This modified system uses the Corinth engine, but employs different parameters (.PDT file).  Some of these changes apply across the board, whereas others are specific to the battle being recreated.  Please consult the Help section within the game or the file (Parameters.doc) that accompanies this package.  Consistent parameters are as follows:

AI

This system assumes PBEM or solitaire play.  No effort was expended to introduce any AI.

UNITS  
Maximum size of units is 500 (infantry) and 200 (cavalry).  

STACKING

700 men with 6 unit maximum

SCORING

The following ratios are utilized: Infantry (10); Cavalry (15); Artillery (20).

CSA artillery in the 1861-63 period suffered more from shortages of ammunition and horses than actual guns.  Many pieces, especially in the Western armies, were older or obsolete and their loss was probably not as critical as has been scored.  By 1864 the CSA artillery had undergone a reorganization and upgrade although the previous problems remained. Battles in 1864-65 should probably attach 25-30 points to CSA gun losses.

AMMO STATUS

The potential for a change in status is 1/12.  Supply is commensurately increased in terms of wagons.

WEAPONS EFFECTIVENESS

Muskets (M) are 4 at 1 hex range.

BREASTWORKS

It is suggested that only infantry be allowed to build breastworks.  This must be enforced by the players, however, as the game engine will not do so.
UNITS.BMP/LEADERS.BMP

This system utilizes a UNITS.BMP file that is included with the package.  Ken Miller’s LEADERS.BMP (available for download elsewhere) is the source of the leader faces.  Both players need to use the same files. 

