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Albumen by Vannerson tit Jones Photographic Artists; Richmond, Va of five 
Confederates. They are, left to right: Lt. Charles LeverMh, 2nd Co., Washington Artillery; 
Lt. Abe Leverich, 511 Co., Washington Artillery; Lt. Irilliam Palprey, 2nd and 4th Coo., 
Washington Artillery; Samuel Blanc, C.S.N.; and Lt. James McConnell, Co. £, 1st La. 
Heavy Artillery 
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RECREATING THE 'FOG OF WAR .  
By Brian Scherzer 

Playing pre-set scenarios on a constant basis can become boring for even the 
most ardent ACW enthusiast, They tend to be fairly confining and predictable, 
taking away the 'joy" of the unknown. Most scenarios leave one stuck trying to 
undo mistakes made in deployment, etc. which were made by the historical 
commanders. In the same vein, I have come to dislike the idea of army lists such 
as exist in WRG Ancients and Rennaisance, simply because they artificially even 
out the sides, making the contest a push/pull event. That kind of situation does 
not realistically test the competency of the wargaming commander. 

I believe, as do many of MY wargaming companions, that there is much fun in 
meeting for a day. knowing what the objective is, but having no clear idea on what 
the numerical or qualitative odds are. Flexibility and quick decision making are 
the hallmarks of the truly great generals. Why not try to create an atmosphere of 
uncertainty to test your mettle as a skilled tactician? The thrill of taking a 
numerically inferior force and defeating your opponent is the ideal in ego 
gratification. Such is a true accomplishment and adds greatly to the flavor and 
enjoyment of getting together around the game table. 

A further plus for this type of get-together is that it eliminates one of 
the more irritating components of personality clashes between players. It seems, 
from my experience, that when there is no pre-set scenario to work with and 
garners are expected to show up for such a showdown, Onion players tend to try and 
field Berdan's sharpshooters, the Iron, Irish, and Vermont Brigades, while 
Confederate commanders unpack Robert E. Lee or Stonewall Jackson, along with 
Hood's Texas Brigade, A.P. Hill's Light Division, the Stonewall Brigade, and the 
Washington Artillery (all 5 companies!). It's amazing how soon we forget that 
there were lesser troops involved. 

In almost all real life battles the commander, once initial orders were 
given, was left chewing his nails and developing ulcers wondering whether or not 
units would arrive in time, or 'even at the specified spot. It is this 'fog of 
war .  that I am attempting to simulate with random factors. 

Of course, one must decide how to throw random factors into a game without 
totally upsetting the purposes of a rules set. We use Johnny Reb rules, and have 
occassionally gamed with Rally 'Round the Flag. To my knowledge, the random 
conditions we use will work with most rules sets and any number of brigades, 
divisions, or corps. I accept that such conditions add time to the game, but our 
experiences using a division per side in an engagement show that all random 
conditions take a total of less than 10 minutes to determine. The added flavor is 
well worth such a small expenditure of time The factors listed in the enclosed 
tables cover historical trends and strengths in both Confederate and Union forces 
during certain time periods in a general way. While we play with one reinforced 
division per side, and the article is written that way, players may choose to 
convert to multiple regiments, brigades, divisions or even corps. 

BEGINNING THE GAME 

Each side, whether there are one or more players per side is irrelevent, 
starts the game off with 3 brigades, cavalry, and artillery of unknown strength. 
Because of the differences in forces during certain times of the war, the people 
playing must determine what theatre (eastern or western) and what time period 
(1861 - 1863 or 1864 - 1865) their engagement will be representing. The Factor 
Tables cover the following assumptions: 



1. That Eastern theatre Confederate generals were superior to their Union 
counterparts. 

2. That Western theatre generals for both sides were equal in skill for lack 
thereof). 

3. That Confederate cavalry was far superior in morale and numbers in both 
theatres until 1864, at which time the quality and quantity gap was closed to a 
great extent. 

4. That Union artillery was more numerous and had better guns than the 
Confederates during the entire war. 

5. That the Union infantry were more numerous than the Confederates throughout 
the war. 

8. That in the Eastern theatre, Confederate infantry had better morale, but that 
the Western theatre saw both sides relatively equal in their fighting skills. 

