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Campaign Petersburg, is my 7th and final game in this series. It has taken 7 years to complete,
and is appropriately my finale game as it ends with the final days and final battle of the
American Civil War, Appomattox Court House, April 9th, 1865. As with all things, there is a
beginning and an ending, and this story begins on June 9th, 1864, the assault on Petersburg with
a mere 1500 cavalry men led by a little known Union General August Kautz. This raid nearly
succeeded and was only minimally defeated by an even more meager group of defending
Confederate militia. The subsequent series of battles, which result from that day’s failure, is
the subject of this game.
Unlike the Battles of Gettysburg, Antietam, Shiloh, and Bull Run, most of the battles
represented in Campaign Petersburg, are smaller in both numbers of men engaged and in a
smaller area that was their battlefield. But each and every one was fought with the same
ferocity and determination. In fact, the siege of Petersburg would later become known as the
forerunner for the blood and carnage of World War I.
With Nearly 200 scenarios, 3 campaigns, and numerous options and editing capabilities, this
new Installment of the John Tiller Software American Civil War series will provide many
hundreds of hours of gaming enjoyment. Additionally, this game is the first to feature
programming enhancements provided by the WDS group, led by David Freer and artwork by
Frank Mullins. Including both gameplay enhancements and new 3D hand painted maps.
Here are a few of the many battles that can be fought in Campaign Petersburg: The early
assaults on Petersburg June 15-18th, 1864, Battle of the Crater, Ream’s Station, Globe Tavern,
White Oak Road, Burgess Mill, Hatcher’s Run, Five Forks, Sailor’s Creek, High Bridge,
Cumberland Church, Appomattox Station, Appomattox Court House, and many more.
Additionally, there are certain scenarios that are intended to be more challenging if played
against the A/I. These start with Scenario #200. Each of these special scenarios will indicate
which side should be played by the player, the other will be played by the A/I.
The remaining parts of this document will discuss how the game was designed and sources
used for historical reference. Please enjoy the game and provide your feedback to JTS Support
at - Support@johntillersoftware.com

