jlﬁull Fun fought, and about the programitsel.

Sdect General Help to open the BATTLEGROUND: BULL RUN

Generd Helpfile

Sdeat Scenario Notesto find miscdllaneous information on the two armies, their orders of battle, and

the data used intermally in the game (such s the various combet tables the height of obstades, the

movement costs and defensive modifiers of the variousterrain types, etc.).

Sdect About Battleground Bull Run to display adiaog containing verson and copyright informar

tion ebout BATTLEGROUND: BULL RUN.
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1 I
3D Zoom-Out

4.3 THE MAP

The map can beviewed infive different scales

Jump Map. The smalest map is the Jump Window, which displays the entire map in play (for
details on using the Jump Window, see SCROLLING, p.25). On thismap, red and blue dots indicate
the positions of Confederate and Union units (respectively). The jump map dlowsyouto see, at a
glance, the entire disposition of your forces, aswell as &l known enemy units. Clicking anywhere
on the jump map will take you to thet location.

2D Zoom-Out View. The smalest playable sizeisthe 2D Zoom-Out map, which is displayed by Se-
lecting 2D Zoom-Out View in the Display menu. Thisis best used for aquick, overdl view. Unitson
this map view cannot be ditinguished from eech other as easily as on the other maps, but their posi-
tionsrelaive to the opponent's units are reedily gpparent over awider area.

2D Normal View. The next scale is called the 2D Normel Mew, and is displayed by Sdecting 2D
Normal View in the Display menu (or, if the map is currently in the 2D Zoom-Out mode, by Sdect-
ing the “Zoom Map” button in the Toolbox). This presents the terrain in more detal then the 2D
Zoom-Out map while showing alarger areathan the 3D maps You can chooseto display unitson the
2D Normd View mep with either graphical icons or military symbols (see 5.0 THE UNIT TYPES).

3D Zoom-Out. The 3D Zoom-Out view digdlays the Battlevien™ map a hdf of its normd size,
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thus alowing twice as much of it to be seen a atime This is the default map when you gtart the
game.
3D Normal View. The ultimate map view is the 3D Normal Vilew mode, which is displayed by Se-
lecting 3D Normal View in the Display menu (or, if the map is currently in the 3D Zoom-Out mode,
by Sdecting the“Zoom Map” button in the Toolbox). This presentsthe Battleview ™ —ahigh-resolu-
tion map in 3D-type isometric perspective, presenting much more detall on the screen. In this view,
unitsare shown as*“miniatures’ with individudl positionswithin their hex.
Scrolling
In most cases the map is too large to fit completely onto the screen, even in those scenarios where
only aportion of the overdl map is used. Therefore, severd different ways to scrall it are provided.
You can use the standard Windows® scrall bars, the armow key's on your keyboerd, or the Jump Win-
dow.
=5 To use the Jump Window, Sdlect its button in the Toolbox or the Jump Window command
ﬂ in the Display menu. Thiswill display aminiature of the map being used (dlong with an indii-
cetion of where each Side's units are). Then Sdect the desired spot in the jump map, and the
game map will autometically scroll to the corresponding point.

Place Names

3 Pressthe Shift key to display the names of vari-
4 ous roads, farms and other geographica festures.
These names are given for historica reference
only.

Hex Coordinates
Each hex on the map has aunique st of coordinates givenintheform “# #'. The
53.15) e on theleft reresents the vertical row of hexes (beginning with 0 for the
left-mast column of hexes on the map), while the number on the right represents the horizontal row
(beginning with “0” for the topmost row).
The coordinetes of the Hot Spot hex are displayed a the far right end of the Status Bar (see
46).
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4.4 THE UNIT LIST

The Unit Ligt isthe portion of the screen display immediiately below the map. It contains arepresenta-
tive drawing of each unit thet occupies the current Hot Spot hex, plus thet unit's name and pertinent
game data A horse-head icon in the upper right-hand comer of a battery’s Unit List picture signifies
that bettery ashorse atillery.

To Sdect aunit inthe Unit Lig, left-dick anywhereinits dataarea To view the organizationd in-
formation for aunit, right-click on its namein the Unit List and hold down the mouse button.
T‘\Mmmseaememlah unitsin ahex than can be displayed in the Unit Lig, the

arow buttonsin the lower right cormer of the screen turn bright red (become highlighted)
and can be used to scroll the Unit List.

The Unit List can be hidden by Sdecting either Full Screen Map in the Display menu or its
¥ || equivaent Toolbox button.

Leaders in the Unit List
Thefollowing explains the abbreviations and numbers displayed for leedersin the Unit List:

—— Conmend Reting
-t Leadership Rating
ST < Movement Allowance
& Leader'sName (right-dick for organization info)

C(Command) The leader’'s Command Rating, given in the form “A” (bes), “B”, “C”, “D”, “E’
or “F’ (worst). Thisrating is used by the program to determine the leader’s &bility to stay “in com-
mand”, thereby aiding the Rally of his Disrupted units. When the leaders command rating is dis-
played in red, it indicates that the leader has failed the command test for that current turn.See Cowm-
MAND RADIUS/RATING on p.54.
An icon @ “behind” the number when the Leeder is Sdected indicates thet he is currently De-
tached.
In addition, aleader’s Command Rating is reduced by 1 during night turns.
L (Leedership): The leeder's Leedership Rating, given in theform “A” (best), “B”, “C", “D", “E’ or
“F’ (wordt). Thisrating is used by the program to let the leeder aid in the Rally of a Routed unit heis
stacked with; see 6.8 RALLY.
M (Movement): Theleader’s current Movement Allowance. This number will decrease as he moves
An h icon “behind” the number when the Leader is Sdlected indicates that he is currently
mounted.

A dar appearing in the lower right-hand comer of aleader’s Unit-List portrait means thet he hes
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been “promoated” to the commiand of ahigher organization due to the dimination or promotion of thet
organization'soriginal |eader.

Combat Units & Supply Wagons in the Unit List

Thefollowing explains the abbreviations and numbers displayed for combeat units and supply wagons
intheUnit List:

~ QL (Quality rating)
— FA(Fatiguelevel)
— Unit List lcons

number represents the actual number of men in the unit (rounded to the nearest 25). This number is
a0 usad to determine stacking limits; see Stacking on p.11. If the S# gppears on ared background
the unit is |solated; refer to the Appendix (p.63) for more details on being Isolated. To display aunit's
origind srength, right dick on the unitinthe Unit List.

RG (Range): The maximum range a which the unit can make a Ranged-Fre atack. A unit with a
rangeof “—’ cannot attack in any way.

MV (Movement): The unit's current Movement Allowance. This number will decresse as the unit
moves or changes Facing/Formation.

QL (Quadlity): The unit's Quality, given in theform “A” (best), “B”, “C”, “D", “E" or “F" (worsl).
This number does not chenge during play.

FA (Fatigue): The unit's current Fatiguelevel: “0"-“3" cause no adverse effect (these numbers gppeer
in green); “4"-“6" represent Low Fatigue (and appear in redtorange); “7°-9" are High Fatigue (and
gopear in dark red). See ds0 6.9 FATIGUE.

Unit-List Icons
Oreor more of the following iconswill appear from timeto timein the lower-center compartment of
anon-eeder unit's deata area. Theseicons, asthey gppeer from Ieft to right on the screen, represent the
following:
ﬂ ! ﬂ g Infantry/Cavalry Regiment. When the full-color bullet appears the regiment is
digible to attack. Once it haes attacked, the bullet tums brown. A unit's S thet is
printed in yellow indicates thet the unit is not & full strength(Right diick on the Unit Ligt picture to
view thefull strength vaue. If the unit becomes|ow on ammo, the bullet will chengeto “ helf hollow”
(i.e, haf color and hdf outline). If the unit becomes out of anmo, the bullet will change to complete-
ly hallow (i.e, outline only).
'S LIEe Artillery Battery. When the full-color cannonball appears, the battery is di-
gible to atack. Once it hes attacked, the cannonball turns brown. If the bat-
tery islow on ammo due to Isolation the cannonball will change to “helf hollow” (i.e, half color and
hdf outling). If the battery is out of ammo, the cannonball is hallow (i.e, an outline). If the battery is
uncrewed, ared “X” is drawn through the cannonbll, and an UNCREWED banner will appear in
theunit list.
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I Theletter indicetes the type of wegpon the unit is equipped with:

B: Breech-loading rifles N:  12-pounder Ngpoleon cannons

C: Cabines P: PFgods

H: 12-pounder howitzers R: Rifled muskets

L: 6-pounder smoothbore cannons S:  Spencer repedting rifles

M:  Smoothbore muskets T: 10-pounder Parott or 3inch Rodmen
cannons

@ @ When thewhed gppears; the unit is ligible to move. Onceit beginsto move, thewhed tums
brown. Whenit hesused dl of itsmovement dlowance, thewhed disgppears.
G When the “F" on ared background gppears, the unit is Fixed, meaning thet it cannot leave its
hex. For moreinformetion, see p46.
& & Theseicons show the unit's presant Facing (as indicated by the direction the red arow is
pointing) and Formation. Depending on the unit type, the two pardld yelow linesindicate
thet it isdther in ling, dismounted or unlimbered (as shown by theicon illusiration on the left) or in col-
umn, mourtted or limbered (asshown by theillustration on the right).

ﬁ'g' When the pick-and-shovel gppears, the unit is constructing breestworks.

Whenthe“D" appears; the unit is Disrupted.
nWhen the“R" gppears the unit is Routed.

o0 P When the full-color binoculars ppear, the unit is currently in the LOS of (and thus dso

hasaLOS o) & least one enemy unit. If the only enemy unit having a LOS to the unit
when Fog of War isin effect is an enemy supply wagon, the binoculars are brown, indicating thet the
identity of your unit isnot known to theenemy .

e e
- - The Pop-Up Sdection Dialog dlows you to Se-
A e e e o B omreiac) | ect any unit(s) in the Hot Spot hex even if the
4\ Col. David Hunter, 2nd Division (Hunter) Urit Ligt is hidden. To display this didog, left-
dick on amap hex with a unit you wish to Se-
lect, then Smply press the spacebar. You can
K [ cacel | [ nep | | then Select asingle unit by left-dicking on its
name in the didog, or Sdect multiple units by
holding down the Shift or Ctrl key when you left-dick. Double-clicking on anameisthe sane as
pressing Enter, which is the same as Sdecting OK . The information & the beginning of each unit
name is that unit's S# and weapon type. Disrupted and Routed units will have an icon to indicate

their current Sete.
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The Terrain Info Box

The Terrain Info Box appears in the lower-left-hand cormer of the screen, pre-
El| senting information about the current Hot Spot hex. It displays a digitized
photo (most of which were taken from actud sites around the Bull Run bettle-
ield) of thetype of terrain in the hex (dleer, orchard, forest, etc), then lists thet
| terrain type by name and gives its Ranged-Fire combat modifier, its elevation
infeet, and its Objective vaue.

The bottom line of the Terrain Info Box shows the current artillery
ammunition supply for each side (in the form “#/#’, with the Union tota on the left and the
Confederate total on the right). See Artillery Ammo on p.35.

Finding Hexside Terrain Features Using the Terrain Info Box

In BATTLEGROUND: BULL RUN, there are anumber of terrain festures which exist dong or through
hexsides(eg., roads and streams). To learn which of these fegtures are present in or dongside the current
Hot Spot hex, dick anywhere on the Terrain Info Box. Theinformation in the Terrain Info Box will dis-
gppear and the nameg(s) of the extraterrain feature(s) will appesr.

