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0. Introduction
End of Empire: Santiago 1898 (Santiago 98) is a two-player simulation of the campaign of Santiago de Cuba, that ended with the surrender of the Spanish forces in the Santiago province after the hard fought battles of Lomas de San Juan (San Juan Hill) and El Caney, and with the destruction of the Spanish fleet anchored at Santiago. 
Abbreviations Used
1D6, 2D6:
One or two Six-sided dice (1d6).

BL: 

Base Logística (Logistic Base).

CL: 

Columna Logística (Logistic Column).
DRM:

Die Roll Modifier.

Hex, hexes: 
hexagon(s).

LBM:

US Logistical Base Marker.

LOC: 

Line of Communications.

MG: 

Machine Gun.

PM: 

Puntos de Movimiento or Movement Points.

PS: 

Punto de Suministro or Supply Points.

Un, Uns: 
Unit(s).

US Army: 
United States Army.

1. Game Components.
1.1. The Counters.
A copy of Santiago 98 includes 222 counters and markers that represent military units (battalions and regiments) and Logistic units. 

1.1.1 Steps.
Each unit has one or two “steps”. The number of “steps” of a given unit represents its ability to withstand casualties before stop functioning as a cohesive force. When one unit loses one step because of Combat (see section 9.Combat) it is considered to lose troops and equipment. If it is a two-step unit, it is flipped to its reverse side, that indicates one step remaining (the circled figure in the center left of the counter). If the unit is a one-step or a guerrilla unit, it is eliminated. All Guerrilla units have two steps, but they work differently from regular units (See 11. Guerrillas). 

1.2. The Map.
It represents the operations area of the Santiago campaign, from Daiquiri and Siboney to West of Santiago. There is a hex grid superimposed on the map that helps regulate the placement and movement of the units. Each hex represent 1 mile across. 
1.3. Boxes, Tables and Player Aids.
Santiago 98 includes several Play Aid Cards and Tables. The use of these is explained in the corresponding sections of the rules. 

1.4. Historical Abbreviations

1.4.1 Spanish Army
A 
Asia

Al 
Alcántara

Am 
Ametralladoras (Machineguns)
And 
Andalucía

BN 
Brigada Naval (Naval Brigade)

C
Cuba

Co 
Constitución

FPR 
Fusileros de Puerto Rico (Puerto Rico Fusiliers)

GC 
Guardia Civil (Paramilitary Police)

IC 
Isabel la Católica

PPR 
Provisional de Puerto Rico (Puerto Rico Provisional)

SF 
San Fernando

S
Simancas 

T
Talavera 

TG 
Tercio de Guerrillas (Guerrilla Tercio)

AM 
Artillería Montada (Horse Artillery).

VC 
Voluntarios Cubanos (Cuban Loyal Volunteers).

1.4.2 Cuban Rebels
Cb
 División Cebreco

Ba
 Brigada del Bayamo

Ji  
 Brigada del Jiguaní

Ra
 Columna Gen. Rabí

RY
 Brigada Ramón de las Yaguas

GC
 División González Clavel

Es
 Estrada Column

R
 Gen. Ríos’ Column.

1.4.3 US Army
Bde
 Brigade 

Cav 
 Cavalry

Div 
 Division

Ind 
 Independent Brigade 

RR 
 Rough Riders

SD 
 Signals Detachment

TR 
 Theodor Roosevelt

USN 
 US Navy

Vol 
 Volunteers.

2. Sequence of Play
Each match of Santiago 98 is divided in 14 turns. Each of these turns is further subdivided in a series of phases or steps during which players perform several game functions. Game turn 1 begins with Phase B (US Movement). 
A. 
Administrative Phase (not performed on turn 1).

1. Victory Check. 



1a.) US Army Victory Check (4.1)



1b.) Spanish Victory Check (4.2)


2. Supply Check (10.3).


3. Reorganization Phase:  



3a.) Creation of CL (See Advanced Rules), detachments, 

      

       columns/brigades. 

3b.) Deploy guerrillas in regular order or in guerrillas (See 11).


