PAGE  
3

Middle Creek
A Skirmish in Eastern Kentucky
Scenario and Notes by

Richard A. Dengel

©2007 Richard A. Dengel

1. Introduction 

10 January 1862, between 1 and 5:30 PM. In a fight that largely determined the fate of eastern Kentucky, two small armies clashed along the swollen tributary of Middle Creek. An officer of some promise, Humphrey Marshall, generaled the CSA. A relative unknown commanded the USA by the name of James A. Garfield. 
The CSA ensconced themselves upon heights overlooking Middle Creek. Superficially, their position seemed formidable, but they were cold, hungry, and ill armed for the coming battle.
The fight soon became a fratricidal one, as two Union regiments from Kentucky led the charge against rebel blue-grassers. It was a hand-to-hand affair, and though the CSA held their positions, they were battered and thoroughly demoralized.
At the end of the day, Marshall had no choice but to withdrawal. His supplies were thin and he was fearful of his army deserting. The battle unmade his reputation and he was barely heard from again.
The Federals, conversely, celebrated a victory. Colonel Garfield earned a brigadiers star, and took the first step along the road that eventually led to the White House.
This scenario is well suited to the solitaire player. It includes a custom map and units, though the game could be played with those counters supplied in Rebel Yell. The rules reference both the specific and generic unit designations. The designer strongly urges the players to download the latest Combat and Movement tables found at www.consimworld.com/. Go to Forum/Boardgaming/Era:Gunpowder (American Civil War). Select the Rebel Yell topic and then go to thread #75.
Special thanks goes to Michael S. Dye who suggested the battle and pointed the way towards several valuable resources.
2. Game Set Up and Orders of Battle
2.1. Mapboard Characteristics. Use the custom Middle Creek map board available as a separate download.
2.1.1. There are 5 elevation levels on the map. See the terrain key.

2.1.1.1. It costs 1 MP for each level of elevation change. A unit moving from a level 1 hex directly to a level 3 hex must expend 2 MPs for the elevation change.

2.1.1.2. A unit assaulting a hex at a higher elevation suffers a -1 fire line modification for each level of elevation difference. A unit on level 1 terrain assaulting a unit on level 3 terrain suffers a -2 fire line modification.

2.1.2. Treat woods hexes as LIGHT WOODS for all purposes. 
2.1.3. Treat the ORCHARD as a CLEAR hex for line of sight and movement. For combat purposes treat as LIGHT WOODS.
2.1.4. There are several stream hexes on the map (e.g. Middle Creek).
2.1.4.1. It costs nothing extra to enter a stream hex.

2.1.4.2. It costs an additional MP to move from a stream hex to a non-stream hex.

2.1.4.3. It costs 2 extra MP to exit a stream hex if the unit is moving into a higher elevation. The 2 MP penalty is in addition to the penalty for changing elevation.
2.1.4.4. Units may not charge from or through streams. They may charge into streams, however.

2.1.5. [image: image1.jpg]


Terrain key:  (1 is LO elevation and 5 is HI):
2.2. Notes on the Orders of Battle

2.2.1. Each unit equals 80 men.
2.2.2. Only the CSA has artillery. Its morale = 6 

2.3. CSA (Player 2) Order of Battle. 

	Regiment
	Strength
	Morale
	Weaponry

	5 KY (1/1)
	6
	5
	M/R*

	29 VA (2/1)
	6
	4
	M

	54 VA (3/1)
	4
	4
	M

	Clay/Thomas Cav (1/1 cv)
	2
	5
	R

	1 KY Cav (2/1 cv)
	4
	4
	S


2.3.1. Jeffess (1st Btln.): 4 H
2.3.2. Command range of CSA leader: Marshall (1 Bg) = 3
2.3.3. Marsahll commands all units, even cavalry.
2.3.4. *The 5 KY has mixed weaponry. Two units are Rs. The balance are Ms.
2.3.5. Cavalry may not mount in this game. It must fight dismounted. Cavalry may not charge, though it may assault.
2.3.6. Artillery may not LIMBER in this game. It must remain in its initial deployment hexes.
2.4. USA (Player 1) Order of Battle.