Right or left click anywhere in the Terrain Info Box for a display of the hexside
terrain features. These terrain features are arranged (roughly) in the locations
pertaining to the hexsides they run along or through.

For example, in the illustration at left, a stream runs along the “lower” hexside
of the Selected hex, and a road runs through the hex, crossing the lower left
and upper right hexsides.

Selecting a Unit

To Sdect aunit in the Unit Lig, left-dick anywhere onits areain the List. You can quickly Sdlect all
the unitsshown in the Unit List by double-diddng with the left mouse button in the Hot Spot hex.
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4.5 THE TOOLBOX

The Toolbox enables you to conduct certain actions without having to use the pop-down menus. Se-
lecting aToolbox button initietes the associated commind. These commands are:

Advance the gameto the next phese.

the soreen display between the 2D Norma View and 2D Zoom Out, or 3D Normal View and
3D Zoom Out, mode.

Chengethe Facing of the Selected unit(s) one hexsidein a counterdockwise diirection.
Change the Facing of the Sdected unit(s) one hexsidein adockwise direction.

Changethe Fecing of the Selected urit(s) by 18(°.

Change the Formation of the Sdlected infantry unit from colunm to line (and back), limber/unlimber
an atillery unit, or mount/cismount acavalry regiment or leeder.

Toggle (off or on) the on-map display of &l units
Toggle (off or on) thebases of dl unit icons on the 3D map.
MaketheArtillery Didog gppesr.

Resolve the Mdeein the Hot Spot hex.

Toggle (on or off) a hlghllgh around dl infantry/cavelry units suffering from low/no ammo or un-
crewed atillery uni
Toggle (on or off) ahgwhgiaromddl unitsthat have aLOSto (and thus are in the LOS of) & least
oneenamy unit.

Toggle (on or off) ahighlight around al units that have moved during the current phase:

Toggle (on or off) a highlight around dl units thet have either fired & an enemy unit or fought in a
Melee during the current phase.

Toggle (on o off) ahighlight around dll uritsthet are Disuptect.

Toggle (on or off) ahighlight around al unitsthet are part of the same organization asthe first Sdlected
unitinthe Unit List.

Hide (or display) the Unit List and Terrain Info Box.

Toggle (on or off) adsp!a/of which hexes arein the LOS of the current Hot Spot hex. An“X” ina
hexindicatesno L.

Display (or hide) theflag of the contralling sidein each Objective hex.

Display the Jump Window. Select any spot on the jump map, and the game mgp will scrall to the cor-

responding spot.

Q/detheer Spot to another unit that has et to (be designeted to) perform an action pertinent to the
Tent phase.

ActivatetheAll (after you have halted it, or if you started the phase not using A/l but wish to activeteit
for the remainder of the phese).
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5.00AHM September 17 1862 Union Mavement Phase, Dawn (visibility = 4 hexes) [ 53.18) |«[» |

4.6 THE STATUS BAR

The Status Bar (seeillustration above) gppears a the very bottom of the screen. Itsmain functionsare
to show the current time of day, the current phase, and the coordinates of the Hot Spot hex, and a set
of soroll arows (if the current Hot Spot hex has more non leeder unitsiin it then can be displayed &
onetime). It dso displays various types of messages from time to time (e, to explain why the pro-
gram won't let you perform an action). In addition, it gives a brief explanation of each menu com-
mand and Toolbox button when you place the cursor on thet command or button and hold down the
left mouse button.

4.7 SAVING A GAME

When you start a new scenario, use the Save commeand in the File menu to save it. A didog will
gppear 0 you can specify a name for the saved-game file. Alternatively, you can Select Auto
Savein the Options menu, in which case you'll be prompted a the end of each phaseto savethe
game. Once you've saved the game this way, it will be saved again automatically by the Auto
Save function at the end of each subsequent phase [Exception: it will not save a phase that was
conducted under Automatic (with or without Fog of War) A/l control]. Should you wish to save
the game a some other point in aphase, you can do so viathe Save command.

To save the game under afile name different than the one currently being used for it, Sdect Save
Asin the File menu. This dlows you to save the current sate of a battle in another file without affect-
ing thefile being used for the bettle.

4.8 SNAPSHOTS

The Snhapshot command in the File menu enables you to save, asa“hitmap” (.bnp) file, a picture of
the portion of the map (induding the position of al unhidden units) thet is currently in memory. A di-
aog box will gopear 30 you can spedify the name of thefile:

You can use the Paintbrush grgphics program (supplied with Windows®; Paint in Win95?) to
open thefile later. Refer to your Windows® manud for indructions for the Pant(brush) program. The
Paint(brush) program can aso be usad with your printer (black and white or color) to supply you with
aprintout of the map. Paint(brush) will alow you to resize the map (as desired) before printing.
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Infantry and cavary regiments, artillery batteries, individua leaders and supply wagons are
represented in the game. All, aside from unlimbered atillery, have an inherent movement ca-
pability; and dl, aside from leaders; limbered artillery and supply wagons, can make attacks.
(Infantry in column and mounted cavary can only engage in Melee)) Most of their character-
istics are covered in 2.0 THE BAsics oF PLAY, but more details on the specid capabilities of
leaders, artillery units and supply wagons are given in 5.2-5.4 below. To see the attributes of a
specific unit during play, Select its hex to put it in the Hot Spot and check its data in the Unit
List.

5.1 UNIT ICONS

Many different icons are used to represent the units in the game. Refer to the chart on page 33 for a
sampleillugtration of each type of unit.

Military Symbol Icon Colors

The color of each “military symbol” icon inciicates a generd category of unit types, as explained
below (note thet these colors gppear only on the 2D Norma View mep):

Light Green: Infantry
Yellow: Cavery
Red: Artillery
Gold (Star): Leeder
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Map Type:
2D 20 2D
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ot gaphicd  mil.ym.

Unit Type:
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Infantry regiment inline

Infantry regiment in column

Routed Inf/Cav/Art unit

Cavdry regimentinline

Cavary regiment in column

Unlimbered artillery battery

Limbered artillery battery

Dismounted leader

Mounted leader

Supply wegon
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5.2 LEADERS

For the besics, see LEADERS 0n p.10. Ore leeder per Sde can ad in Mdee (when stacked with aunit) by
increesing his sdei's differentia by one A leader lowers the chance thet a unit he is stacked with will
Rout by adding a—1 moifier to thet unit'sMorae Check dierall, and can ad units under his command
inther attemptsto Relly. Seedsn 4.4 THe UNIT List and 68 RALLY.

A dismounted leeder istrested asinfantry in column, and amounted leeder istrested as mounted
cavalry, for movement-cost purposes. Leeders can mount and dismount their horses by Smply Sdlect-
ing aleeder during the Movement Phase and dlicking the Change Formation button in the Toolbox.

A leader can be atacked as an individud target only if no other unit (eside from one or more
ather friendly leeders) isin hishex. Leeders do not become Disrupted or Routed.

A leader can be killed, wounded or captured. In eech case heis diminated and another leeder is
promoted & the start of the next friendly Player Tum to take over his command. (A leeder 0 “pro-
moted” has a gold star in the lower right-hend comer of his portrait in the Unit List) A mounted
leeder ismore likely to be diminated in this manner as onewho is dismounted. A defending leeder is
automatically captured if al other friendly unitsin hishex are diminated during Mdee.

Night Turns A leader’s Command Rating (C) isreduced by 1 during night tums.

Command & Leadership

Each lesder has both a Command and a Leedership rating, which affect his ability to influence cer-
tain actions of other units under his command; Army and Corps leaders have an unlimited Com-
mend Redius see 4.4 THe UNIT LisT. In addition, brigade and division leeders have alimited Com-
mend Radiius;

5.3 ARTILLERY
O An atilley battery can haveits“crew” killed in combat, leaving the guns abandoned and unus-
able An uncrewed battery has ared X in the Unit Ligt. To provide an uncrewed battery with a
new crew, afriendly Good Order regiment that has not moved during the current Player Turn must be
in the hex with it during a friendly Movement Phase, and both must be Sdlected; then Sdect Recrew
Battery in the Units menu during that same phase. Note thet only a cavalry regiment can recrew a
horse-atillery battery.
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When you Sdlect Recrew Baétery, the St of the recrewing unit is reduced by 25 per gun of the
battery to be recrewed, and the battery’s uncrewed satus is removed. Furthermore, in order to
recrew, the infantry unit must have a least 25 men remaining after recrewing. The battery's Fa-
tigue level becomes the same as the recrewing units. Neither unit can move (the recrewing unit
could advanceinto Melee), and the battery cannat fire, until the next friendly Player Tumn.

For atillery anmo supply rules, see Artillery Ammo, below. For atillery in Melee, see Mdee
and Resolving Melee on p49.

5.4 AMMO &
SUPPLY WAGONS
When a regiment incurs a deple-
tion of its ammo, it becomes “low
on ammo” and theresfter cannot
fire in its Offensive Fire Phase
until resupplied. If a regiment that
isaready low on ammo incurs an-
other ammo depletion, it “runs out
of anmo” and can make no

; For a unit to be resupplied, it

™ mug be nonRouted and within
- I five hexes of a friendy supply
Jea RS \vagon. The path of hexes traced to
] the spply wagon may not cross an
impasseble cresk hexside or pass through an enemy unit or its ZOC. If it does; the unit cannat bere-
supplied.

Each time a supply wagon resupplies a regiment, that wagon's supply strength (“S#” in the Unit
List) is reduced by one. When its S# becomes zero, it is diminated. Wagons themsdves cannot be re-
supplied.

A supply wagon that incurs aloss due to an attack does not have its S# decreased, nor does
it become Disrupted or Routed. Insteed, its “crew” is considered killed and the wagon becomes
immobile (i.e,, its movement allowance becomes—and will remain—zero). An immobile sup-
ply wagon cannot be “recrewed”, but can continue to resupply friendly regiments. A supply
wagon captured in Melee becomes a supply wagon of the captor’s side.

Artillery Ammo

The atillery anmo supply of both Sides is displayed in the bottom line of the Terrain Info Box (see
p.28). Eachtime an atillery battery makes a Ranged-Fire atack, its Sde s artillery ammo supply isre-
duced by one When abettery is diminated in Mdeeg, the artillery anmo level of the sde thet lost the
battery is reduced. When a side's artillery ammo supply reaches zero, none of its artillery units can
fire A dde's atillery ammo supply can only be incressed through the arrival of artillery reinforce-
ments Neither captured atillery nor itsammo can be used by the captor Sde:
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6.0 PLAYING A SCENARIO

6.1 TERRAIN

The BATTLEGROUND: BULL RUN maps contain numerous types of terrain, each with an associat-
ed effect on movement, LOS, and combet. If you wish to ingpect the terrain in a hex obscured by the
presence of units, Sdlect thet hex to put the Hot Spot there; then consult the Terrain Info Box, or Se-
lect the “toggle units’ Toolbox button (or the Units Off commeand in the Display menu). If using the
3D map, you dso have the option to Sdect the “toggle unit bases’ Toolbox button or the Unit Bases
Off command in the Display menu.

A taran key summanizing the effects of the various terrain types follows. The +/—number in the
Combat Effect column dters the Ranged Fire dicerall if the Target isin that terrain type; see Resolv-
ing Ranged-Fire on p.48. Tarrain Combat Effects are cumulative for Ranged-Fire purposes, but the
only Terrain Combat Effect that can gpply to Melee are those for breastwork, stone wall or embank-
ment. For Movement Cost purposes, cavary in line formetion (j.e., disnounted) are considered “in-
fantry”; in the chart that follows“ cavelry” refersto mounted cavalry.