Battery #5
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Project Research
As with all John Tiller historical games, Campaign Petersburg, has been researched with great
pains taken to ensure that the greatest historical accuracy has been obtained. Among the many
secondary sources that were used to aid this project’s fact finding mission, the greatest
resource is and always has been the The War of Rebellion: Official Records of the Union and
Confederate Armies. More commonly referred to as simply, the O.R. Finally, after all the
reading, there is one more unmistakable asset that every historian or enthusiast should take
advantage of, walking the battlefield. For most, this is a humbling and solemn experience. To
walk the same fields that was once soaked with the blood of so many willing to give their lives
for their individual causes. Whether it be for the North and the reunification of all the states
with the institution of slavery being abolished, or for the South and its belief that the states
have the right to secede from a Union that no longer treats its traditions and institutions with
the respect it feels is deserved.
Below are just a few of the many resources used in the completion of Campaign Petersburg:
The Official Military Atlas of the Civil War, Major G.B. Davis
The War of Rebellion: Official Records of the Union and Confederate Armies.
The Appomattox Campaign, Chris M. Calkins, Schroeder Publications, 2015
Richmond Redeemed, Richard J. Sommers, Doubleday & Company, 1981
The Petersburg Campaign Vol. I, Edwin C. Bearss, Savas Beatie, 2012
The Petersburg Campaign Vol. II, Edwin C. Bearss, Savas Beatie, 2014
The Petersburg Campaign, Wasted Valor, Thomas Howe, H.E. Howard Inc., 1988
The Petersburg Campaign, The Destruction of the Weldon Railroad, H.E. Howard Inc., 1991
In the Trenches at Petersburg, Earl J. Hess, Univ. of North Carolina Press, 2009
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A Report from the Official Records
This information is one example how the O.R. is used to help design a scenario. In this case,
Scenario 001 Jerusalem Plank I, June 9th, 1864. Additional reports were also used for this
scenario. Keep in mind, O.R. reports on the same event can sometimes conflict.
PETERSBURG, June 10, 1864.
I have the honor to submit the following report of the affair of yesterday:
I reported for orders to General Wise about 9.30 a.m. and he ordered me to take position at Lunette No. 16, and
hold that position. I repaired to that point and remained there until 11 a.m. At that time a courier reported to me
that the enemy were advancing upon the Jerusalem road, and threatening Major Archer's position. I started
immediately to that point, leaving orders to my aide-de-camp, Tosh, to remain at Lunette No. 16, to receive any
orders that might come. Before I reached Major Archer's position at Lunettes Nos. 27 and 28, I heard the firing of
musketry at Archer's position. I immediately ordered a 12-pounder howitzer to repair to Lunettes 27 and 28, at the
intersection of the Jerusalem road and the intrenchments. When I reached that point I found that Major Archer's
front had repelled a charge of cavalry of the enemy on the Jerusalem road. Shortly afterward the enemy advanced
again and formed a line of dismounted cavalry in front of Lunette 27, keeping also a line of mounted men back of
Gregory's house. They advanced toward our intrenchments and began deploying to the right. About that time the
12-pounder howitzer came up and I placed it in position, but, to my extreme mortification, found that we had not a
single round of canister. Just when the enemy were within easy canister range I ordered to open fire upon the
enemy with shell, which was done with some execution. The enemy soon began replying with four pieces of
artillery. The militia under Major Archer stood their ground with great steadiness. The enemy then began to spread
out on our right and left. I directed Major Archer to spread his men out toward the right or front, if possible, to
check the enemy, but at the same time they began deploying and extending on our left. Their total force in view
was at least 1,000 men. Our entire force--composed altogether of militia, only about 170 men--less than 150. On
our left was a gap of 1 mile between us and the next support; on our right were no supports at all for a distance of
4 miles to the river. The militia and the howitzer remained at their posts with great gallantry in spite of the galling
fire of the enemy, who were completely protected by Mr. Gregory's dwelling-house and outbuildings and fence, and
the exceedingly defective location and construction of our breast-works, which permitted the enemy to come up
within 50 yards completely sheltered and unseen. For two hours the militia under Major Archer maintained their
position against overwhelming odds, until being flanked on the right and left and the enemy occupying Lunette No.
26 in their rear, it became impossible to hold the position any longer, and the order to retreat was given. The militia
then retreated to the city and took position on the heights at the top of Sycamore street and by the water-works.
I wish to bear full and explicit testimony to the steadiness and gallantry of the citizen soldiers who composed Major
Archer's command. They stood to the breast-works like veterans and did not fall back until ordered to do so, when
they were surrounded on three sides, and almost entirely cut off. Knowing how important it was to hold the
position to the last minute, and expecting re-enforcement every moment, I delayed giving the order to retreat until
it was evident that a minute or two longer would have rendered inevitable the capture or death of every man in the
breast-works. The salvation of the city of Petersburg is undoubtedly due in the first place to the brave militia of the
city; for, had they retreated five or ten minutes sooner, the artillery, which was the first to check the enemy's
advance, instead of meeting them at the heights, on the south side of the city, would have been intercepted before
they could cross the bridge, and the city would probably have remained in the enemy's hands. Major Archer's
