MANASSAS
Published by Iron Crown Enterprises in 1981.  Designed by Richard Britton.
Description Simulation of the Civil War battle of First Manassas; regimental and battery level; 135 yards to the hex; 15-minute turns comprising one day.
Components Two map sections forming a 34x88" full-color unmounted map; 400 color oversize (1”)  counters including markers; 36 page rules book; three game charts; unit strength pads; boxed.

Graphics The map, appearing hand-drawn, resembles the contemporary map on which it was based.  Counters are colorful and also hand-drawn.
Review 

Manassas is an attempt to recreate the tactics and atmosphere of the first battle of the Civil War.  As such, it has features and details that apply to that conflict more so than the “typical” Civil War battle.  
This starts with the game’s graphics.  The oversize map is based on a contemporary rendition (see page 204 of the first volume of Battles and Leaders of the Civil War), with hachures to represent slopes, green woods and orchards, and fence lines (which do not impact the game).   While the effect is neat there can be some problems determining line of sight for artillery fire.  The large 25mm hexes and one-inch counters likewise add to a different “feel” than most mass formations of the period.  
Likewise, the game sequence and rules reflect this battle.  Combat takes place between infantry formations at short range, mainly when they are adjacent, reflecting not the theoretical range of rifled weapons but the actual distance at which regiments collided here.  Artillery deploys mostly in sections, in particular as battery armaments are often mixed.  Some simple rules allow for skirmishers to delay and give warning of advancing opponents.  The CRT is not very bloody, as Disorganized or Routed results are more common than casualties, again reflecting this battle more so than later engagements.
There are a few “chrome” elements to enhance the atmosphere.  Manassas was fought before some of the war’s details were worked out, so there are northern units in gray, southern units in blue, regiments from both dressed as Zouaves—and the counters reflect that, along with a rule providing for a variable impact of the inevitable confusion.  The counters do not show the unit strength, resulting in occasional surprises as regiments collide.
In many ways Manassas revolves around its command rules.  Units can not move far, or recover from disorder, without their brigade or division commanders.  Brigadiers have a command radius of three hexes, higher levels five, which allows some tactical flexibility while requiring brigades to operate more or less in concert.  Likewise, commanders are needed to recover from D or R status.  That’s important because otherwise those disordered regiments take off for home, in the case of routed units also shedding stragglers each turn.
The Command rules do present some issues.  With a few exceptions, units move only one hex per turn unless within the radius of a commander.  Much of the Confederate artillery arrives without a leader, leading to the strange behavior that they rush onto the map (units are automatically in command the turn of entry, but need leadership thereafter) and promptly slow down to a crawl rate of 540 yards an hour.  Two regiments of Bonham’s brigade, which were extensively involved in the later stages of the battle and pursuit, arrive without Bonham and are useless unless Beauregard or Johnston is assigned to lead them, reducing these top commanders to the level of brigadiers.  Likewise Radford’s 30th Virginia Cavalry, which caused havoc in the pursuit, won’t move unless assigned to a leader.  The rules are also unclear as to just who is a commander for the southern artillery; a strict reading would indicate that only the two army commanders can place them in command control.  
While very large, the game map covers the Bull Run front only down to Ball’s Ford, and so the Confederate units at Mitchell’s and Blackburn’s Fords are not included, and a “what-if” scenario involving a southern attack from those positions (which is what Beauregard and Johnston planned) is not possible.  Manassas is just a game of the Union flank attack through Sudley Ford, nothing else.  

Rules issues aside (and except for the movement of southern artillery they are minor) this was a fun game that well recreates the atmosphere of the time.  The visual impact of the blue and gray units on the oversize map, the “wrong color” and red regiments dotted here and there, the cannon symbols on artillery batteries, all result in a striking image.  The tactical flow of the game feels “right” (although, again, for this battle more than later conflicts) and particularly shows the fragile nature of the inexperienced units of both sides.  Manassas is the best simulation of the battle, and one of the best and most fun of any Civil War games.
RATING:  8
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