	Regiment
	Strength
	Morale
	Weaponry

	42 OH (1/1)
	5
	5
	R

	40 OH (2/1)
	6
	5
	M

	14 KY (3/1)
	6
	6
	R

	22 KY (4/1)
	5
	6
	R

	10 OH (1/2)
	4
	4
	M

	1 KY (2/2)
	4
	5
	M


2.4.1. Command range of USA leader: Garfield (1 Bg) = 4
2.4.2. Garfield commands all units.
2.5. Deployment
The units listed below deploy before the start of the game. There are no reinforcements in this scenario.
2.5.1. CSA Deployment. Begin in any deployment (STF, STM, Cover, Skirmisher)
· Clay/Thomas cavalry: Within 1 hexe of (1). NOTE: These units are INDEPENDENT and do not need a flag or to be within the command radius of Marshall.
· Jeffress Arty: Within 1 hex of (2).

· 54 VA: Within 2 hexes of (2), but east of artillery.

· 1 KY Cav: Within 2 hexes of (3).

· 29 VA: Within 3 hexes of (4).

· 5 KY: Within 3 hexes of (5).
2.5.2. USA Deployment. All units STM.
· 10 OH, 1 KY: On or within 1 hex south of (A).
· 14 KY, 22 KY: On or within 1 hex south of (B).
· 40 OH, 42 OH: On or within 1 hex south of (C)..
2.6. Player Designation and Game Length.
2.6.1. The USA is player 1.

2.6.2. Begin the game on the first player Action Segment (segment G)
2.6.3. The scenario lasts 10 turns (about 2 ½ hours of game time).

3. CSA Artillery.

The CSA artillery ammunition was about 20 years old and was so defective as to be little more than a nuisance. The following rules describe the constraints on CSA artillery.

3.1. CSA artillery fire at a range of 4 or more hexes suffers from defective ammo.

3.2.  A combat result is shifted one column right on the Combat Table, with the exception of (?) combat results. For example:
· A (1) result is treated as a (D).

· A (D) result is treated as a (?).

· A (?) is unchanged.

3.3. This is not in effect for canister fire (artillery fire at a range of 3 hexes or less).
4. Retreats
4.1. The western board edge is friendly to the USA player. 

4.2. The eastern board edge is friendly to the CSA player. 
4.3. When a unit executes retreat movement it must move towards its friendly board edge
4.4. Retreating units must end up further from all enemy units than when they began their retreat. If necessary, retreat them 4 or move hexes until this requirement is satisfied. Units so retreated lose an additional O hit.

5. CSA Ammo
The CSA player may suffer ammo depletion. Every time CSA units fire (small arms fire only) they have to make an ammo check.
5.1. Only small arms units are subject to ammo loss. Ammo rolls only occur during non-assault combat (a Fire Action, Advance/En Passant, or Pre-Assault fire). 
5.2. Fire during an assault or charge (whether offensive or defensive) never causes an Ammo roll.
5.3. CSA regiments begin the game with a given number of AMMO POINTS.

5.3.1. Whenever a CSA unit or stack executes small arms fire it rolls a six-sided (ammo) die along with the 10-sided (combat) die.
5.3.2. A modified Ammo Roll of 0 (zero) or less results in an ammo point loss to the regiment of the firing units.
5.4. Modifications to Ammo roll

· -1 for each unit firing

· -2 if zero rolled on the Combat die
· -1 if firing units VOLLEY

· -1 if firing a unit with an ADVANCE FIRE marker on it.

5.5. A unit or stack can expend one ammo point per fire, maximum.
5.6. It is possible for a regiment to expend more than 1 ammo point in a given segment. If a two stacks in the same regiment fire at different targets then each would have to make an ammo roll.