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personal conduct was worthy of all praise, as was that of his command, whose severe losses will bear full testimony
to their gallantry.
I would respectfully suggest that Mr. Gregory's house and outbuildings be burned forthwith. They afforded
complete shelter to the enemy, who placed their sharpshooters in them, and in case of another attack, they will
cause the loss of many more lives.
I am, sir, very respectfully, your obedient servant,
R. E. COLSTON,
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The Order of Battle(s) OOBs
One of the most difficult aspects of any game in this series was the researching and creating of
the army OOBs for the forces engaged. For Campaign Petersburg, this was especially difficult as
the siege progressed. This was due to the fact that accurate record keeping was becoming
more and more problematic as the siege progressed and the end was in sight. One can only
assume that, for the South, writing reports and maintaining records seemed too time
consuming with so much more at stake. And once the actual retreat toward Appomattox Court
House began, there was no time at all.
Nevertheless, records were available and researched to create the best available OOBs. Two of
my colleagues were of great assistance with this effort, John Ferry, and Brett Shulte. For more
information about these individuals, please continue reading.
The overview of how I develop an OOB, a) ask John Ferry <g>, or b) consult the O.R., and c)
consult a secondary source. But my first source is always the O.R. In most cases, a detailed
OOB can be found for both sides for specific time periods. For example, Army of the Potomac
June 15-30, 1864. Then search the personal reports of each available commander’s After
Action Report (AAR). This would look like the R.E. Colston report from earlier in this document.
Sometimes these reports are very detailed and helpful, but usually lack the info needed to
complete the OOB. The best information to obtain from the AARs, for OOB completion, is
beginning unit strengths, and weaponry used by that unit. The latter is especially important for
artillery batteries. For Petersburg, finding beginning unit strengths were very difficult.
Sometimes, the only option was an educated guess based on either previous AARs, or trying to
piece together information that would lead to unit strength.
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Scenario Design
In years past, I have been asked about my philosophy with regards to how I design scenarios.
For historical scenarios, it is important to recreate the circumstance in which the two opposing
sides fought. Four basic features are then researched and applied; 1) the map, 2) OOB, 3) unit
positioning, 4) and the conditions needed for victory. For what happens after that, I quote
Helmuth Karl Bernhard Graf von Moltke: No plan survives contact with the enemy. With that in
mind, I do not try to recreate an historical result, only the historical situation that existed
before the battle begins. And once that battle has begun, anything can and should happen.
Ideally, each side should have the ability to win the scenario, but having said that, not every
scenario is equally winnable by each side. You may consider that a challenge.
I especially enjoy designing hypothetical scenarios, known in the game as the What if scenario.
These scenarios lift all inhibitions and restrictions. If historically, Union General Mott’s Division
was delayed due to poor road conditions, now he can arrive on time and as planned. Imagine
that only Sheridan’s cavalry blocked Confederate General Robert E. Lee’s Army of Northern
Virginia from continuing on its retreat from Appomattox Court House, to join Joseph E.
Johnson’s army in North Carolina, and continue the war. This is what Lee believed on that
fateful April 9th 1865 morning. But, unbeknownst to him, the infantry of Griffin’s V Corps
arrived in time to block this retreat, and the rest is history. Now, you can fight that What If
battle and change history. The possibilities are endless, and with the editor program, anyone
can create their own scenario, whether it be historical, or a What If situation. And if you find
that a correction is needed, make it happen. No need to wait for an update.
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Playtesting
I have had the great privilege to work with and have on my playtesting team a group of very
talented and dedicated individuals that love these games and are willing to devote many hours
of their personal time to ensuring that the final product is the very best it can be. My special
thanks to:
Ernie Sands, John Ferry, Russell Hogdkiss, Chad “Compass Rose”
Ken Miller, Ken Jones, Donald Vandergriff
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Additional Contributors
Without a doubt, designing a wargame with all the massive complexities and scale that came
with the design of Campaign Petersburg, cannot be given the justice it deserves, and the tribute
owed to so many that died fighting, and or otherwise suffered during it, without the hard work
and contributions freely offered by others. With that in mind, I would like to mention four
names that provided invaluable additional assistance.
John Ferry- A former Marine, author, historian, Civil War reenactor, and game designer. John
has for many years researched this time period and has independently compiled a large amount
of OOB data that he freely and eagerly contributed.
Doug Strickler- Doug created the master map that was used for all the smaller scenario maps,
excepting the battles of the Appomattox Campaign. This was indeed a massive undertaking.
Evidenced by looking at all the cartographical references itemized further down this document.
Frank Mullins- Frank (aka Old Banshee), provided all the wonderful 3D maps, 3D units,
colorized leader and unit files. Frank’s artistic talents are beyond words. Thanks Frank!
Brett Shulte- Brett is a longtime Petersburg researcher. Brett contributed much information
about unit strengths and troop deployment maps. I would invite you all to visit Brett’s blog at
http://www.brettschulte.net/CWBlog/
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Playing Tips:
•