4. Arrival of Supply Points (See Advanced Rules).


5. Yellow Fever (See 12).

B. 
US Army Player Phase.

1.
Movement.



1a.) Cubans.



1b.) US Army.


2.
Combat.



2a.) Cubans.



2b.) US Army.

C. 
Spanish Player Phase.

1.
Movement.


2.
Combat.

D. End of Turn
Remove DS (Disorganization) markers.

One of the players must advance turn marker 1 box.

3. Initial Set up.
Before starting play, both players must deploy its units in the following order:

1º Spanish Deployment. Spanish units available at the beginning of the match can be deployed in any map hex, excepting those units marked with *, and those marked with E (The latter units form the Escario column, see 8.3). The Escario Column units arrive as reinforcements on turn 4. The Spanish player may place on map up to 3 Logistical Columns (See Advanced Rules). Spanish artillery and infantry units may deploy forming detachments (See 13. Detachments).


Exceptions to Spanish Set up.
1) There must be at least one Spanish unit in Santiago (hex 1208) and one in each of the hexes adjacent to Santiago.

2) The BN (Brigada Naval) unit must deploy within 3 hexes of hex 1208 (Santiago). 

3) Units “M” and “So” must deploy at La Socapa and El Morro, and may not move and/or attack unless Event 66 is rolled (See Historical Events Table, 7.2).
2º Cuban Units Deployment: these units deploy in any non-town, non-village or non-road hex. They must deploy within at least 4 hexes of Santiago. They may not deploy in hexes occupied and/or adjacent to Spanish units. Cuban units may set up either in guerrilla or in regular order. 

3º US Army Units Deployment: place these units aside to perform a landing in a beach hex during the US Army Movement Phase (See 8.2).
4. Winning the Game

4.1. US Victory.
The map hexes marked with Spanish flags indicate US Army objective hexes. If during Phase 1 A (US Army Victory Check) the US player controls at least 4 objective hexes, it must roll 1D6 and check the Spanish Surrender Table. If the US player manages to force the Spanish surrender before turn 14, then the US player is the winner. If at the end of the last turn Santiago is still under Spanish control, then the Spanish side is the winner. 
Modifiers to the Spanish Surrender Table:
+1 to the die roll if El Caney is occupied by an US or Cuban unit. 

+1 to the die roll if the Result “A” (“A las Jarcias”) was rolled during earlier turns. 

Results

A:   A las Jarcias. 

“I wanted you to come with me in full dress uniform because I think that there isn’t a more solemn moment in a soldier’s life than the moment of dying for the fatherland”.

Quote from Admiral Cervera’s speech prior to the naval battle of Santiago, July 1898.

The fall of Santiago seems imminent; Cervera’s ships abandon the safety of Santiago harbor to avoid being captured or sunk in port. Effects: the Spanish naval gunnery support counter is withdrawn. It may not be used for the rest of the match. Also, during all following US victory checks add +1 to the die roll. Once the A las Jarcias event is rolled, it is treated as “No Effect” if rolled during subsequent turns.
R:  Rendición (Surrender). General Toral surrenders the Spanish forces of the Santiago de Cuba province. The game is a US victory. 

4.2. Spanish Automatic Victory.
If during the Spanish Victory Check the number of steps lost by the US player (both caused by combats and by the Yellow fever) is 10 or higher, the Spanish player must roll 1D6 and consult the US Withdrawal Table. If the result is “R” (Retreat/Retirada) the US player must withdraw. The Spanish player is considered the winner of the match. Important: Cuban casualties do not count for US Army withdrawal. 

4.3. Destruction of the Logistical Base.
If during any time during a match one Spanish unit enters the hex (either during the movement phase or during advance after combat) where the US Logistical Base is placed, play stops immediately and the Spanish player obtains an automatic victory. 

5. Stacking
5.1. In General.
Stacking consists of the piling of more than one unit in the same hex, forming a pile or “stack” of units. 

5.2. Stacking Limits.
Players are allowed to stack up to 12 steps of infantry, cavalry or engineers per hex, PLUS up to one artillery or machinegun unit. The US Logistical Base counts as 2 units worth of infantry for stacking purposes. Leaders, the Signals Detachment unit and the Logistical Columns do not count for stacking purposes. 