TERRAIN KEY
" T CLEAR
e Movement Cost: 2 (supply wagons: 3)
o ; /" LOS/Combat Effets none

E59% FOREST
. Movement Cost: 4 (infantry inline.or column);
+ 6 (cavelry); 8 atillery and supply wegorsy

L OS Effect: Basad on devation; forest hexes have aheight of 50 feet on dl maps.
Combet Effect: -1
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ORCHARD
- Movement Cot: 3 (infantry);
, 4(cavalry); 6 (artillery and supply wagong

L OS Effect: Basad on devation; orchard hexes have aheight of 15 feet.
Combat Effect: none

2, TOWN
Movement Cost: 4/1 (infantry line/column);
2 (cavalry, artillery, supply wagons); non-column unitsbe-
comedisupted

LOS Effect: Based on eevation; town hexes have aheight of 30 feet.
Combat Effect: -1

§ MARSH

Movement Cost: 4 (infantry); 8 (cavdry);
§ causes autometic disruption when entering;
Artillery and supply wagons cannot enter

Hexside Terrain Features

In BATTLEGROUND: BULL RUN, certain terrain festures gppear dong hexsdes. These festures
can be viewed by dlicking in the Terrain Info Box. Below isalist of the hexsde terrain festures

2l

o

Spedial: The extra movement cogt to cross asreem isignored if the unit crossing it qudifies for the
pikefroad/trail movement benefit (see beow).

CREEKS
| Additional Movement Cost: none: crosseble only at
: bridges or fords (ford = stream hexside)
% Special: Creeks are adarker bluethan streams and canbe
do&edor‘lyaabrldgeorford (wherethe hexsde art becomes sreem art to dlow unitsto ford i).

BRIDGES
All units can use abridge however, infantry in lineand dis-
mounted cavalry must change Formation to column or
mounted respectively before such a unit can use abridge to
crossacreek.
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PIKES, ROADS, RAILS & TRAILS
Thereareanumber of pikes, roads railsand trailsthet wind
their way acrossthe scenario maps Beow isalisting of
their movement effects Mot units (except infantry inline
and dismounted cavalry; see
g4y Delow) moving along aroad or pike pay one

‘r'ﬁ movement point per hex (regardless of terrain).
Supply wagons pay two movement points per road
hex. Infantry in line and dismounted cavalry pay
" the normal terrain movement cost of the hex. All
units
(except infantry in line and dismounted cavalry)
_ pay two movement points to move along a rail or
- trail. Infantry in line and dismounted cavalry pay
. the normal terrain movement cost of the hex

IMPORTANT: Only one non-leader unit can receive atrail or road movement bonus at
atime.

EMBANKMENT (“The Unfinished Railroad”)
Movement Cogt: +1 (infantry); +3 cavary;

¢ +6 (artillery and supply wagons)

- Combat Effect: -2 (ranged fire, and Mdeeif attacker

crossed embankment hexside)
IMPORTANT: Only unitsin the embankment hex receive the embankment modifier.

[ E ; “i%Y . BREASTWORKS
i G Movement Cost: 1

Combet Effect: —1(ranged fire, and Mdeeif any attacker crossed breastwork hexside)

Breastiworks can be constructed by infantry regiments and dismounted cavalry regiments during
play. To start condtruction, during a friendly Movement Phase Sdect the unit and then Sdect Make
Breastwor ks from the Units pop-down menu. To stop contruction, follow the same procedure again
during afriendly Movement Phase

At the gart of each Player Tum, the program checks to see if each friendly unit meets the con-
druction quaifications, which are:

« The unit mugt beinfantry or dismounted cavary;

« It cannot have moved (induding Facing/Formation change), atacked or been atacked in any

way, or been in non-Good-Order status, at any time during the two preceding Player Tums

If these condiitions are met, the program makes a die rall based on an inherent probability. If the die
roll is successiul, a breastiwork appeears dong the hexside the unit directly faces (unless one dready
exigsthereor theunitisfacing awall hexside).
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b\& A unit constructing breestworks has a “ pick-and-shovel” icon displayed in the icon area of the
Unit List. While thisicon is visible, the unit cannot recover from Fatigue, and if it fires it does
0 & hdlf srength (and losesits“ condtructing” status).

et ELEVATION LEVEL
= Each devation change represents 30 feet

| Additionsl Movement Cost*
f From lower to higher: +1 (infantry); +2 (dl non-infantry
units)
=~ (From higher to lower: +1 (dl non-infantry units moving
| down sope).
Combat Effect: —1 for Ranged Fire if target is one level
hgtﬂ'ﬁmflrﬁ or—2 if target is two or more levels higher then firer. In melee, the modifier is equal
to the most levels ascended by any atacking unit.

6.2 VICTORY CONDITIONS
Each scenario hasits own st of Victory Vaues which are point vaues thet determine victory. They
can be viewed viathe Victory commeand in the Status menu. Using this command causes the Victory
Didog to appeer, which listsavariety of data It shows the number of menVcannons eech side has lost
20 far and their point vaue. It dso names the side the victory conditions apply to (cdling it the First
Sde), the total point vaue of dl Objective hexes thet Sde currently controls, and thet Sde's current
overdl point tota (which the program caculates by subtracting the vaue of its unit losses from the
sumtotd of its controlled Objectives plusthe enemy’s losses).

Any of five levels of victory are possible for the Firg Side: Major Defeet, Minor Defegt, Draw,
Minor Mctory and Major Mctory. Each has an associated number of points which thet side must
equd or exceed & theend of play in order to achieve the next-higher leve of victory.

Spedificaly:
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* The First Sde suffers a Major Defest if its point totd is less then or equdl to the totdl listed for
“Mégjor Defeet” in the Victory Diaog.

* The Firgt Side suffers aMinor Defeat if its paint totd is greater then the totdl listed for “Major
Defeat”, but islessthan or equal to thetotd listed for “Minor Defeat”, in the Victory Didog.

* The First Side achieves a Draw if its point totd is greeter then the totdl listed for “Minor Defeat”,
but isaso lessthen thetotd listed for “Minor Victory”, inthe Victory Didog.

* The Fire SdewinsaMinor Victory if its point total is greeter than or equal to thetotd listed for “Minor
Victory", but islessthen the total listed for “Mgjor Victory”, in the Victory Dialog.

» The Firg SdewinsaMajor Victory if its point total is grester then or equal to the total listed for
“Mgor Victory” inthe Victory Diglog.

The program tekes the First Sde's current overdl point totdl, finds which level thet total equetes
to, and displaysthet level’s neme asthe Sde's current level of victory.

Vi n A soenario does not automatically end
ictory Dialog . . :
) o when one Sde achieves aMgor Vic-
First Side Urion Objective Paints 0 tory ((]' affasa Ma]‘or Déﬁ)‘ the
- Union Lo: ; -
level of victory may change during
Infantry Losses 400 Infantry Point Lass | 160 the o ’j@’ = ties
Cavalry Losses 0 Cavalry Point Lass | 0 ad Objeotives cha\ge hands my
Atillery Losses 0 Artilery Point Loss | 0 the leve that exids a the end of the
~Rebel Lo scenario gpplies for determining the
Infantry Losses [~ 100 Infantry Poirt Lass [~ 40 winner. However, the scenario will
Cavaly Losses 0 Cavaly Paint Loss | ] end if dl units from one sde have
Artillery Loszes 0 Artillery Paint Loss | 0 been dlmraaj and the Opponent hes
dl theobjectives.
— Wictary Valus
Maijor Defeat | i} Minar Defeat | 200 O})_]ectlves
Minor Wictorye | B00 Major Victony | 900 Gfdtrﬁe( to Im:ﬁna;mwlvoe;:
Total Paints 120 Outcome  [Union Maior Defeat t_O its victory-poirt value A_” Objec-
e tives are controlled by one sde or the
LI other a soenario start. To gain control

of an enemy-controlled Objective,

you must occupy it with one of your own units By themselves, leeders, supply wagons, and routed
units can't be used for this purpose.
To display al Objectives on the map, Sdect Objectives in the Display menu. When

ﬁ this command has a check mark next to it, eech Objective hex is marked with aflag

#= iconto denoteits|ocation and ownership.

Tofind the point value of aspecific Objective hex, Sdect Objectivesin the Satus
menu. Sdecting one of the Objective-hex linesin the dislog box thet appears will move the Hot Spot
tothat Objective hex.
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6.3 USING THE A/l
When theA/l is conducting an action, the A/l Action Diaog appearsto tell you what the A/l isdoing,
and themap will scrall to bring the corresponding action.

—— The A/l Action Didog has four buttons Sep,

Loseo Blologetunk j RunPass, Cancd and Help. The Siep button is -

Fange = 2 Modifier = -2 tialy the defauit. The current default button is outlined

Fire = & in black, meening thet it can be chosen by presing
= Enter whilethedidog ison-screen.

lTepl m m /T\nl m;ﬁ?ﬁ% gztheA/I for one action, &fter
The Run button makes the A/l run continuoudy until there are no more A/l actions for the cur-
rent phase. When you Sdect Run, it changesto Pause (which becomesthe defailt).

The Pause button hdlts the A/l temporarily. (While the game is halted, you cannot Sdect any-
thing from the Menu Bar or Unit Lis—but the Toolbox and other A/l Didog buttons remain active)
When you Sdect Pausg, it changes back to Run (which becomesthe defaullt).

The Cancdl button cancelsA/I processing. (When you Sdect Cancdl, it becomesthe defauiit) To

d, you can Sdect the Activate A/l menu command (or its corresponding Toolbox button)

a any time to have the A/l complete thet phese for you. Also, the type of A/l being used
(Commender Control, Automatic, or Automatic with Fog-of-Wear) can be changed viathe A/l menu
a any time for either or both sSides [Exception: if playing a modem-to-modeminteret or PBEM
game, Fog of War cannot be turned off once the game has begun].

@Nae When the A/l for the Sde conducting the actionsin the current phaseis set to Manu-

re-activate the A/l, Sdect the “Activate A/I” button in the Toolbox or the Activate A/l command in
the A/l menu. While the A/l is activated and the A/l Action Didog is on-screen, the Esc (Escape)
key actsasa Cancd button.
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Commander Control & Organizations

Sdecting the Commander Control command in the A/l menu & the Sart of the scenario lets you
issue orders to one or more leaders (and thus to the units under their command). If you choose this
the Leader Sdection Diaog will gppeer, from which you must Sdect the leeder(s) you wish to con-
trol. (To choose more than one, hold down the Crl or Shift key asyou Sdect esch name)

Afterwards, an Order Didog for eech
Leader Selection Dialag | your leeders will gppeer a the tart
Select lsaders far manual A: of his friendy Player Tum. This dia-

b, Brig Gen. Daniel Tyler. 1st Division (Tyler isued to him (unless he is the amy

Col. Erasmus D. Keyes. 1st Brigade [Key Y—whi :
Brig. Gen. Robert C. Schenck, 2nd Brig |eader ch you cen change if

Col. William T. Sherman, 3rd Brig [Sherm you wish—and dlows you to issue

Col. Isreal B. Richardson, 4th Brig [Rich. orders to his subordinate leeders (and
“#%, Col. David Hunter. 2nd Division [Hunter)

& Col. Andrew Porter. 1st Brigade [Porter] LI thJS © thE!I'. regiments and/or bter-
— | ies). “Location” shows the coordi-

ntes of the hex the named leeder

presetly occupies “Size’ indicates

the highlighted organization's current strength. “Helth” indiicates the percentage of unitsin that orga-

nization thet arein Good Order, crewed if artillery, and not suffering from High Fetigue.