14 you can accept the above listed premises, this type of scenario is for 
you, and a roster sheet most be made to keep track of your troops and their 
morale when setting up the Order of Battle. The random factors used by us include 
number of regiments per brigade, number of cavalry regiments, number of 
batteries, along with number and type of guns in each battery, and morale of all 
troops involved. I have also included an optional table that we use covering 
small arms. It is somewhat subjective and is meant for use by those who do not 
have the patience or reference sources to decide for themselves who should be 
armed with what. The tables covering all of these random factors are weighted to 
bring out ratios that are fairly consistent with history, yet leave room for 
possible advantages for one side or another. Our experiences using the tables in 
our own battles show that the six suppositions listed are brought out quite well, 
frequently making commanders rethink and adapt their strategy without giving 
either side severe advantages. 

A vital note to remember is that terrain is all - important to Civil War 
scenarios and the use of our random factors since, often enough, it allowed a 
numerically inferior force to hold its own. Very few AEU battles were fought out 
in the open as in Napoleonic times. With woods, ravines, hills and terrain 
obstacles such as houses, fences, walls, and even earthworks being more often 
used than not, small arms fire tended to equal out even if one was superior to 
the other. Examples include the smoothbore musket and the shotgun, both of which 
were limited in range and accuracy. However, in the woods, such deficits were 
little noticed, and in some cases those weapons proved to be superior! To use the 
random factors listed in this article to best advantage, one must THINK and ACT 
as a smart Civil War general would have done. 

Step number 1 is to make a roster sheet to keep track of your units and 
their weapon and morale status. At the top of a sheet of paper you should make 
the following column headings: Brigade Name Or Number, Unit Name, Unit Morale, 
Weapon. Since, in our way of playing, there can be no more than 15 regiments on a 
side, you need not have more lines than this for the infantry. The remainder of 
the page should be set aside for the cavalry, artillery, and generals, listing 
their appropriate status. However, before you begin, you must decide among the 
players which theatre and which time period your scenario will be fought in. 

Having done this, it is time to begin rolling for random factors. You will 
only need one regular six sided die for all factors other than for artillery, 
which requires two dice. Roll the die for each general and check Table 1 for 

the 



TABLE 1 

RANDOM FACTORS FOR LEADERS FOR ENTIRE WAR PERIOD 

TABLE 4 
ARTILLERY CCMPOSITICN FOR ENTIRE wAR 

Number of Batteries Per Side 

Eastern Theatre 

Die 	Roll: 	Union 	 Die 	Roll: 	Conf. Union 	Roll; 	 Coned. 	Roll: 

1,2 	= Poor 	(00) 	 1 	 . Poor 	1001 1,2,3 	. 	2 Batteries 	 1,2,3,4 	= 	2 Batteries 

3,4 	= Average 	loll 	 2,3 	. Average 	.1•1. 4,5,6 	. 3 Batteries 	 5,6 	 = 3 Batteries 

5,6 	= Good 102i 	 4,5, 	. Good 021 

No Excellent 	Generals 	 6 	 . Excellent 	(f3) Number of Guns In A Battery 

Western Theatre 1,2, 	 . 4 Guns 	 1,2,3,4 	. 4 Guns 

(Use 	the 	above 	Union 0.e 	rolls for both Sides) 3,4,5,6 	. 6 Guns 	 5,6 	 = 6 Guns 

Composition of Batteries 1861 	- 	1863 
(Use 	2 dice) 

TABLE 2 (Western Theatre, 

BRIGADE SIZE FACTORS FOR ALL YEARS Union 	Roll. 	1861-63 	 Confed. 	Roll: 	1861-63 

(Per Brigade) 2 	 no 12 lb. 	Howitzers 	 2 	 = 10 	lb. 	Parrots 

3 	 = 	6 lb. 	Rifles 	 3,4 	 . 3 	inch Rifles 
Union 	Roll: 	 Confed. 	Roll: 4,5 	. 	3 	inch Rodmans 	 5,6 	 no 6 lb. SmoothbOre 

1 	 = 305900. 	 1,2,3 	. 3 Regts. 6,7 	 no 	010, 	Smoothbore 	7,8,0 	= 12 lb. Napoleons 

2,3,4,5 	= 4 Roots. 	 4,5 	 . 4 Regts. 8-10 	. 	02)0. Napoleons 	 10 - 12 . 	12 	lb. 	Howitzers 

= 5 9e390. 6 	 = 5 Regts. r 11,12 = 	10 	lb. 	Parrots 

..=........--===.-====--.. 	 ..-.-...... 	 ....-- (Eastern Theatre) 
(Union Army Uses Western Rolls) 

TABLE 3 
Confederate Roll: 

NUMBER OF CAVALRY REGIMENTS 2 	 . 	6 lb. Smoothbores 

1861 	- 	1863 3 	 = 12 lb. 	Howitzers 

4,5 	 . 10 	lb. Parrots 

Union 	Roll: 	 Confed. 	Roll. 6,7,8,9 	 I 12 lb. Napoleons 

1,2,3 	= 	I 	Reots. 	 1,2 	. 	1 	Regts. 10,11,12 	. 	3 	inch Rodmans 

4,5,6 	= 2 Roots. 	 3,4 	= 2 Regts. 