Cuban and US Army unit may not stack in the same hex. 

5.3. Stacking Check.
The Spanish player must check if there are hexes over stacked at the end of the Spanish movement phase. The US player must check if there are hexes over stacked at the end of the Movement Phase of the US player. If one hex is found to be over stacked, a DS marker must be placed on ALL units in the hex.

6. Leaders.
A leader unit has a series of factors that affect the performance of the units that are stacked with the leader. 

6.1. Leaders and Combat.
During the Fire Phase, units add a die roll modifier equal to the Leadership rating of the leader stacked with them. See Fire Table. 

During the Shock Combat Phase, the leadership rating modifies the odds ratio both in attack and in defense. Check the Shock Combat Table for details. 

Modifiers:
+1 drm if event 25-26 is in effect.

Results
R: Retreat. The US Congress forces the military to withdraw from Cuba because of the intolerable number of casualties. The Spanish win. 

7. Historical Events

7.1. In general. 
During the Historical Events phase, one of the players rolls 2d6 and consults the Historical Events Table. It is recommended to use dice of different colors. One of the dies are considered the “tens” and the other the “ones”. For example, if we roll a 6 and a 1 or 2, the result will be Event 61-62 “Spanish machineguns”. If a “1” and a 1, 2 or 3 is rolled, the event would be 11-13, “Cuba Libre”, and so on. The results must be applied before proceeding to the following phase. Unless otherwise noted, all events may occur any number of times per match. 
7.2. Historical Events Table.
11-13 Cuba Libre (Free Cuba). 

At the beginning of the US landing the Cuban rebels were well received by the US troops, despite the contempt and mistrust that developed soon between both of the allies. Effects: the US player may examine 4 Spanish units on map (Column markers included; if the Column marker is a dummy, it is withdrawn from play). This event may only happen once per match. If it happens more than once treat is as “No Event.”

14-16 Friend Calixto. 

The troops of Calixto García served well to the US cause; during the battle of El Caney they would suffer some 500 casualties. Effects: during this turn, all Cuban units have +1 drm in shock combat. 
21-24 Patriots. 

The arrival of Escario’s column is delayed one turn. Effects: Escario’s column arrives on turn 5 instead of turn 4. 
25-26 Yellow Press. 

Uproar in the United States is provoked by the yellow press journalists because of the appalling medical situation of the US troops in Cuba. Effects: add +1 drm to US withdrawal die roll this turn. This event may only happen once per match. 
31-33 The “DONS”. 

The US yellow press claimed that the decadent Spaniards would flee at the first shot fired in anger. Effects: during this turn, US Army units have a +1 drm in shock combat. 
34-36 Morro and Socapa. 

Effects: the Spanish forces at El Morro and Socapa are released from garrison duty. They can move and fight normally. 

41-46. No Effect. 

Nothing happens. 

51-52 Remember the Maine! 

Effects: during this turn, a single shock combat by a US Army unit has a odds shift of 1 to the right (A 2:1 attack is solved as a 3:1 attack).

53-54 “Trozos”. 

The Spanish Marine Infantry (the so-called “Trozos de Desembarco”) acquitted themselves well during the Santiago campaign. Effects: the Spanish Naval Brigade during this turn has 1 odds shift to the right in attack and 1 to the left in defense. 
55-56 The “Tocineros”. 

The Spanish were overconfident in the virtues of the Spanish army against the army of a nation of tocineros (pig traders). Effects: during this turn, any one Spanish unit or stack defends during the shock combat phase with a odds shift of –1 (a 2:1 attack must be solved using the 1:1 Odds column).
61-62 Spanish Machine Guns. 

Some authors affirm that the artillery and machineguns of the Spanish marines were disembarked, but deployed in the second line. If this event is rolled, the Spanish unit “Am” can be deployed in Santiago or in any Spanish controlled adjacent hex. 
63-64 Escario arrives earlier. 

Effects: the Escario column arrives one turn earlier.  

65-66 Running the Blockade. 