Always read the complete scenario description before attempting to play.
o Look for special notes at the bottom of the description.

•

Observe your terrain before moving. This will help ensure you can get to where you
want to go.

•

Use the "next unit" button before ending your turn, located on the top toolbar.

•

Attack from the rear, and flank if possible, and always watch your own flanks.

•

Use road movement bonuses by moving one unit at a time. Note that infantry must be
in column formation, and cavalry must be mounted. If you move in stacks, you will not
be able be able to use the movement bonus,

•

Approach the enemy in line formation, unless you’re moving at night, then use column
formation to move. Moving at night and in Line of Battle formation will cause automatic
disruptions.

•

The crossing of creeks and bridges can only be done in column, or mounted formation.

•

Occupy captured artillery for victory points. You can also rotate and fire captured
artillery, but not both in the same turn. If vacated by all friendly units, captured artillery
reverts to being uncrewed and all victory points gained, are subsequently lost.
o If playing solitaire, do not use the capture artillery optional rule. The A/I cannot
use that rule as intended and your results will be skewed.

•

Use skirmishers to help reveal hidden enemy units and slow their advance toward you.
This is especially useful in heavily wooded areas where LOS is limited.

•

Before attacking, make sure you observe the quality of your troops. "A" is elite, "F" is
green. Attacking low quality units may help the likelihood of an enemy rout.

•

Try not to bunch your units too close to low quality and or tired troops. A rout by one
unit can sometimes be infectious, causing many units to rout at the same time.
Remember, if a unit routs and was adjacent to a unit that did not rout, that non routing
unit will become disrupted. Disrupted units cannot melee, and your plans for an attack
will be ruined.
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•

If you move any unit into a hex with abatis, that unit becomes disrupted, unless the
abatis crosses a road and your unit is traveling along the road in column/mounted
formation.

•

In this game, your rifles will have a range of 3 hexes. This will better simulate actual
fighting distances with effect.

•

Several scenarios use “exit” hexes to gain victory points. Once a friendly unit enters an
exit hex, toggle the “Remove from map” option or press Ctrl+X. Your points will be
immediately awarded, but your unit will be gone from the map for the remainder of the
game.

•

Try to keep you cavalry mounted. They will have a melee bonus, and are very fast.
However, always dismount if moving through woods.

•

Do not leave your artillery unsupported. They do not defend well in a melee, and are
usually very valuable in terms of victory points.

•

If the location of your enemy is unknown, move units one at a time. So if you encounter
an enemy unit, you will have time to react with your other units.

•

If you want to avoid blitzkrieg tactics, toggle the optional rule listed as: Optional Melee
Resolution. This option will only allow a melee at the end of the movement and firing
phase.