Only 2 CIA. 	Regts. Allowed 	 5,6 	. 3 Regis. 

..... ... . .. ..... ... ... ... 

 

-- 
- ===. .... .. ..........e.= ..., ........ 

1864 - 1865 

Union 	Roll. 	 Conied. 	Roll: 

TABLE 6 2,3 	 .30 	lb. 	Parrot 	 2,3 	 . 10 	lb. 	Parrot 

RANDOM FACTORS FOR SMALL ARMS 4,5,6 	. 	3 inch Rodman 	 4,5,6 	= 	3 inch Rodman 

7-12 	= 12 lb. Napoleon 	7-02 	. 12 lb. Napoleon 

Key to abbreolationa: 
9851 0 Smoothbore Musket, RI = Rifled Musket, P = Pistol PLEASE NOTE: Union Ordnance was roughly the same 	In 

C. Carbine, 	RC . Repeating Carbine, 	SG no Shotgun 

MLC . Muzzle Loading Carbine, 	RR . Repeating Rifle 

both theatres, 	so the same 	table applies. A western 

Confederate force 	in this period should use the same 

table as the 	1861-63 Confederates. 

Eastern Theatre Infantry 

Union 80111 	 Confederate 	Roll: TABLES 

= 58t1 	 = 531 1 	 1 RANK. FACTORS FOR TROOP MORALE 

2,3,4,5 	 . RI 	 2 - 6 	 = RI 

6 	 . RI (See Below) 
(Eastern Theatre Infantry) 

(If 1864-65, roll 	again: 	1-4 . RM, 	5 . RC, 	6 = OR) 
Union Roll: 	 Confederate Roll. 

1 1 	 = Militia 	 = Green 

Western Theatre Infantry 2 	 no Green 	 2,3,4,5 . Average 

Union 	Roll: 	 Confederate 	Roll: 
3,4,5 	. Average 	 6 	 . Elite 

6 	 = Elite 

1,2 	 = 5811 	 1,2,3 	 . sal 
2,4,5,6 	 • 8101 	 4,5,6 	 I RH Western Theatre Infantry 

(NOTE: 	In 1864-65 a roll 	of . 3 .  for Confederates = RM) (Use 	the Union 	infantry die rolls for both sides) 

Eastern Theatre Cavalry Cavalry 1861-63 

Union Roll) 	 Confederate Roll: (Use 091 same tables as for Eastern theatre Infantry) 

1 	- 6 	 . C 	 1,2 

(NOTE: 	Union Cavalry of 1863-65 	 3,4 	 = 811 Cavalry 11364-65 

are >rated with 	a RC 14 	you roll 	 5 	 no MLC Union Roll: 	 Confederate Roll. 

a . 6 . 	on 	the die) 	 U 	 no NO 	 . 1,2 	 . Green 	 1 	 . Green 

3,4,5 	. Average 	 2,3,4 	. defrege 

Western Theatre Cavalry 6 	 . Elite 	 5,6 	 no Elite 

Union Roll. 	 Confederate Roll: 

(Sam. as above) 	 I 	 no p 

2,3 	 no tILC 

Artillery For 	Both Sides 	1861-65 

4,5,0 	 005 1 	 . Green 
2,3,4,5 . Average 

. 	Ellte 



results. Next, roll to see how many regiments will be in each of the brigades, 
using Table 2. The next steps involve rolling to see how many cavalry regiments 
will be available (Table 3), how many batteries, the number and types of guns in 
each battery (Table 41, the morale of all troops (Table 51, and the type of small 
arms for each fighting unit (Table 6). 

Having completed your Order of Battle (08) roster sheet, it's time to begin 
actual play. It is highly probable that each side has certain advantages and also 
areas of weakness. Players should not announce their OB results to opponents, 
leaving each side somewhat in the dark as to enemy strength in both numbers and 
arms. 