Just before the US fleet blockaded Santiago, a Spanish steamer arrives to Cuba with badly-needed supplies. Effects; the Spanish player adds 3 additional Supply Points.

8. Movement
8.1. In general.
During the Movement Phase of each side, the controlling player may move all, some or none of its units. One unit can use its Movement Points (Puntos de Movimiento, or PM) to move across the map. Entering one hex or crossing one hexside costs a certain number of PMs, depending of the type of terrain in the hex entered. (See the Terrain Effects Chart, TEC). Units may not accumulate PMs from one turn to another, nor can they transfer unused PM to other units. When one unit spends all its PM, it must stop its movement for this Movement Phase. Units may move individually or stacked with other units, forming stacks. When moving as a stack, units must use the PM of the slower unit in the stack. Units crossing rivers across fords or bridges ignore the additional cost of crossing a river. 
8.2. US Landings.
At the beginning of the US Player Movement Phase, and before moving any other units, the US player decides if he is going to land units from the off map display in a coastal hex. He can only land in beach hexes (See the TEC). If the US player decides to land units, these units must be placed in a beach hex free of Spanish units and may not move further for the rest of the turn. They cannot attack, and if attacked they have an adverse odds shift of 1 (If defending at 2:1 the attack is solved as a 3:1). Further, they have a –1drm during the Fire Phase. The US player may not land more than 12 steps worth of units during each Movement Phase. 
8.3. Spanish Reinforcements. 

During the Spanish Movement Phase of turn 4, the Spanish player may place in any hexes of the W side of the map (hexes 1801 to 0601) the units of the Escario column. They can move and fight normally the turn of entry. Their arrival can be delayed or advanced by Historical Events. See 7.2.

8.4. Rail Road Movement.
Units may move across hexes connected by rail roads as if they were moving across hexes connected by roads. 

9. Combat
9.1. In general.
It is not mandatory to attack adjacent enemy units. The attacking player determines what units will attack to what enemy unit or stack. 
Restrictions: Cuban units may not attack together with US units. Units placed in several hexes may attack simultaneously one adjacent hex occupied by enemy units. It is not allowed to attack one enemy-occupied hex more than once per turn.
9.2. Procedure.
• Rifle Fire Phase. In the first place, fire combat must be solved. The defending player adds the Fire Factors of the units under attack. Rolls 1d6 and apply any modifiers. Cross reference the modified die roll result with the number of defending firing factors and apply results (the results are explained in the Fire Table). Then, the attacker follows the same procedure with the Fire Factors of the attacking units.

 
• Shock Combat Phase. After solving Fire Combat, both attackers and defenders add up the Shock Combat Factors of its respective units. For instance, the attacker adds 20 Shock Factors against 5 Shock Factors of the Defending player. By dividing the attacker total by the defender total, a Combat Odds ratio is calculated. Thus, following with the example, 20:5=4, so the Shock Combat odds are 4 to 1. The Shock Combat Odds may be modified by several factors (see Modifiers of the Shock Combat Table). After determining the final combat odds, the attacker rolls 1d6 and consults the Shock Combat Table, applying any results before resolving other combats. 
Artillery units have a Shock Combat Factor, but they add up their Combat Factor only when attacked alone in a hex, that is, without stacking with infantry and/or cavalry units. 
9.3. Retreat after Combat. 

If the defender receives a “R·” result in the Shock Table, he must move the surviving defending units one hex toward its nearest Supply Source hex. This movement does not cost any Movement Points. 
9.4. Advance after combat.
After one combat, and if all defending units had been either a)eliminated or b) forced to retreat, all attacking units not under a “DS” marker may enter the just-vacated hex. 
9.5. Desorganization.
When one unit or stack or units receive a “DS” (Disorganized) result, one of units (owning player’s choice) must be placed under a DS marker. 

Effects of Disorganization:

During the Fire Phase, its Fire Factor is halved (round down remainders; half of 7 is 3). 

During the Shock Phase, its Shock Factor is halved (round down remainders; half of 7 is 3).

