PLEASANT HILL, LOUISIANA - April 9, 1864 (scenario by Brian Bradford)
SETUP

15 extra woods hexes are needed

There is a creek running through hexes 108, 207, 307, 406, 506, 505, 504, 403, 502, 501

101 Woods

102 Woods

103 Woods

104 Woods, CINF

105 CART

201 Woods

202 Woods, CART

203 Woods

204 Woods, CINF

212 Woods

301 Woods, CCAV

302 Woods, CINF

303 Woods, CINF, CGEN (Churchill)

304 Woods, CINF

305 Woods

306 Woods

308 Woods

310 Field, UINF

311 Field, UINF, UGEN (Smith)

312 Woods

313 Woods

407 Woods

408 Woods

409 Field

410 Field

412 Woods

508 Woods

509 Woods

510 Woods, UINF

511 Woods

512 Woods

513 Woods

603 UCAV

604 UINF, UGEN (Franklin)

605 UINF

607 Town of Pleasant Hill

609 Woods

610 Woods, UINF

611 Woods

612 Woods

701 Woods

706 Hill, UART

707 Town of Pleasant Hill

708 Town of Pleasant Hill

710 UINF

712 Woods

713 Woods

801 Woods

810 UINF

812 Woods

901 Woods

902 Woods

904 UART

905 UINF

906 UART

907 UINF

912 Woods

913 Woods

STAFFING NOTES

Union Player: Nathaniel P. Banks, 3 command cards

Confederate Player: Richard Taylor, 4 command cards (move first)

Reinforcements:

Turn 2: Hex 107 CINF; Hex 110, 111 2x CINF, CGEN (Green); Hex 112, 113 2x CCAV

Special Rules:

The creek is very shallow.  All units must stop on entry but they do not lose a die for firing.

Pleasant Hill is worth (1) flag towards victory if all hexes are occupied by them or clear of Union troops.