To give an organization an

% Brig Gen. lrvin McDowell, Dept. of Nollheaj log shows the order his superior hes

Drder Dialog [] its name
Cal Thomag &, Davies U T g‘wsg;mu:sd thea’:ei’;
21 Biigsde (D GAtSREREEIN ¢ "l in the dielog,
i 82“‘3;: Then choose the organiza-
H D°f 'de' tion's “objective’ for the tum

efen i icki

. - by right-dicking on the ap-
Locatlonl[-]m, 53 Slzelﬂd Healthl1n0z | O Defend [Extreme] p’cpriae hex. Once you've

Objective given ordersto all your orgar
[5E ] [cancel] [ Aen | [Nane e et oo o
tonand play will proceed.

If you dick the Cancel button in the Order Didlog, A/l processing is canceled & thet point. Pro-
cessing can be reumed by Sdecting the “Activate A/l” button in the Toolbox or the Activate A/l
command in the A/l menu.

Summary of Commander Control A/l Order Types

Attack (Extreme). An “extreme’ attack order will cause units to atack in @ more concentrated for-
mation with maximum stacking in each hex. Also, extreme order will cause units not to fal back
until dl unitsof thet organization are no longer in Good Order.

Attack Order. A regular atack order causes units to move so as to teke the specified objective. For
divison or higher organizations, flank unitswill be deployed in an advanced position.

No Order. If you don't want to give an order to aformation, select “No Order”. While aunit will ill
fireat adoserangetarge, it will not normaly move:

Defend Order. Units will move so as to hold specified objective. For divison or higher organiza-
tions, flank unitswill be deployed in a“refused” formation.
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Defend (Extreme). An“extreme” defend order will cause unitsnot to fall back until dl of the units of
thet organization are no longer in Good Order.
Unknown-Unit Markers
== \When Fog of War isin effect for asde, its units are partiadly reveded—in the form of
"_" Unknown-Unit markers—whenever an enemy unit becomes adjacent to them. An
Unknown-Unit marker indicates only the presence of a hidden unit; the actud type(s)
and number of unitsare not revealed until the Sart of the next phese. A units move automaticaly ends
when it revedls an adjacent Unknown-Unit marker.

6.4 GAME TURNS
Each scenario has amaximum number of playable Game Turns When that number has been played
to completion, the gameis over. The number of Game Turnsis displayed in the Phase Box (sse p4).

6.5 THE SEQUENCE OF PLAY
Each Game Turn comprises two Player Turns—one Rebel and one Union. Furthermore, each Player
Turn is made up of four phases which occur in the order listed below.

For smplicity, the player whose Sdeis “active’ in each of these pheses (aside from the Defen-
sive Fire Phase) is referred to as the Phasing Player. Except in the last Player Turn of the game, the
completion of eech Mdee Pheee is followed by the Movement Phase of the next Player Turn, in
which the opponent becomes the Phasing Player. To advance the game to the next phase, Sdect either
the“advance to next phass’ Toolbox button or the Next command in the Phase menu.

1. Movement Phase

In the Movement Phase, the Phasing Player may move some, dl or none of his unitsthet are capable
of movement. However, asthefirst action of this phese, the program finds al of the Phasing Payer’s
units thet are Fatigued, Disrupted, Routed, low on ammo and/or out of ammo, and checks to see if
each loses any Fatigue, is resupplied and/or Rallied. The program aso checksto seeif any unitsthet
are building bresstworks have finished congtructed them. It then announces on-screen, in the form of
the“Command Report”, the resuilts of these checks.

2. Defensive Fire Phase

In the Defensive Fire Phase, the Phasing Player’s opponent may fire some, &l or noneof hisunitsthet
are capable of making a Ranged-Fire attack.

3. Offensive Fire Phase

In the Offensive Fire Phase, the Phasing Player may fire some, dl or none of hisunitsthet are cgpeble
of meking aRanged-Hreattack.

4. Melee Phase

In the Meee Phase, the Phasing Player may conduct Mdees with some, dl or none of his Mdeeca-
peble unitsthet are adjacent to an enemy unit, or are adjacent to a Vacant Hex (see MELEE, p49).
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6.6 MOVEMENT

The Phasing Player can move his units only during their Movement Phasg, a which time he may
moveal, someor none of them that are capable of movement (eg., unlimbered atillery cannot move
from one hex to another, nor can an uncrewed supply wagon or fixed units). For a besic explangtion
of how to use the mouse to move units, see MOVEMENT on p.7.

If more than one unit in a hex is currently Selected, you can move dl of them using any
movement method just as if they were a single unit (within stacking limitations, see STACKING on
p.11). Note, however, thet moving any stack of units, or entering a hex thet contains even one other
norHeeder unit, negates the benefits of moving dong apike, road or trail. For instance, if you try to
move two or more line-formation regiments Smultaneously dong a road, they must pay the non-
road cogt of the hex they are entering. Likewise, if a unit areedy occupies aroad hex and you a-
tempt to move another unit into it, the non-road cost will be charged.

Each Formation change a (non-eader) unit makes, and each Facing change you invoke, costs
that unit aportion of its movement dlowance; these cods are listed under Change Codtsin Parameter
Data, which can be found by Sdecting Scenario Notesin the Help menu.

If you move aunit but want to Sart its move over again, you can Sdect Undo Last Movement
in the Units menu or hold down the Ctrl key and press U on the keyboard, provided that unit is il
Sdected [Exception: A move cannot be undone if Fog of Wear isin effect for the opposing sde, if
playing viamodem, intemet or inaPBEM scenario).

If you move aunit but use only part of its movement alowance, you can move one or more other
units and ill go back and finish moving the first unit. A unit can become the “leeding” unit in column
movement evenif it has areedy expended part of its movement alowance.

A unit's movement alowance drops to “0” whenever it moves adjacent an Unknown-Unit
marker, or moves adjacent to anon-Routed enemy unit and iswithin thet unit's Feld of Fire

Al the various types of tarrain in the game have an associated movement cogt, or provide some
kind of benefit or restriction to movement. See6.1 TErrAIN for detalls
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Reinforcements

Many of the scenarios have reinforcements, which are units that enter from off-map during play. You
can display the Scheduled Didog to see when, where and how many reinforcement groups are avail-
able by Sdecting Scheduled in the Reinforce menu. (However, you cannot see the opponent'srein-
forcement groupsif Fog of War isin effect.) Sdecting any linein this didog automaicaly scrallsthe
map to the arrival hex of that reinforcement group and makes that hex the current Hot Spot. The per-
centage chance thet the reinforcement group will arive on the listed tum (or any tum theresfter if it
does not arrive on the first turn) is listed in the Scheduled Didog. An asterisk (“*”) displayed before
thelisting for a reinforcement group indiicates that the group has been ddayed (but is il in the queue
to enter).

Scheduled Dialog

B 2080 July 21 1861 [100%] at [125, 36] Union Col. &ndrew Porter, ...

B 4048 July 21 1861 [100%] at [125, 36] Union Col. Samuel P. Heintzelman, ..
E:00&M July 21 1861 [100%] at (125, 36) Union Col. Odando B. WwWillcos, ...
B:2040 July 21 1861 (100%] at [125, 36) Union Brig Gen. Irvin McD owell

B 2080 July 21 1861 [100%] at [125, 36] Union Col. Oliver 0. Howard, ...

B 4040 July 21 1861 [100%] at [125, 36] Union Supply Wagon

94080 July 21 1861 [100%] at [43, 84) Rebel Col. “Wade Hamptan, ...

At the gart of aMovement Phase in which reinforcements have arrived, a message will gppeer in
the Commeand Report to dert you to their arrival. Double Clicking on the name of the Unit in the
Scheduled Didog letsyou view alist of each unit of the reinforcement group.  The arriving unitsmay
be brought onto the map a any time during the Movement Phase, or they may be ignored and brought

LD

L
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oninasubssguent Movement Phese (i.e, they will remain availebleindefinitdly until entered).

To bring on reinforcements

1 Sdect Arrived in the Reinforce menu to display the Arrived Diaog, which will show alist of
theavailable units

2. Double-dick with the left mouse button on the name of aunit in the list. When you do so, the
didog will dissppeer, the map will scrall to the entry hex and thet unit(s) will appeer there:

3.1f more reinforcements are available, sdect Arrived again, and repeet the procedure urtil
you' re done bringing on your reinforcements

Protected Entry Hexes:

Most reinforcement entry hexes are “protected” such that enemy units within a particular
range of them will be automaticaly routed (or eliminated if in the hex!) when certain enemy rein-
forcements gppear there. More details on this can be found by Sdlecting Scenario Notes in the
game'sHelp menu, then Sdlecting 8.0 Arrival Schedule

Fixed Units
ﬁ Many of the scenarios of BATTLEGROUND: BULL RUN have Fixed units Fixed units are
shown in the Unit Lig with ared “F" icon. Such units are frequently “relessed” autometically
during the scenario. The Release Didog digplays the turn the unit(s) isfirst digible for being released
is shown, followed by the percentage chance of it being relessed. If not rlessed on thefirst tum it is
digible adicerall is peformed & the start of each turn for that unit(s) until it is reeased. The Com-
mand Report & the Sart of aplayer’stumwill list unitsthet have just been released. Fixed unitsarere-
lessad immediadly if fired on by an enemy unit or if they become routed. Units cannot be fixed dur-
ing play. When playing with Fog of War, the Fixed status of enemyy units and their rlease scheduleis
not known.
To view the Rdlease Didog, Sdlect Releasad from the Reinforce menu and adiaog box smilar
to the one shown below will gppear.

Release Dialog

Br20aM July 21 1861 [100%] Union 13t Brigade [Keyesz] -
52040 July 21 1861 [100%] Union Col. David Hurter

B:204M July 21 1861 [100%) Union 2nd Brig [Burnside)

E:00&M July 21 1861 [100%) Rebel Fth Brigade [Evans]

E:4040 July 21 1861 [100%] Rebel 4th Brig [Longstrest]

0046 July 21 1861 [100%) Rebel Amy of the Potomac

F:004M July 21 1861 (100%) Hebel ﬁrmy ofrthe Slhenando‘a,h ;I

S ARALL LI A A e A e L

I l | Cancel I | Help I

By dicking on alisting in the Relesse Didogue box, dl units of thet organization will be highlighted
onthemap.
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6.7 COMBAT

For the basics see COMBAT on p.8. A supply wagon cannot attack; its St is used only to show how
many unitsit can resupply (see 54 AMmo & SurrLY WAGONS). The same unit can be attacked more
then once in the same phase [Exception: nat in the Melee Phase]. However, a unit may make a
Ranged- Fire attack or advance into Melee only vs a target that lies within thet attacker’s Fidd of
Fire:

Field of Fire Diagram

&4 The darker gray shading in these ilustrations shows a
unit's (an infantry regiment in line armed with muskets
with a range of “2" hexes) current Field of Fire. It can-
not attack (even to advance into a Melee) any unit that
lies outside this Field of Fire unless it first makes an ap-
propriate Facing change during its Movement Phase.
In addition, the unit's Zone of Control (ZOC) is its front
3 hexes (shown by hexes marked with “X” in these il-
4 lustrations).