9.6. Artillery and Machine Gun units.
Artillery units of both sides may be used in two ways: bombardment and defensive support. MG units of both sides may be used only for attack support. 
• Bombardment. One or more artillery units may bombard any enemy unit or stack within it fire range (3 hexes of artillery and 1 hex for MG). To do so, they use the Fire Table. The procedure is the same as Fire Combat. PS and/or CL may be used to support a bombardment (See Optional Rules). 
• Defensive Support. One or more artillery units stacking with infantry and/or cavalry units under attack add up its Fire Factors to the Fire Factors of the defending during the Fire Combat Phase. 


• Offensive Support. One or more MG units supporting an attack add up its Fire Factor to the Fire Factors of the attacking units during the Fire Combat Phase. 

9.7. Naval Gunfire.
During the Combat Phase of each side, the naval gunfire of the respective fleets may be used as an artillery unit with a Fire Factor of 5. One naval artillery unit may bombard any enemy unit within 4 hexes of a coastal hex. 

The Spanish fleet may only fire against any hex within 4 hexes of Santiago harbor (i.e., all coastal hexes North of Socapa and El Morro). 

The US Navy may only fire against any hex within 4 hexes of a coastal hex excepting from Santiago harbor hexes. 
Important Note: Naval gunfire may not be combined with ground artillery fire. It may be used only once per turn. The Naval Gunfire counter fires as a single unit, it may not “divide” its fire between two or more targets. 

10. Logistics
10.1. In general.
To be able to move and fight normally, combat units must trace a Line of Communications (LoC) to its rearguard. Through the LoC the combat units receive food, ammo, replacements, etc. 


One unit is considered to be “IN supply” when it can trace a path of up to TWO hexes from its current hex to a road or rail road connected by a LoC (of any number of hexes) with a valid Supply Source hex. A LoC must not pass through an enemy-occupied hex. 

10.2. Supply Source Hexes.
1. Spanish: Santiago. To be considered “In Supply” Spanish units must trace a LoC of up to two hexes to a road or railroad connected to hex 1208 (Santiago). Exception: Spanish guerrilla units are always “in supply”. They don’t need to trace a LoC to a valid Supply Source. 

2. Cubans: They are always considered “In Supply”. 

3. US Army: Their units must trace LoC to its Logistics Base Marker. The Logistics Base Marker may only land in a US occupied hex. To land the Logistics Base Marker counts as 6 steps worth of units. Once landed, the LBM may not move for the remainder of the match. Note: Siboney (hex 0717) is treated as a beach hex for LBM landing purposes. Also, US Army units are automatically supplied when in beach hexes. 
10.3. Supply Check.
During the Mutual Administrative Phase, both sides check if their units can trace a LoC to its respective Supply Sources. 

All units that were under an Out of Supply (OOS) marker but that now can trace a valid LoC are considered to be in-supply again. (The OOS marker must be removed). 

All units that can not trace a valid LoC to a Supply Source are placed under an OOS marker. 

10.4. Effects of Out Of Supply Status. 
One unit under a OOS marker has its Fire and Shock Combat Factor halved. They move normally. During the Yellow Fever Phase, if there are casualties because of the Yellow Fever, OOS units must be the first to lose steps. 

11. Guerrillas
11.1. General. 
Spanish and Cuban guerrilla units have 2 steps. The front of a guerilla counter portraits the unit deployed “in guerrilla”, while the back portraits the unit deployed “in regular order”. 

A guerrilla unit can only be stacked with other types of unit(s) if it’s deployed in regular order.

11.2. “In guerrilla” deployment.
1. Guerrilla units deployed in guerrilla mode, can only be attacked using the Guerrilla Table. 

2. Units in guerrilla can’t enter towns or cities. If a enemy unit (guerrilla or regular) moves adjacent to a guerrilla unit, it can be attacked using guerrilla attack. To do this, the player controlling the guerrilla unit declares a “guerrilla attack”. The other player must stop, temporally, his movement. A 1d6 is rolled, any modifiers applied, and then consult the Guerrilla Table.