5.7. Each time a unit or stack executes advance fire it must make an ammo roll.

5.8. Keep track of Ammo Points on a piece of scratch paper.
5.9. A regiment may not fire when is has expended all its ammo points. Remember, this does not effect ASSAULT or CHARGE combat. Units that are out of ammo may still fire during a charge/assault.
5.10. Units out of ammo may not execute advance or pre-assault fire.

5.11. Ammo example: Two CSA units from the 20th GA fire. They roll a six-sided die (the AMMO die) along with the 10-sided combat die. The ammo die roll results is a 3. The combat die roll was a 0. The player applies the following modifications to the ammo roll: -2 for two units firing (-1 for each unit), -2 for rolling a zero. The modified roll is -1 (3 – 4). The 20th GA expends an ammo point.

5.12. Each regiment receives ammo equal to its initial strength. A regiment with 6 SP begins with an initial allotment of 6 ammo points.
5.13. Ammo Replenishment. Units may attempt to replenish ammo.

5.13.1. A unit may spend a friendly action segment by RE-SUPPLYING. A unit that re-supplies may attempt no further action.

5.13.2. A unit must be in command to re-supply. It may not be disrupted.

5.13.3. Each unit attempting to Re-Supply rolls a d6. A roll of 4, 5, or 6 recovers 1 ammo point for the entire regiment. A unit in an EZOC adds 1 to this die roll.

5.13.4. Any number of units in a regiment may attempt to re-supply. 

6. Victory
Whoever controls the most level 5 terrain hexes at the end of the game wins. All level 5 hexes begin the game in the possession of the CSA player. Consider the last player to enter a hex with a unit in GOOD ORDER to control a given level 5 hex.
Appendix: Mounting HomeGrown Design-Type Counters

With practice, and by carefully following the directions outlined below, a player can reliably mount double-sided game counters of the provided configuration. This is the method the designer follows to mount the units of all HomeGrown Design games. Although the directions seem involved, with experience, it can take as little as 15 minutes to mount and cut 100-150 counters (not including drying time for the glue).
1. Equipment needed

· Color printer

· matte photo paper (minimum 170 g/m, 8 mil, or 32 lb) (e.g. Brochure & Flayer paper available at Staples)

· Scissors

· utility (razor) knife

· ruler or metal straight edge 

· white glue (e.g. Elmers)

· manila folder

· lint free cloth

· optional: brayer (rubber roller) or rolling pin

· optional: finishing spay (e.g. Krylon clear, gloss acrylic spray)
2. Procedure

a. Print the counters on a color printer. Experiment with the printer settings to achieve the most satisfactory results.

b. Optionally finish the print with acrylic spray. This will fix the ink to the paper and greatly enhance counter durability.

c. Trim the print, leaving about ¼ inch of flashing, or white space, around the counters.

d. Spread a consistent coat of white glue on the back of the counters. Do not apply too much glue, as this could cause buckling. Again, you may need to experiment. Do not fret at slight buckling, as this will not be noticed once the glue dries.

e. Mount the counters on the manila folder, using a roller to smooth and level pockets of glue. Be careful to remove excess glue from the roller during the smoothing process.

f. With the lint free cloth, carefully wipe the counters, pressing the edges into place as necessary.

g. Let the counters dry for at least ½ hour. Note that the counters may curl, but this is normal and is of no concern.

h. Trim the flashing from the counters, noting the location of the score line (the center of the print). Cut along, not on, the black line of the counters. Leave the black line around the counters. Do NOT trim this off. Make sure to use a sharp pair of scissors.

i. With the utility knife, carefully score the counters along the score line (the center of the print out). To score the counters align a ruler along the score line and lightly run the utility knife along its edge. Do not cut through the counters, you just need to cut the surface of the mounted counters.

j. Fold the counters along the score line and glue the folded halves together. Use a roller to seal the edges to and level any pockets of glue.
k. Allow the glue to dry for about ¼ hour and cut.
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