Ranged Fire

Ranged Fire uses a combintion of the attacker's strength (S#), weeapon type, and the range (in hexes)
to the target to determine the actudl strength of the attack. All Disrupted units, and units firing in the
Offensive Fire Phase thet moved in the preceding Movement Phass, have their strength factor helved
before any other modification (quartered if both apply). Infantry in column, mounted cavalry, Routed

Battleground: Bull Run 47



Playing A Scenario

units, and those that are out of anmunition and/or have no vaid target within their Field of Fire can-
not use Ranged Fre

Restrictions on Ranged Fire

Ranged Fire can be conducted againg only one target unit & atime If the target hex contains only
one unit the attack will be resolved autometicaly. If the target hex contains more than one potentia
target, a Target Didlog will be displayed to let you Sdlect one of those units as the target. A unit name
appearing in gray in the Target Didog indicates the unit is suffering from low/no anmo if Fog of War
isnotin effect.

LOS and taran can afect the atack. Ranged Fire cannot be used vs atarget the firer has no
LOS to. Sdecting either the “show LOS’ Toolbox button or the Spotted Units command in the Dis-
play menuwill highlight al unitsthet have aLOSto & leest one enemy unit.

No unit may conduct more than one Ranged-Hre attack per friendly fire phase. Sdecting either
the “highlight fired units’ Toolbox button or the Fired/Fought commend in the Display menu will
highlight al units on the map thet have attacked thus far in the current phase.

Autillery Dialog E

- Biry G. 2nd US at (104, 56)

~==_Bhtry G, 1st US at (109, 60]

[oc ] [ Fd | [ Ao |

An essy way to fire artillery is via the “ digolay Artillery Didog” Toolbox button (or the Ar-
tillery Dialog command in the Units menu). Sdecting either of these mekes the Artillery Di-

dog gopear, which ligs dl friendly artillery unitsthat are capable of firing. To fireaunit using
theArtillery Didog, first Sdect the unit'snamein theligt, then right-dlick on the target hex. (Note thet
when aunit in the Artillery Didog is Sdected, dl of its potentid targets are highlighted on the map.)
Once the unit fires, it dissppears from the list and the next unit is autometically Sdected, so dl you
haveto do to firethis next unit isto right-dlick again on atarget hex. A unit name printed in light gray
in the diaog meansthet particular unit currently hesno digible target.
Resolving Ranged-Fire
When a unit makes a Ranged-Hre attack, the program multiplies the attacker's srength points (25
men = 1 strength point) by anumber derived from the attacker's wegpon type and the range to the tar-
get. Thisvalueis then divided by four. Thet firepower vaueis then helved if the firer is Distupted or
if thefireistaking place during the Offensive Fire Phase and thefirer expended any movement points
in the preceding Movement Phase (quartered if both gpply). A dierall isthen made whichis modified
according to the following conditions (as applicable):

-1 If attacker'sfatigueleve is4,50r 6

-2 If attacker'sfatigueleve is7 or grester

- As per the defender’s terrain modifier

-1 If the quality of thefirer isE or F (does not apply to artillery)*

+1 If the quality of thefirer isA or B (doesnot gpply to artillery)*

+2 If the target is an infantry unit in column formeation or limbered artillery
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+2 If target unit isbeing Enfiladed

+4 If the target isamounted cavalry unit

*Optiond Rules* Quality FireModifiers’ enebled

The program uses the modified dice rall to determine the amount of cesudlties (strength point

losses) inflicted on the defender, and adjusts the latter’s S accordingly. (See the Weepon Effective-
ness Teble and the Fire Reslits Teble in Parameter Data under Scenario Notes in the Help menu,)
Each atack is resolved before the next oneis made:
The possible results of Ranged-Fire depend on the type of target unit:
Regiment: no effect; or aoneleve increasein Fatigue; or areduction in its S# (if reduced to “0”, the
unitiseliminated; see dso Morae Checkson p.51).
Battery: no ffect; or aoneleve incresse in Fatigue; or areduction in its S# (if reduced to “0", the
unit is diminated; see dso Morde Checks on p.51); or the destruction of the battery’s “crew” (which
leaves the guns ebandoned). For casuialty (and stacking) purposes, esch gun =50 men.
Leader: no effet; or acepturefwound/dimination. (See’5.2 LEADERS)
Supply Wagon: no effect; or the destruction of the wagon's “crew” from smal amsfire; or reduc-
tionin S#from artillery fire (.2 54 AMMO & SuprLY WAGONS).

Melee

Each gun of an atillery battery isequal to 12.5 men when defending in Melee. A leader acked with
aunit under his command incresses the strengtth (i.e,, differentid) of hisside by onein Mdeg, but any
additional friendly leeder present in the Melee provides no further benefit. A leeder can advance into
Melee only if accompenying afriendly regiment. Units cannot advanceinto Meeein excess of sack-
ing limits, nor if they are Disupted or Routed.
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ToinitiateaMdee,

1. Frgt choose—using the right mouse button—an enemy-occupied hex adjacent to the unit(s) thet
will conduct theMdee.

2. Then Sdlect eech friendly unit (or stack of units) thet will participatein the Melee and Select Add to
Méeein the Mdee menu. (Sdecting Show Differentia in thet menu will display the attacker’s cur-
rent strength advantage [“ +#'] or dissdvantage[“—+#'] intheMdee)

3 Once you've added the desired attacking unit(s) to the Melee, reslve it by Sdecting the
IE “resolve Meleg’ Toolbox button or the Resolve M de2 command in the Melee menu. A di-

dog will bedisplayed to give the resuits. Each Melee must be resolved before the next one
cen beinitiated. Loneleaders cannot Melee eech ather.

Semi-Auto Melee

You can dso use “drag-and-drop” to conduct Mdees see Mdee on p.9. Sdect an digible friendly unit,
and “drag and drop” it onto the adjacent enemy-occupied hex you wish to Mdee Each time a new
unit(s) is added in this manner the Mdee differentia is updated and displayed.

Auto-Melee

You can have the program conduct Melee for you even if not using the A/l. To do this hold down the
Alt key and right-dick on an enemy-occupied hex adjacant to a leest one friendy, Meeedigible
unit. The program will find dl units digible to atack thet hex, and will give therr names their loca
tionsand the attack differentid. If you dick OK;, they will automatically attack the hex.

A/l Melee

Another option for conducting Melee is sSmply to Sdlect the “activate A/l” Toolbox button. The pro-
gramwill then conduct dl Meeesin that phase autométicaly.

Resolving Melee
To resolve a Melee, the program computes a Melee “ differential” based on the attacking and
defending strengths. The differentia is the attacker’s S# minus the defender’s S# divided by
100
Versus Gun Battery: Each gun of abattery defending in Mdeeisequal to 12.5 men.
Versus Routed Unit: As part of the differentiad calculation, the strength of each Routed de-
fender in the hex is quartered.
v Versus Vacant Hex: If dl defending unitsin a hex are diminated during the Offensive Fire
Phase, ared triangle icon will gppear in thet hex to mark it as a Veacant Hex. Such ahex may
be atacked in the next Melee Phase, and the melesing unit(s) will automatically occupy that Vacant
Hex without gaining any fatigue or becoming Disrupted.
Even though the advancing Sde is termed the attacker, both Sdes engage in Melee sSmultaneous-
ly; hence the attacker will dso suffer casudlties. To resolve aMéee, the program:
« Adds two to the differentid if any attacking unit thet advanced into the melee hex from a hex that
wasnat in any defending unit's Feld of Fire
« Adds one to the differentid if no attacking unit invalved in the Mdee fired during the preceding Of-
fendve Fre Phase;
« Subtracts one from the differentid if any atacker invalved in the Mdee advanced into the hex
across abresstwork hexsde
« Subtracts two from the differentid if any attacking unit involved in the Meee advanced into the hex
acrossawal or embankment hexside (such that the defending unit would receive the embankment

50  Baitleground: Bull Run



Playing A Scenario

modifier if fired on by the attacker);

* Subtracts from the differential anumber equel to the greetest number of elevation levels ascended by
any oneregiment asit advanced into the Melee;

« Subtracts one from the differentid if any attacking unit is suffering from Low Fatigue (fatigue of 4-
6), or two if any suffersfrom High Fatigue (fatigue of 7-9);

» Adds one to the differentid if & least one leader is with the attacking unit(s), or subtracts oneiif at
least one leeder iswith the defending unit(s).

The program then “rolls’ two six-sded dice and sums the result, and crossindexes it on the
Melee Tablewith thefind differentid to determine the losses each Sde will suffer. A negative-number
result in the Melee Teble for a Sde indicates thet Sdeisthe “losar” in the Meee (You can view the
Melee Table by Sdecting the Help menu, Scenario Notes and then Parameter Data.)

Exarmple 1: 225 attackers against 75 defenders = a differential of +1. If none of the attackers
fired in the preceding Offensive Fire Phase, the differential would be +2. If the attacking unit
was accompanied by a leader (and the defender has no leader present), there would be anoth-
er +1 to the differential, making it +3.

Example 2: A 6-gun battery has a defensive strength equivalent to 75 men.

Mdee—unlike Ranged Fre—can afect dl units in the hex. In-hex terrain modifiers (such as
forest) do not apply inMeee

Al regiments and betteries (of both sides) participating in a Melee autometically become Disupted
and have their Fatigue level increesed by two, unless melesing into a Vacant Hex. Additionally, each non-
leader unit of the losing side hes its Fatigue level incressed by one more If the defending sde losss a
Méleg, its survivors are automaticaly retrested one hex by the program (and will have to undergo a
Morde Check; see Morde Checks below). If aunit must retreat but hesnolegd hex to retreet to, isan un-
limbered battery or its inherent movement dlowance is “0”, it is diminated indeed. If a regiment ad-
vancesinto ahex containing only one or more enemy leeders, uncrewed supply wagons and/or uncrewed
batteries it captures them automaticaly (captured leeders and batteries are diminated; supply wagons are
taken over by their captor.)

If the attacking Sde winsthe melee, dl surviving attacking unit(s) will occupy the contested hex;
dl surviving defending units (if any) will be forced to fall back (sssuming aretreet route is available
and the unit iseligible to retreet from melee).

Morale Checks
When aregiment or bettery suffers casudlties (i.e., hasits St reduced) due to combet but is not dimi-
nated or have its crew killed, the program rolls a Six-gded die to make a Morde Check for it. If the
casudties were incurred during the Defensive Fire Phase, the Morale Check occurs & the end of that
phase I the casudties wereincurred during the Offensive Fire or Melee Phase, the Morade Check oc-
cursa the start of the next Flayer Tum.

In addition, each time a regiment or battery becomes Routed due to faling a Morde Check,
every friendly regiment and battery inits hex and those adjacent to it must teke aMorale Check.

Also, when a unit is diminated by fire, one unit in the same hex is randomly determined to
makeaMorde Check.
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The Quaity of a unit is used as its “morale’ for rout purposes A Routed unit has a mordle of
zero. Thefollowing cumulative modifiers can apply to theMorde:

+11f the unit is stacked with any friendly leeder
—1If the unit is suffering from low/no anmo
—1If the unit was dready Disupted
—1If the unit was dreedy suffering from Low Fatigue (4-6)
-2 If the unit was dreedy suffering from High Fatigue (7-9)
=2 If the unit wasfired on Enfilade
—2If itisanight tum
The possible resuits of aMorae Check depend on whether the combet thet caused it occurred inthe

Defensive Fire Phase, the Offensive Fire Phase or the Melee Phase (the resuits of Mordle Checks mede a
thegtart of aPlayer Tum are dilayed in the Command Report didog):

Defensive Fire Phase: If the dierdll isless then or equal to the unit's Morde, it “passes’ the Morde
Check and thereis no effect. If the dierall isgreater thenitsMorde, it “fails’ and becomes Disrupted.
Offendve Fire Phase If the dierall isless than or equd to the unit's Morde, it “passes’ the Morde
Check and becomes Disrupted. If the dierall is greeter then itsMordle, it “fails’ and becomes Routed.
Méee Phase If the dierall islessthan or equd to the unit'sMordle, it “passes’ the Morale Check
and thereiis no effect (though the unit is autometically Disrupted anyway, due to having engaged in
Méles seep.50). If thedieroll is greater than itsMordle, it “fails’ and becomes Routed.