Guerrilla/Counter guerrilla table is used to attack guerrilla units deployed in guerrilla mode and to attack non guerrilla regular units with guerrilla units deployed in guerrilla mode. (Guerrilla units in regular order must be attacked using the standard combat procedure).

11.3 Results explanation
CE: Counter Ambush. Roll 1d6. The guerrilla unit(s) loses 1 step on a result of 1 to 4.

R: Reconnaissance. If a stack of non guerrilla units suffers this result, the enemy player will be allowed to examine the  stack and/or column marker. Moreover the unit or stack must stop its movement. If the unit obtaining this result is a dummy, it must be retired for the rest of the game. If the unit is a column/brigade, the player must reveal the units forming it.

-: Nothing happens. The non guerrilla unit/s may continue movement.

E: Ambush. The attacked unit suffers an ambush. It must stop its movement for the rest of the turn. On a die roll of 1 to 4, it also loses 1 step. (If it is a 1 step unit, it is eliminated).
11.3.1 Modifiers (Counter-guerrilla attack):
+1 drm if there are friendly guerrilla units present.

- 1 drm if attacking units in jungle hexes.

+1 drm if attacking guerrilla units from more than one hex simultaneously.

11.3.2 Modifiers (Guerrilla attack):
+1 drm if the unit or stack attacked contains at least 1 CL unit.

+1 drm if the unit or stack attacked is in a jungle hex.

+1 drm if the unit is attacked during enemy’s movement phase (unit moved adjacent to a guerrilla unit).

11.4. “In regular order” deployment.
1. Guerrilla units can attack and be attacked normally.

2. Guerrilla units can enter towns or cities.

12. Yellow fever
During the Administrative phase of each turn, starting in 2nd turn, both players must roll 1d6 and look the Yellow Fever Table. Any results must be applied before going to next phase. 

Exception: Cuban units and US Army 9th and 10th regiments never suffer casualties due to yellow fever.

Historical Note.

The 9th and 10th regular regiments were “Buffalo regiments”, formed by Negro troops, and therefore considered immune to yellow fever.
13. Detachments. 

During Administrative phase, the Spanish player may create infantry and artillery detachment.


13.1. Infantry Detachments.
From a 2 step infantry battalion, 1 infantry detachment may be created. To do this the battalion is flipped to its reduced side and an infantry detachment is stacked with the original battalion. 

13.2. Artillery Detachments.
The Spanish player can also form artillery detachments. To do so one artillery battery must be retired from game, substituted by 2 artillery detachments, in the same hex the original battery was located.

14. Advanced Rules
14.1. US Army movement across the Jungle.
When the US Army units move across and/or enter jungle hexes, the US player must roll 1d6 and consults the US Army movement table. See next page.

14.2. US Navy - US Army coordination. 

Before firing using the naval artillery counter, a 1d6 must be rolled. The unit can only fire in a result of 5 or 6.
Historical note: 

This rule simulates the rivalry and lack of coordination between navy and army that affected the US forces during the whole campaign.
14.3. “Friendly Fire”.
When an US Army artillery unit fires to a Spanish unit, and there are Cuban and/or American units adjacent to the hex fired, 1d6 must be rolled. With a result of 6, bombing results are applied to the American or Cuban unit.

If there are American and/or Cuban units in various hexes adjacent to the Spanish units being bombed, the US player can choose which of his own units are affected by the friendly fire.

Historical Note.
At El Caney, the US artillery caused more casualties among its own troops than among the Spanish defenders.
Table modifiers

+1 drm if SD unit is in “balloon” mode adjacent or stacked with the moving units.

- 1 drm if the unit moves from, through, or enters a jungle hex.

+1 drm if there is one (or more) Cuban units adjacent.

14.4. Supply Points.
14.4.1. General
Supply Points (SP) represent the necessary accumulation of supplies to conduit every offensive or defensive operation. In this level of simulation, the SP are used to strength a unit or stack’s combat capability in attack and defense.

Players must track the remaining SP or new acquired ones during the play moving their own “SP Markers” over the General Data Track printed in the map.

14.4.2. Using US SP
US units can spend SP:

a) If they are within a 3 hex radius from their Logistics Base.

b) If there is a Logistic Column within a 2 hexes radius from the combat units.