The final portion of adding the 'fog of war involves placing the units on 
the table. In our games, we designate entry areas for each brigade, artillery 
battery, or cavalry regiment. Our only rule is that only one infantry brigade can 
enter the table at a certain area, meaning that we choose three entry points per 
army for our games. To make the game interesting and a challenge, such entrances 
should be on the far left side, the middle, and the far right side of your table 
edge. Artillery that is not attached to a brigade, and cavalry can enter at any 
designated area on your side of the table. We roll for each unit, a '5' or '6" 
allowing that particular unit to be activated. This gives you a 33% chance of 
getting all of your units on the table in any given turn, a highly unlikely 
possibility. 

Such a random system is sure to throw monkey wrenches in even the best laid 
plans and leaves players in the same dilemna as the real commanders. We do not 
allow for a change of orders to be given to the brigade commanders until the 3rd 
turn, simulating a delay in knowledge from the front which division leaders 
usually had to deal with. Using our method of play, an army which is out-manned 
and out-gunned has a good chance of victory if they can get a sufficient force on 
the table early enough. An example of this was a recent game in which the Union 
force was outnumbered in cavalry AND infantry, plus had poorer morale in general 
than the Confederate force. Added to this was some poor die rolling which allowed 
the Rebels to get more infantry units on the table in the first turn. 
Fortunately, the Union force had both of its cavalry regiments enter the game on 
the first turn (and both had been lucky enough to roll well for morale), making 
it to the terrain objective before the Confederate foot. Further luck with the 
dice allowed the Federal cavalry to hold the objective until reinforced, winning 
the game! 

There is certainly a need for players to keep on their toes and to write 
orders that allow for some independent decision making. It is the ability to be 
flexible and compensate in your plans that makes this type of scenario exciting. 
Think of how much more proud you will be of a single regiment that holds its own 
against superior odds in order to give the rest of the brigade time to be 
activated! 

Future issues of THE 20UAVE will contain war table setups, complete with 
terrain maps and objectives, to assist members in playing random scenarios. For 
those who plan to use our scenarios, plan to acquire some HO scale railroad 
tracks, plenty of fences and buildings, and hills with more than one contour. As 
I said earlier in this article, terrain can make or break a real interest in a 
scenario. I think that you will become re-energized in your love of ACW miniature 
gaming. Remember that the tables on the next page represent actual historical 
trends, and while not totally representative of every engagement fought, are 
accurate when considering the Civil War as a whole. I would like to hear from 
members after they engage in battles with this concept, and would look forward to 
priniting accounts of your own scenarios with the system. Good luck in Your own 
"fog of war'! 
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MORE ON "THE FOG OF WAR" 
By Brian Scherzer 

In the first issue of THE 20UAVE I presented MY basic ideas on adding some 
uncertainty to current rules sets or pre-drawn scenarios. I further stated that 
our club uses "Johnny Reb' as our choice for rules- The article brought a fair 
number of letters from members who also use Johnny Rob, most asking for a way to 
add some measure of command control into the picture. I have to agree with those 
gamer; who feel that a major flaw in the rules is the lack of command, with 
regiments pretty much doing as they please. 

In my readings of the battles of the Civil War, this was simply not the 
case. Many battles were lost or won because a corps, divisional, or brigade 
commander was slow to follow orders. 'Johnny Rob" seeks, whether intentionally or 
not, to make all generals equal unless they are leading a regiment  not a very 
accurate portrayal of history. The problem facing me then was to find some way of 
rating the effectiveness of generals on the table. While some letters asked me to 
rate the actual performance of Civil War leaders, this would prove to be a 
cumbersome task due to the fact that there were over 1000 generals! 

For the purposes of this article, I will merely attempt to give gamer; a 
basic foundation for using leadership skills, or lack thereof, in their randomly 
generated games as per my article in the last issue of THE 20UAVE. For more 
advanced gainers who have a lot of reference material, and who wish to employ the 
system in historical scenarios, the tables provided herein can be used once you 
have determined for yourself what rating a general should be given. Perhaps in 
the future, I will attempt to rate all of the generals, but the system must, for 
accuracy's sake, be carefully thought out. If command control is of great 
importance to you, I would refer you to STARS 'N BARS by Scotty Bowden. That set 
of rules has a truly incredible way of handling the problem, leaving garners faced 
with the best and the worst situations which would have been seen by real 
generals. 