Important: The Morae check conducted by the computer & the end of the Offensive Fire Phaseis
not hendled immediatdly &fter the phase. Insteed, the computer keeps a record of dl the Morde
check resuits of the Offensive Fire Phase and gppliesthem after the Mdee Phase:
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When aunit ismoving in lineformation at night, it aLtomatically become disrupted.

When aunit becomes Disrupted, a“D” icon gppearsin its areaof the Unit List. A Disupted unit
hasitsattack strength and movement alowance halved, and recdives a—1 modifier for Morale Check
purposes.

When a unit becomes Routed, an “R” icon appears in its area of the Unit Lis, it
B /- cannot atteck, it defends & one fourth strength in Mees, and it hesamorde of “0”
when conducting morale checks Infantry in line change to column Formetion, and
dismounted cavelry change to mounted, when they Rout. Mounted cavary and
limbered atillery do not change Formation when they Rout, but their icon il
changes to the standard “running-man” icon to make them stand out better on the
mep.
If aRouted unit suffers another Routed result, it loses strength; such units are termed “logt strag-
gdlers’ in the Commeand Report thet appears &t the sart of the next Player Tum.
Fatigue Rout. If aunit is dreedy suffering from the maximum fatigue level of 9 incurs acombet ef -
fect that would normally cause a unit to gain further fatigue it must teke amorae check. If it failsthe
Morde Check, the unit will Rout..
Auto-Rout Movement. If a unit has Routed, the computer will autometically move thet unit away
from the dosest known enemy unit. This move will be indicated on the screen by arrows on most
map views (dots on zoom-out 2D map). After getting ahandle on where your Routed units have been
moved to, you may dick anywhere on the map and the arows/dots will dissppear. Aftawards, a
Routed unit cannot move doser to the dosest known enemy unit and cannot initiste any type of a-
tack.
Leadersand Supply Wagons. Leeders and supply wagons neither Disrupt nor Rout. A Routed unit
cannot become Disrupted (except when it Rellies; see 6.8), and loses any Digrupted status it might
have had.
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6.8 RALLY

In a Rally atempt, the program mekes a Sx-gded die rall for each of the Phasing Player’s friendly
Disrupted/Routed units

The Qudity of aunit is used asits “morde’ for rdly purposes If aunit is stacked with a leeder
of the same or higher organization, the L eedership Rating of that leeder modifiesthat unit smorde. In
addition. the Leedership rating of a Corp, Wing, or Army Commeander will modify the morde of
units under their command in adjacent hexes, except & night. I the leeder’s Leedership rating (with

A=6, B=5, etc.) is higher then the unit's Quality, his Leadership Rating is used as the unit' smorele. If

his Leadership Rating isthe same or lower than the unit's Quaity, a+1 is added. At night, the morde

of unit for rally purposesis helved, with fractions rounded up. The possible resuits of a Rally attempt
ae

« If aRouted unit'sdierall islessthan or equel toitsmorde, it Rallies (i.e, losesits Routed status and
becomes Disrupted—but cannot be returned to Good Order in the same turm).

«If a Digrupted units die rll is less then or equal to the gpplicable commeand velue, it Rallies (i.e,
losesits Disrupted stetus and returns to Good Order). Each Disrupted unit has anomingd Command
Rating of “1” for Rally purposes If it is not Detached and its brigede leeder is “in commend”, its
Rally die roll will be successful if less then or equd to “1 plus the gpplicable Command Rating
modifier”. If its brigade leeder is*“not in command”, it will Rally only onadierall of “1”. See Com-
mand Redius/Rating below for further darification.

Command Radius/Rating
The Commeand Redius of abrigade leeder isthe maximum distance in hexes he can befrom one of his
regiments and still be able to provide it with his Commiand Reting modifier. The Command Redius of
adivison leeder isthe maximum distance in hexes he can be from his brigade leaders and ill be able
to passaCommand Rating modifier to the latter. Army and Corps leaders have an unlinited Command
Radius

Any unit (induding brigade leeder) outside the pertinent Commeand Redius of itghis superior of -
ficer is considered Detached, meaning that it/he can neither receive nor pass down a Commend Rat-
ing modifier.

All Command Ratings, of ahigher leader, are treeted as being one lower than normal in anight
turn.
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Rally Procedure At the beginning of each Flayer Turn, the program determines eech friendly
leeder's Command State (i.e, whether he is “in commind” or “out of command”). To highlight the
leedersthat failed their last conmend check, dick the D" button on thetoolbar.

When a subordinate leader is determined to be “in command”, his Command Rating
changes in the Unit List for the current turn to reflect the Command Rating modifier he re-
ceived.

« Starting with the highest (the army) leeder, asix-sided die rall ismede If the die rall isless then or
equd to his Command Rating (his“C#’ in the Unit List), heis*“in command”.

« |f the amy leeder is found to be “in command”, he automdtically passes down to eech of his corps
commeandersa+1 Command Rating modiifier to their Command Rating.

«In tum, each corps commander found to be “in command” passes down a +2 Command Rating
modifier for eech of his divison commanders (because each time a subordingte is found to be “in
command”, the Command Rating modifier he passes down to his subordinatesincreases by one).

« Inturn, eech division leeder found to be “in command” will in turn pass down a+3 Command Rat-
ing moxifier to eech of his non-Detached brigade leeders

« Inturn, esch brigade leader who is found to be“in command” will pass down a+4 Command Reting
modifier to each of his Disrupted but non-Detached units. Whenever a leeder is found to be “out of
command” (or is Detached), the moxdifier he passes down becomes“0".

6.9 FATIGUE
Fatigue has an adverse effect on a unit's strength in Melee, when conducting Ranged Fire,
and on its ahility to avoid Routing when it takes a Morale Check.
Fatigue occursin aregiment or bettery in thefollowing ways
« If it auffers a Fatigue reult (“F’ result in the Fire Resilts Table) when attacked by Ranged Fire, its
Fetigueisincreased by one (this can gpply only once per phess);

« If it suffers casudlties, its Fatigue is incressed by one (this fatigue increase can gpply only once per
phese regardess of the number of timesthe unit suffers casudtiesin that phese);

« If it engages (or is engaged) in Méleg, its Fatigue is increesed by two.The Fatigue is incressed by
threeif it loses the Mdee. (Exception: vs Vacant Hex or vs |solated unit; see p.50)

A unit whose Fatigue level (“FA” in the Unit Lidt) is 0-3 suffers no adverse effects A unit suffer-
ing from Low Fatigue (“FA” of 4-6) receives a+1 die rall modifier to each Morde Chedk it tekes
One auffering from High Fatigue (“FA” of 7-9) receives a+2 modifier to its Morde Checks In addi-
tion, dl MeearangedHfire atacks by units suffering from Low Fatigue receive a —1 modifier; al
MédegfrangedHfire attacks by units suffering from High Ftigue receive a —2 modifier. If aunit with a
Fatigueleve of 9 receives any increasein Fetigue, it must undergo aMorale Check.

At the beginning of eech friendly Player Turn, each Fatigued unit has a chance of reducing
its Fatigue by one if on the two preceding Player Turnsit has not moved (including a Facing/For-
mation change), fired, fired upon, or participated in aMeee. This chanceisincreased at night.

When a unit is dimineted by fire, the fatigue loss is gpplied randomly to one unit in the same
hex.

If Fog of War isin effect for a side, the opponent cannot see the Fatigue level of thet Sde's
units.
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6.10 COMMAND REPORT FEATURES

At the beginning of each tum, the computer displays a Command Report didog box. This command
report lists units thet have been relessed, units undisrupted, units that have recovered from Fatigue, units
thet have Routed, etc. Blow isan example of such acommend report.

Union Command Report =]

= ] B nits undizrupted out of 28 units checked =
=5 B units rallied out of 15 units checked =55

=% [ ynits recovered fatigue out of 10 units checked =
= 3 units routed out of 10 units checked ==

BBth Mew York at (35, 27)

2nd Delaware at [36, 26]

G7th Mew York at (37, 27)

= 2 units resupplied out of 8 units checked =

=% | eaders that have been replaced **

Col. Anonymous with Col. Anonyrous at (46, 20)

At theend of each Offensive Fire Phase, a Command Report is displayed indicating al unitsthet
have been Disupted dueto defensivefire

Once you have reviewed the information in the Command Report, you may continue the game
by dicking OK.

6.11 OPTIONAL RULES

At the beginning of the game, in the A/l Sdection didog, the player is given the option to engble or
disable Optiond Rules To access the Optional Rules didog box, sect the Rules button in the A/l
Sdection Didog. These rules have been added to enhance gameplay for advanced players. Once se
lected, these rules will remain the default settings for future games, and cannot be changed after the
dat of agame

Dptional Rules [ x]

™ Optional Fire Results Table ™ Rout Limiting

™ Optional Melee Results Table ™ Quality Melee Madifiers
¥ Quality Fire Modifiers ¥ Isolation Rules

I Higher Fatigue Recovery Rates ™ Estreme Fog-Ofwar
™ “ictory Points for Leader Casualties I~ Partial Fietreats

Help |
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Sdect Optional Fire Results Table to use a separate results table for ranged fire in the scenario.
Seethe section on Optiona Parameter Dataiin the Scenario Notes help file for moreinformation.

Sdect Optional Mdee Table to use a separate realits table for melee in the scenario. See the
section on Optiond Parameter Dataiin the Scenario Notes help file for moreinformation.

Sdect Quality Fire Madifiers to have a +1 modifier added to a non-artillery units' ranged fire
attack if the Qudlity of the unit is“A” or “B”, and a—1 moifier for non-artillery units with a Quaity
of “E' or“F".

Sdect Higher Fatigue Recovery Ratesto have unitswith alow fetiguelevel (1-3) recover & five
timesthe normd rate, and unitswith amedium level of fatigue (4-6) recover & three times the normal
rate. Unitswith high level of fatigue (7-9) will recover a thenormd rate:

Sdect Victory Points for Leader Casualties to gain victory points for leeders thet are killed,
wounded or captured. Leeder Casuelty Points are displayed in the Victory Didog.

Sdect Rout Limiting to gpply amorae modifier when determining the spread of unit routing in
order to reduce the frequency of multiple-hex routing.

Sdect Quality Mdee Madifiersto have a+1 modifier added to the differentia of attacking units
in Melee with aqudlity of “A”or “B", and a—1 modifier for attacking units with a Qudity of “E” or
“F" If the unit defending in Melee hes a Qudity of “A” or “B”, then a—1 modifier is gpplied to the
differential, and a+1 modifier if the defending unit hesaQuelity of “E” or “F.”

Sdect | nlation Rulesto have units that cannot trace aline of hexes free of enemy unitsand un-
contested enemy ZOC to aboard edge be considered | solated. An | solated |eeder receives no benfits
from his superiors during command checks When an Isolated Artillery unit fires, there is achance it
can become low on ammo or out of anmo with the same effects as infantry. The atillery unit be-
comes resupplied when it becomes non-isolated, provided the anmo leve for its Sdeis not zero. An
|solated Unit defending in melee does so a 1/4 srength.