14.4.3. Using Spanish SP
Spanish units can spend SP if they are:

a) Within 3 hexes of Santiago (hex 1208).

b) Within 2 hexes of a Logistical Column.

14.4.5. SP effects.
Before resolving any combat, both players (US player first) decide if the units taking part in the combat are going to use PS. If so,

• Attacking units supported by 1 SP, add +1 to die roll in the fire phase, and move one column to the right in the shock phase.

• Defending units supported by 1 SP, add +1 to die roll in the fire phase, and move one column to the left in the shock phase. 

• An artillery unit a bomb attack (see 9.6) and supported by SP or CL, adds +1 to the die roll.

14.4.6. Obtaining SP
• US Army. 

US Army player has 4 SP at the beginning of the game. Starting with turn 2, he receives 2 SP each subsequent turn. The US player can only use his SP if the Logistic Base unit (marker) has been disembarked. 

• Spanish.

At the beginning of the game, the Spanish player has 8 SP, and gets no more during the game. (Exception: see Random Event 65-66, Running the Blockade)

At the start of the game, he can distribute the SP all around the map, as he wants, in the form of CLs.

14.5.1. Logistic Columns (CL).
Spanish and US Army have some units called Logistic Columns or CL.

A CL represents a concentration of transports to move supplies. 1 CL is equivalent to 1 SP,  that can be spent to support units adjacent to the CL during combat phase.

The Logistic Columns must be retired after used and they are available again for the next turn. The CL can be created any number of times while there are available SPs.

Important: a Logistic Column can only cross a river by a bridge or a ford (a bridge or a ford is any hex side by wich a road or railroad crosses a river).

The number of available CL units in the counter sheet is a fixed limit. Players can’t make more CL counters.

14.5.2. Creation of CL.
• US forces may only create CL in the hexes adjacent to the logistic base.

• Spanish can only create CL in Santiago or adjacent hexes.

14.6. Columns, Brigades and “Dummies”.
Spanish, Cuban and US forces have some Column counters (Spanish and Cuban) and Brigade counters (US army). These counters can be deployed on the map, while the units included in these column/brigades are put out of sight of the opponent on the off-map display corresponding to the column or brigade marker. 

• The US Army player can only assign to a brigade any regiments that historically belonged to that brigade (printed in the left upper corner of the counter). 

• Spanish or Cuban players can assign to a column any type or number of counters, always respecting the stacking limits.

14.7. Dummies.
Some column or brigade counters have a question mark “?” printed in the back (dummy markers).

Each player gets a limited number of dummy markers at the beginning of the game.

Deployment of Dummy markers

• Spanish and Cubans: they must deploy them showing its “front” side at the beginning of the game.

• The US player must disembark them as if they were normal units (Paying normal costs in step equivalents).

Dummies are used to keep the enemy guessing about the exact composition of the own forces and to recreate, in an abstract way, the “fog of war”, i.e., the lack of exact information about the composition and strength of the enemy units.

Dummies can be moved around the map as if they were normal column/brigade units.

When attacked, their “?” side is revealed and the counter is withdraw from play for the remainder of the match. The attacking forces may advance after combat into the hex vacated by the dummy.

14.8. Reconnaissance Balloon. 
The SD or Signals Detachment US unit has some special functions. It has 2 sides: “normal mode” and “balloon mode”. When in its “normal” side, the unit can move normally, although can’t take part in combat.

At the end of the movement of the unit, the US player can switch the unit to its “observation” back, portrayed as a balloon. When the unit is in “observation” mode, it can be used to improve the movement of adjacent US army units.

If there is any Spanish column adjacent, the Spanish player must roll 1d6, If the result is a 4, 5, or 6, he must reveal to the adversary the exact number of steps in the Spanish column. When the observation unit is used, the Spanish player has some advantages when firing an adjacent US unit (See the Fire Table).

Historical Note:
The American observation balloon served as an excellent reference point to the artillery and infantry fire at San Juan Hill (Lomas de San Juan) and El Caney.
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