•

Trench building; units must start turn in column formation, then Ctrl+E
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PETERSBURG CAMPAIGN CARTOGRAPHICAL REFERENCES
Compiled by Doug Strickler
For the base topography and hydrography the following thirty USGS topographical quadrants
were used, all from the Virginia series, and all at 1:24,000 scale.
Hallsboro, Chesterfield, Drewreys Bluff, Dutch Gap, Roxbury, Providence Forge, Charles City,
Westover, Hopewell, Chester, Beach, Winterpock, Church Road, Sutherland, Petersburg, Prince
George, Disputanta North, Savedge, waverly, Disputanta Sout, Templeton, Carson, Dinwiddie,
De Witt, McKenney, Cherry Hill, Stony Creek, Sussex, Littleton, and Manry
For the habitation, ground cover, road net and other period specific features every period map I
could locate was consulted – probably in excess of sixty in number. I selected those which
provided the most detail possible. Ultimately the following were used:
1. Richmond [1862-1865] from surveys under the direction of Bvt. Brig. Gen. N., Michler, Maj.
of Engineers and Bvt. Lieut. Col. P. S. Mitchie, Capt. of Engineers, by command Bvt. Maj. Genl.
A. A. Humphreys, Brig. Genl. & Chief of Engineers. Surveyed & drawn by Maj: J. E. Weyss,
assisted by F. Theilkuhl, J. Strasser & G. Thompson. Photolith. by the N.Y. Lithographing,
Engraving & Printing Co., Julius Bien, Supt.
Published : 1867.
Scale: 1:42,240.
Location: Library of Congress.
2. Petersburg and Five Forks. [1864-1865] from surveys under the direction of Bvt. Grig. Gen.
N. Michler, Maj. of Engineers, by command of Bvt. Maj. Genl. A. A. Humphreys, Brig. Genl. &
Chief of Engineers. Surveyed and drawn by Maj: J. E. Weyss, assisted by F. Theilkuhl, J.
Strasser & G. Thompson. Photolith. by the N.Y. Lithographing, Engraving & Printing Co., Julius
Bien. Supt. 1867.
Published: 1867.
Scale: 1:42,240.
Location: Library of Congress.
3. Map of the siege of Petersburg, 1864-65 surveyed under the direction of N. Michler, Maj. of
Engrs., Bvt. Brig. Genl. USA] ; surveyed & drawn by Maj. J.E. Weyss, assisted by Theilkuhl,
Burchardt, Schuman, Thompson, Graham.
Published: 1865?
Scale: 1:15,840.
Location: Library of Congress.
4. Map of the battlefield of Five-Forks. [March 30-April 1, 1865] Compiled from surveys made
under the direction of N. Michler, Major of Engineers, Brv't. Brig. Gen'l U.S.A. Surveyed by
Maj. J. E. Weyss, Theilkuhl, Burchard, Schumann, Thompson, Drawn by F. Theilkuhl,
Thompson, Schumann.
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Published: 1865?
Scale: 1:15,840.
Location: Library of Congress.
5. Bermuda Hundred. [1864-1865] from surveys under the direction of Bvt. Brig. Gen. N.
Michler, Maj. of Engineers and Bvt. Lieut. Col. P. S. Michie, Capt. of Engineers, by command of
Bvt. Maj. Genl. A. A. Humphreys, Brig. Genl. & Chief of Engineers. Surveyed & drawn by Maj:
J. E. Weyss, assisted by F. Theilkuhl, J. Strasser & G. Thompson. Photolith. by the N. Y.
Lithographing, Engraving & Printing Co., Julius Bien, Supt.
Published: 1867.
Scale: c. 1:42,500.
Location: Library of Congress.
6. Part of Chesterfield Co., Va. Chief Engineer's Office, D.N.V.
Published: 1864.
Scale: Not given.
Location: Virginia Historical Society.
7. Survey of a part of Chesterfield County, Virginia. Made under the direction of A.H. Campbell
Capt. P.E. & Ch'f Top'l Dep't. by P.W.O. Koerner Lieut. P.E. ; B.F. Blackford and C.E. Cassell
Asst. Eng'rs. 1862 & 1863. Chief Engineer's Office, D.N.V.
Published: 1863.
Scale: 1:40,000.
Location: Virginia Historical Society.
8. Map of New Kent, Charles City, James City and York counties. Chief Engineer's Office,
D.N.V.
Published: 1863.
Scale: Not given.
Location: Virginia Historical Society.
9. Map of the counties of Charles City, Goochland, Hanover, Henrico, King William, New Kent,
and part of the counties of Caroline and Louisa, Virginia. Chief Engineer's Office, D.N.V.
Published: 1863.
Scale: c. 1:158,400.
Location: Virginia Historical Society.
10. Amelia County. From surveys by Lt. D.E. Henderson P.E. Chief Engineer's Office, D.N.V.
Published: 1864.
Scale: 1:40,000.
Location: Virginia Historical Society.
11. Map of Brunswick County, Virginia : Surveyed Top. Dept. under the direction of Capt. A.H.
Campbell, in charge D.N.V., by H.M. Graves Lt. P. Engrs, Novr. 1864.

pg. 13

Confederate States of America. Army. Dept. of Northern Virginia. Chief Engineer's Office.
Chief Engineer's Office, D.N.V.
Published: 1864.
Scale: 1:80,000.
Location: Virginia Historical Society.
12. Map of Greensville. Made under direction of A.H. Campbell, Capt. Engrs. in chg. Top. Dept.
Chief Engineer's Office, D.N.V.
Published: [1864.
Scale: 1:80,000.
Location: Virginia Historical Society.
13. Map of Surry, Sussex and Southampton counties, Virginia. From surveys by W. Izard, Lieut.
P.E. ; C. E. Cassell[,] C.F.N. Smith, Asst. Engrs. C.S.A. under the direction of A.H. Campbell,
Captn. P.E.C.S.A. in charge Topogrl. Dept. D.N.V. ; J. Houston Patton, Draughtsman. 1863.
Chief Engineer's Office, D.N.V.
Published: 1863.
Scale: 1:80,000.
Location: Virginia Historical Society.
14. Survey of Prince George Co. Virginia. Made under the direction of A.H. Campbell Capt. P.E.
and Ch'f Top'l Dep't. by S.L. Sommers, Asst. Engr. ; J. Houston Patton, draughtsman. 1863.
Chief Engineer's Office, D.N.V.
Published: 1863.
Scale: 1:80,000.
Location: Virginia Historical Society.
15. Map of Dinwiddie County, Va. surveyed under the direction of A.H. Campbell, Capt. Eng'rs,
P.A.C.S in ch'ge Top'l Dep't. D.N.Va. by S.L. Sommers & H.M. Graves, ass't engr's, 1864. Chief
Engineer's Office, D.N.V.
Published: 1864.
Scale: 1:80,000.
Location: Library of Congress.
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