Sdect Extreme Fog of War to hide eech unit's name and qudlity from the opponert. It's srength
isgiven only patidly; eg., a350-man unit would have a“3??" displayed asits strength. Leeders under
Extreme Fog of War have dl data except their name hidden from the opponent. When aunit entersthe
ZOC of an enemy unit, then the name of thet unit isreveded.

Sdect Partial Retreatsto dlow unitsto refreet from melee, even when the refreet will cause over-
sacking in the retreat hex. Excess strength points are diminated from retregting units
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7.0 MODEM, PLAY BY E-MAIL
& REPLAY FEATURES

7.1 MODEM PLAY

Modem play dlowstwo peopleto play the opposing Sdesin a scenario without having to be together
in the same place. All eech player needsis an ingtaled copy of the game, and amodem hooked up to
his computer and phoreline

To gat anew soenario and play it by modem, first call your opponent on the phone, pick asce-
nario to play, and agree on who will be the Caller and who will be the Host. The Host will be respon-
shle for opening and saving the scenario on his computer. The Caller hes the option of providing an
enaryption key at the gart of the soenario to ensure that, when the scenario is saved, no one but the
Cdler will be able to open the saved-gamefilelater.

Each player should launch BATTLEGROUND: BULL RUN and, when the Menu Screen ap-
pears, Sdect Sat Game as Modem Hogt or Start Game as Modem Caller as agreed on beforehand.
(If you're presently viewing the Scenario Sdection Screen, Sdect Previous to go to the Menu
Screen)

For the Cdller, adialog box will appesr, offering a choice of which game map to open. Besureto
Sdect the correct one for the scenario.

For the Host, adidog box will appeer, asking him to Sdect whether anew or asaved game will
be played. Sdect anew game, and then the Scenario Sdlection Screen will appear. Then, Sdect the
gopropriate scenario and the Play button.

Once the map and Modem Seitings didog box appear on-screen, the Host should configure his
modem port. The most important setting is Baud Rate. If you're not sure what your modem's baud
rate is, choose something consarvative like 2400. If you have a 288 modem, sdect the baud rete
38400. The next most important setting is Port. A typica configuration is for the modem to be on
COM2 (if the mouse is on COM1), but you may have to consult your hardware documentetion (or
usetrid-and-eror) to find your correct stting.

Once the map and Modem Settings didog box appear on his screen, the Caller should configure
his own modem port. The baud rates need not be the same. The modems will negatiate the highest
rate both can handle:

Both sSdes now hang up the phone.

TheHog dicks OK in the Modem Settings didog box, and should see the Answer Didog show-
ing that it iswaiting for acdl. Hethen waits

The Cdler dicks OK in his Modem Settings didlog box, and should see the Did Didog. Hethen
left-dlicks in the phone entry line and types in the phone number of the Host system (i.e, the phone
number of the line connected to his opponent’s modem). He may aso type in an encryption key now
(see7.2). Lastly he Sdects the Did button or presses the Enter key, and the modem will cdl the Host.
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TheHost system should answer &iter thefirst or sscond ring.

Momentarily both players should see the Communications Dialog (a “chet window”). This may
be usad by both players to type messages to each other. One or both players may dose his Communi-
cetions Diaog a any time during modem play. It will automatically resppeer if the other Sdetypesa
message o, if due to adata transmission backlog, the number of messages waiting to be sent reeches
20. It can a0 be re-opened & any time by Sdecting Communication Dialog in the Modem menu.

Immediatdy after the Communication Dialog appears, 0 will adidog box enabling him to Se-
lect the side he has chosen to play and, if both players have agreed, Fog of Wear. Once he doesthisand
dicks OK, the scenario will be trangmitted to the Caller. Only the player who goes firgt will see the
Phase Box that denotes the first Movement Phase of the game: He should left-dick with the mouse
on the Phase Box to make:it disgppear, and he may then begin playing in the normal manner.

Asthe game proceeds, both playerswill see their own and enemy unitsfireand moveintumn. As
each player completes a phase and advances the game to the next phase, the player who will bein
control for that phase will see the Phase Box appear. He should left-dlick on the Phase Box and pro-
ceed with his actions for thet phase: The Status Bar & the bottom of the screen will show whether the
current phese is under Loca (your) or Remote (your opponent’s) Control. During a phase that's under
Remote Control you should not attempt to move or fire any units, but rather wait until you see the
Phase Box gppesr, indicating that you are now in contral (i.e, it's your phase to move or attack).
When the scenariois over, the Victory Didog will be displayed for both Sdesto see.

If the game must be helted prematurely but the players wish to reume it later, the Host should
choose Save or Save Asin the Fle menu and save the scenario. Both Sides then smply exit the pro-
gram. Alterndively, after the Host saves the scenario he can Sdlect Host and the Cdller can Sdect
Cdler again in the Modem menu; doing thiswill dase the scenario without exiting the program.

ENCRYPTION KEY

Whilethe Cdler hasthe Did Diaog on-screen prior to the start of play, he should enter an encryption
key (i.e, a password) in the gppropriate spot in order to encrypt the saved-game file o thet onceiit is
saved the Host cannot openit. (If no encryption key is entered a thistime, the file can till be saved
later but it won't be encrypted.) The Caller should pick an encryption key that will be eesy for imto
remember but difficult for the Host to guess. It can beaword or a phrase, and numerds and/or punc-
tuetion marks can be used.

The extension .bix indicates a saved-game file that has been enarypted using the Caller's encryption
key. Encrypted scenario files are stored in a binary formet, and the user should not attempt to view or print
them directly without using the BATTLEGROUND: BULL RUN program.

When re-opening a saved game, the Caller must specify the same exact enaryption key that was
in usewhen the scenario wes last saved.

RESUMING A SAVED MODEM-PLAY GAME
The procedure for doing thisisthe same as sarting anew modem-play scenario, except thet when the
Hogt is prompted to Select anew or saved game he must pick the latter. He then picks the agreed-
upon scenario in the ensuing diadog box.

If the scenario doesn't open, the Host should check to make sure he Sdected the right one. If
thet's not the problem, the Caller should Select New Encryption Key in the Modem menu and typein
thekey again, for he probebly entered it incorrectly the firg time.
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7.2 NULL-MODEM PLAY

Null-modem play requires adirect cable connection between the two computers Users should obtain
a suitable serid communication ceble and a null-modem connector (avallable a computer supply
Sores). Sdect Null Modem before Sdecting Host or Client; thet way, when Host or Client is Sdlect-
ed, you will still be prompted for the correct port and baud rate, but no modem diding will be done.
Note thet under null modem, the exact beaud rete for both machines needs to be Sdected. Note dso
thet some older machines may not have serid portsthat can handle spesds at or above 9600 baud, 0
alower rate may haveto be used.

7.3 PLAY BY E-MAIL

1. Sdect the Spedia Options button from the Menu Screen.

2. Then Sdect “Play By E-Mail” from the Specia Optionswindow.

3. You will then be asked “Do you want to start anew battle?” Sdect “Yes' if you are garting anew
game

Battleground: Bull Run Modules & Subdirectories

Module Name Corresponding Subdirectory

Blackburm's Ford bbf

Brawvner’'sFam bnf

First Bull Run for

Henry House Hill hhh

Second Bull Run

Soney Ridge g
IMPORTANT!

The player sarting a PBEM game must note which “ module” the sdlected soenario is from
and convey thisinformation to his opponent. After being transferred via E-méil and downloaded,
the PBEM gamefile must be kept in the corresponding BGR suibdirectory on each player’s com-
puter.

Pleese refer to your Windows® Tutoria Guide (supplied with your computer or packaged
with your origind Windows® ingtdllation software) if you need instructions on transferring files:

4. When the map appears, choose the local side (i.e,, the side you will play) and whether or not
Fog of Wer will be used. You can dso set the Advantage and any Optiond Rulesthat will bein
effect, a thistime. Then Sdect OK, and proceed with play.

5. When the first phase under the control of the other Side begins, you will see a message thet locd
control is over. You will be prompted to save the game (note thet it must retain a“ .bte” extension)
and E-mail the saved-gamefile to your opponent.
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ToResumea PBEM Game..

1. To reume aPlay By E-mail game, you must download the file into the subdirectory that contains
the map used by that scenario.

2. Then double-dick on the BATTLEGROUND: BULL RUN man program icon and sdect the
PBEM option from the Menu Screen.

3.You will then be asked “Do you want to start a new bettle?’. Sdect No if you are resuming a
PBEM game.

4. When the “Battle Sdection Didlog” window gppears, Sdect the gpproprite Module. All PBEM
games saved in that module (subdirectory) will be displayed in the bottom window. Sdect the
proper PBEM buttlefileand dick the OK button.

5. After the map and scenario are loaded, you will be given an option to seea“Replay” of your oppo-
nent's most recent moves/attacks. After the Replay isfinished (or if you choose not to view it), the
next phese begins and play resumes At the end of local control, aprompt to E-mail thefilewill gp-
pear.

The same procedure is followed to play the remainder of the game, with each player dternate-
ly playing and E-mailing the game to his opponent.

NOTE: If youwould liketo view the Replay in other than the default “3D Zoom-Out” mode, you

can sdect “Cancd” when initidly asked to view the Replay, then change the view mode to the

desired setting, then reopen the samefile again.

7.4 TCP/IP INTERNET PLAY

TodatanIntemnet Gare...

Prior to beginning TCP/IP Internet Play, both players should ensure that they have avaid TCP/IP

connection established on their computers. Typically, this is a service of your Internet Service

Provider.

1 Sdet Modem Hogt or Modem Caller frontheMenu Soreen

2 Then Sdect Internet Connection.

3. The Modem Hogt should sedt a new soanaio or resume a previoudy saved game The Modem Cdler
should sHect the comesponding modulefor the chosan soematio or bettle:

4. A Didog will gppeear for the Modem Hat lising the network address for their connedtion. Nate: Typicelly
thisaddressis chenged by your Intemet Savice Provider eech timean Intemet connedtion isesteblished.

5. TheModem Host should then provide the Caller with thisaddress Thiscan bedoneby calling the Caller on
asgpateling sending the address by E-Mal, or by using an Inlamet “Chet” program. The Modem Cdler
will then type this addressinto the nework connedtion didog. The caller can o edify an enayption key
a thistime Thecaler should then choose Connect on the Comnedtion didog.

6.At thispairt, both playerswill have a Communication Didog and play will at or continue similar to stan
dard Did UpModem Pay. SeeSadtion 7.1
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7.5 RECORDING BATTLES

The Record Battle festure of the Specia pop-down menu alows you to record a scenario as you
play it. You can then “replay” this saved battle later by sdlecting Replay from the File pop-down
menu (see below).

Why would you record a battle? During a hotly contested scenario, you might anticipete thet the
next few tumswill decide the winner. You may want to keep arecord of this and show it to someone
later, or (for your own satisfaction) review the moves you mede to help improve your strategy for fu-
ture soenerios

You can record just afew turns of abettle, or an entire scenario. To record abattle,

1. Sdect Record Battle from the Specid pop-down menu. Doing so places a check mark ()
next to the festure. Immediately, a file window will gppeer dlowing you to name this file (or
acoepnt the default file name).

2. After naming the file, sdlect OK to return to the game. From this point forward, al scenario
turnsyou play will be saved into thisfile

You cannat record modem play or PBEM beattles

Note: The Record Battle fegture is a toggle. At anytime during play, you can sdlect the fegture
again to turn it off. Anytime you start recording, it will overwrite any existing file of the same
name.