Of course, any random generation system that involves too many factors is 
likely to take away from the ease and jOY of using any rules set. Having already 
added a fair number of minutes to initial set-up times in my last article, I 
would like to keep any additional time for such to a minimum. To this end, the 
tables contained in this article are geared for those who would like to engage in 
non-historical battles or campaigns, where each side mirrors historical trends, 
but is not bound by pre-determined faults. Everyone in this type of engagement 
has a chance to be a Stonewall Jackson type of leader, or (heaven forbid!) a 
Gideon Pillow, based on both the luck of the dice and the percentage chance for 
quality leadership for the particular army, period of the war, and theatre. 

It is important for me to start with certain assumptions. One is that the 
Rebel armies had better leaders than the Federals at the outbreak of the war. The 
Confederacy had a decided edge in the East, but began, during the middle of the 
war, to lose commanders such as Jackson. The Union fielded inferior generals in 
the beginning of the war, but began to find better leaders as the war dragged on. 
The western theatre was, perhaps, better balanced in the quality (or lack of 
same) than the East. Even there, attrition tore into the ranks of the better 
Southern generals, starting with the death of Albert Sidney Johnston, and 
culminating with the loss of Patrick Cleburne at the battle of Franklin. 

In the meantime, Lincoln was looking for fighting generals. 1861 and 1862 
saw politics deciding who would lead the northern forces. As the debacles 
mounted, Lincoln began sifting through his leaders, finding the likes of Grant, 
Sherman, Thomas, Sheridan, Wilson, and Hancock. As southern arms were faltering 
for lack of manpower and supplies, the Union was finding men who could exhibit a 



desire to fight a relentless war of attrition. These facts are represented in the 
random tables. 

For a randomly generated game, I decided to incorporate the effects that 
army, corps, division, and brigade leaders would have had on their troops, 
keeping simplicity in mind. To get closer to specifics, I added the time periods 
(1861-63 and 1964-65) and theatres (Western or Eastern). The final step before 
making the tables was to do a subjective analysis of the generals in the various 
departments and come to some conclusions regarding command ability percentages 
for each sub-group. 

The following ratings, and their definitions will be found in the tables: 

Exceptional - If an army or corps commander, he has a genius for developing and 
carrying through grand tactical movements. If a division or brigade leader, he is 
precise, highly dependable, and has a genius for tactical combat. Examples in 
history would be Lee, Sherman, Forrest, or Jackson. 

Excellent - Denotes an army or corps commander who is prudent, but aggressive 
when an opportunity arises, sometimes showing genius in his abilities. If a 
division or brigade leader, he is very dependable and is likely to exploit any 
openings provided for him my an enemy's mistakes. Examples would be Grant, A.P. 
Hill, Thomas, and Sheridan. 

Good - This is a general who, core often than not, can be depended to carry the 
fight to the enemy, but who may not be able to organize his command well enough 
to turn a battle into a complete rout of the enemy. Examples are Rosecrans at 
Stones River or Bragg at Chickamauga. 

Average - The bulk of generals who showed no real initiative, but were able to 
carry out orders if circumstances were right. 

Poor - These were often political generals or leaders who were given more troops 
to command than their talent dictated. Examples would be Hood as commander of the 
Army of Tennessee or McClellan as head of the Army of the Potomac. This 
classification would also refer to the less capable division or brigade leaders 
such as Gideon Pillow. 

Refer to Table 1 in this article and roll 2 regular dice to see what command 
capability each of your army, corps, division, or brigade leaders has. If you are 
using Johnny Reb rules, Exceptional and Excellent generals would give a 43 to any 
unit they were personally directing, Good generals would give a 42, and Average 
generals would give a 41. Poor generals have no effect on troops that they 
personally lead. 

Having determined your leader capability factors, you are ready for the 
battle. Using regular Johnny Rob rules, the tables included in this article will 
tell you whether or not you are able to have troops receive orders based on your 
factor rolls. 

Table 2 is used to see whether or not your leader can 'activate the orders 
issued by or to him (Sorry Scotty Bowdin. I looked for some other term than 
"activate' and couldn't find one that would work!). This is the essence of a 
Civil War battle. The best laid plans could go awry because someone in the chain 
of command did not issue orders or did not follow them. 

Using the basic Johnny Rob orders, YOU must roll 2 regular dice to activate 
Your initial orders, and must roll any time those orders are changed. Once orders 
are activated, troops will try to carry them out to the best of their ability. 
Familiarize yourself with the tables before reading any further. 