Replaying a Recorded Battle

When you wart to view the turns of a recorded battle, sSmply sdlect Replay from the File pop-
down menu and the recorded tums will automatically replay.

To hdlt the replay, press the Esc key. To resume the replay again, sdlect Restart Replay from
the Spedial menu, and the recorded battle will resumewhereit left off.
Note: When you replay a bettle that has been recorded with Fog of Wer in effect, the replay is from
the perspective of the other sde.
EX: If you replay a battle that you played vs the comyputer, the replay will be from the perspective of
the computer (not your perspective). Thismeansyou' |l seewhat the computer “ saw”.
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8.0 APPENDIX

8.1 TERMS & DEFINITIONS

[Termsand abbreviations used in this manual are defined herefor your convenience]

Adjacent: Two unitsor hexesthat are directly next to each other on the map, with no intervening hex
between them.

All: Artificid Intelligence; the capebility of the program to miake dedisions and conduct actions for a
givensde

Command Radius The maximum hex distance a which a brigade or division leeder can passdown
aCommand Rating modifier.

Command Rating: A rating (‘C#’ in the Unit List) given to a leeder, and used by him in his a-
temptsto Rally Disupted units under his command. Seedso the definition of “Command Redius’.
Detached: A unit (usualy aregiment) thet is outside the Command Redius of its brigade leeder, or
abrigede leader who is outside the Command Radius of his division lesder.

Disrupted: A regiment or battery thet is not in Good Order but is not Routed. A Disrupted unit fires
a half strength, and cannot advanceinto Meee

Encryption Key: A “password” specified by the Celler in amodem-play game to keep the Host (the
Cdler's opponent) from opening the saved-gamefile

Enfilade: A Ranged-Fire attack made from outside the defender’s Field of Fire, or made vs infantry
incolumn.

Fatigue: A raing (“FA#’ in the Unit Li<t) given to aregiment or battery, and used by it for Morde
Check and Mdee purposes

Fatigue Rout: If aunit with afatigue of 9 suffers acombet reuit thet would susequently requireit to
gain another point of fatigueit must undergo aMorae Check.

Fidd of Fire The 120° arc through which a regiment or bettery can fire. See o the definition of
“Enfilade’.

Fixed Unit: A unit that begins a scenario unable to move (usualy for historica purposes). A Fixed
Unitismarked withan“F’ inared drdein the Unit List. For moreinformation, see p46.

Fog of War: A game option that lets a player who choases Fog of Wer for the opposing Sde seedl
of hisown (i.e, friendly) units, but only those enemy units that have moved/attacked while currently
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inthe LOS of afriendly unit. When playing with this option in effect, the Fatigue level and Fixed sta
tus of opposing unitsisaso hidden.

Game Turn: Two consecutive Player Turns having the same turn number.

Good Order: A regiment or bettery thet is neither Disrupted nor Routed.

Hex: Each hexagon on the map. Hexes are used for movement, range and LOS cdculations The
hexes are digplayed/hidden via the Hex Outlines command in the Options menu.

Hot Seat Fog of War: A game option thet dlows two players to play agame on the same computer
without seeing the other player’s units After a player has finished meking his moves and/or attacks,
the program then draws a blank map and informs the player thet it's time for the opposing player to
teke histurn (and occupy the “hot seet”).

Hat Spot: The red square- or rectangular-shaped indicator that gppears on the map. The hex currently
containing the Hot Spot is known asthe Hot Spot hex.

Isolated: A unit which begins its turn surrounded by enemy units, enemy ZOC, andlor impassible
hexes or hexsides will be listed as“Isoleted” in the Command Report didog box. Such aunit isindi-
cated by having its S in the Unit List printed on a red background. While |solated, a unit may ill
conduct ranged fire and Mdee normdlly. If attacked in the Mdee Phase it defends & 1/4 of it's
srength.

Leadership Rating: A rating (“L#’ in the Unit List) given to a leader, and used by him in his a-
temptsto Rally Routed units under his command.

LOS: Line of Sight; an imaginary line between units that the program uses to determine if they
can “see’ each other. If the LOS is blocked (see the definition of “Obstacle’), they cannot see
(and hence have no LOS to) each other. The existing LOS to/from the Hot Spot hex can be
viewed viathe Visible Hexes command in the Display menu.

Meéee An atack made from a hex adjacent to the defender during the Mdee Phase, in which the a-
tacker can advance into thet hex if the Melee diminetes l defendersin the hex or forcesthem to re-
tredt.

Menu Bar: Thelinein the screen display immediatdy above the map, which containsthetitles of the
various pop-down menus

Morale Check: A die rall made by the program for a unit thet has taken casudlties due to an attack,
or thet isin the same hex as (or is adjacent to) ancther friendly unit that becomes Routed. The possi-
bleresuits are No Effect, Disuption or Rout; see Morde Checkson p.51.

Objective: A scenario-spedific hex with an assigned point value used to help determine victory and
defegt in agiven scenario.

Obsadle Teran that can block LOS through its hex. Forest, Hill, Marsh and Orchard hexes can
block LOS, depending on the relative heights of the firer, the obstacle and the target.

Phase: Any of the four main ssgments of aPlayer Tum: Movement Phase, Defensive Fire Phase, Of-
fensve Fire Phasg, and Meee Phase.

Player Turn: Each tumin which onesde or the other isthe “moving” Sde. See dso the definition of
“GameTum”.

Protected Entry Hex: Mot reinforcing (non-leeder, non-artillery) units have their entry hex “protect-
ed’ in the sense that enemy units thet are within aset range (usudly from 3 to 5 hexes) of therr entry
hex when the units enter will berouted, or diminated if inthehex. Seedso“Protected Entry Hexes',
p46.

Quality: A rating (“QL#’ inthe Unit List) given to aregiment or battery, and used by it when it tekes
aMorae Check or triesto Rally.

Rally: A dieroll made by the program for each of the Phasing Player’s Disupted and/or Routed units
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a the start of each friendly Player Turn. If successful, a Routed unit becomes Disrupted, and a Dis-
rupted unit is returned to Good Order.

Ranged Fire: Any non-Mdeeatack made by aunit.

Rout: A unit becomes Routed whenever it failsaMorae Check caused by either an atack or by the
Routing of another friendly unitin anearby hex.

Scenario: Each of the spedific battlesthet arelisted in the Scenario Selection Screen.

Sdect: Todick onanitem using the left mouse button.

S For aregiment or baitery, the basic srength (which equals the tota number of men or guns) used
when it makesan attack. For asupply wagon, the number of unitsit can resupply. The S#isdisplayed
inthe Unit List, and can change during play (i.e, it decreases whenever the regiment/battery takes ca-
sudlties or when the supply wagon resupplies aunit. If the S# is displayed in ydlow it indicates aunit
thet isno longer at full srength.

Stack: The collective namefor two or more unitsin the same hex.

SatusBar: Thelinea the very bottom of the screen display, which contains the current time of day,
phase, and hex coordinates of the Hot Spot.

Sragglers A Routed unit that suffers another Routed resuilt |oses one or more strength factors (as de-
termined by adie roll made by the program); such units are termed “lost stragglers” in the Command
Report thet appearsa the sart of the next Player Turn.

Srength Factor: Seethe ddfinition of “S#'.

Unit Ligt: The portion of the screen digdlay immediately below the map, listing the deta pertaining to
eech unit in the current Hot Spot hex plus arepresantative drawing/portrait of theunit.

Vacant Hex: A hex in which al occupying units were diminated by Offensive FHre. Such ahex can
be“melead” by adjacent unitsin the following Mdee Phase without gaining fatigue or becoming dis-
rupted.

Zoneof Control (ZOC): Eachland combet unit exertsaZOC into the front three hexesiit isfading.
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Cirl-N: Advanceto next phase

Cirl-U: Undo last movement

Citrl-X: Advanceto next stack

Shift: Displays on the map the names of various geographicl fegtures
Esc: CancelsA/l processing whilethe A/l is activated and the A/l Action Didlog is on-screen
Left Arrow: Scroll mep to theleft

Right Arrow: Scroll mep to theright

Up Arrow: Scroll map up

Down Arrow: Scroll map down

F1: Invoke generd Help

F2: Invoke Scenario Notes Help

F5: Sow down the scralling of the Al action didog

F6: Return to normal scralling of the Al action didog

F7: Speed up the scralling of the Al action didog

Thefollowing hot keys can be used to move units from one hex to another:
Keypad 1: Move Sdlected unit(s) down and left to next hex

Keypad 2: Move Sdected unit(s) down to next hex

Keypad 3: Move Sdected unit(s) down and right to next hex

Keypad 7: Move Sdected unit(s) up and left to next hex

Keypad 8: Move Sdected unit(s) up to next hex

Keypad 9: Move Sdected unit(s) up and right to next hex

Thefallowing hot keys can be used to move units within their hex:

Keypad 0: Change Formation of Sdlected unit(s)

Ctrl-B or End: Move Sdlected unit(s) backward in hex

Cirl-F or Home: Move Sdected unit(s) forward in hex

Citrl-L or Delete: Change Facing of Sdected unit(s) one hexside counter-clockwisein hex
Citrl-R or Page Down: Change Facing of Sdected unit(s) one hexsde dockwisein hex
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Appendix

Boblby Horton
3430 Sagebrook Lane Birmingham, AL 35243
Phone: (001) 205 967-6426  Fax: (001) 205 967-6426 *51
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Appendix

AUTHENTIC MUSIC

OF THE

CIVIL WAR
by Bobby Horton

Mog of the redly fine music you'll heer while playing BATTLEGROUND:
BULL RUN are tunes by the talented Bobby Horton. But these are just a small ssm-
pler of the authentic tunes he has recorded, most of which are available on CD and
audio casette. Some of his recordings were even used in the now-famous Civil Wer
seriesby Ken Bumnsthat aired on PBS.

Each CD and audio cassette (with the exception of the “Homespun Songs of the
Chrismas Season”) comes complete with historicd liner notes about the songs Most
of the songs were recorded with “period” 19th century instruments (or authentic repro-
ductions), and recorded in “period” style arrangements. His songs are truly a“labor of
love’ (oneresson, perhaps, why they go so well with this TdonSoft game!).

If you're interested in hearing more of his songs, TalonSoft encourages you to
contact Mr. Horton (see under picture).

CURRENTLY AVAILABLE

Homespun Songs of the CSA CD Casite
Volume 1 yes yes
Volume 2 yes yes
Volume 3 yes yes
Volume 4 yes yes
Volume5 no yes

Homespun Songs of the Union Army
Volume 1 yes yes
Volume 2 yes yes
Volume 3 no yes

Homespun Songs of the Christmas Seesson no yes

Homespun Songs of Faith, 1861-1865 no yes

Each CD is $15; each audio cassatte sdlls for $10.
Also available is “Music & Memories of the Civil War” on video cassette.
Produced by PBS and Bobby Horton, this sells for $25 plus $3 shipping and
handling.
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Appendia

TECHNICAL SUPPORT

If you have atechnical problem concerning the operation of our software, pleese contact our
technical support s&ff. When you call, be a your computer if possible and have the following in-
formation reedy: computer type, Windows? version, available hard drive space, totd RAM,
typeof video card, and alist of options you choose when you inddled the game.

TECHNICAL SUPPORT: (0)181-343 9143 9.30-6.00pm

If you have amodem and would like to contact usonHine, you will find us
E-mail usat: support@empireco.uk
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