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INTRODUCTION
The TERRIBLE STYIFT SWORD" Second
Edition Gam. is a regimental-lev.l sinula-
tioo ofth. Baul. of Grttysburg, July l-3,
1861. The sam. €nables the plryeF to recre-
ate the encounter betw€en Robcrt E. Leet
Army ofNorthcrn Virginia and Gcorg. G.
Meade's Army ofrhe Polomlc.

Thc filsl edition ofrhe TERRIBLE SWIFT
SWORD Game, published in 19?6, spawned
an entire series of games, known couecrively
as lhe GREAT BATTLES OF THE AMER-
ICAN CML WAR" series. TSS Second
Edition updares rhc battle ofGdrysburg in
ihe GREAT BATTLES system.

This is dot a simple game, rh.re !rc a g@t
number of rules and conc€pts thar will, ar
nBr, be unfamilia. ro oany players. How-
.ver, the flow of rhe game is relatively
snooth add mosr pbyeB will find rhat a
\rorkidg faniliariry with the rules will be
cnough to g.t the garo. $aned. ft is thus
suggesred that the playeG list srudy the
S.quence ofPhy (Section 4.0) as it is rhe
backbone ofrhe g!me. The Sequence wiU
eive the playeB a pre(y good id.a ofwhar
happens ard in whlt ordei The playeB
should th.tr $t up one ofthe sccn.rios ed
go through ihe rul€s as they push lhc
counreb around. Afte. a few turns ofthis,
mosr players will be re.dy to phch into the

[1.0] GLOSSARY OF TERMS
&igade Conbat E/Ie.tieness (BCE): L
mcasure ofa b.iSadet abililty to function at
full effecdvenes in relaiion to casualties

Colunn ot In Cotumn: One of rhree fo@a-
tions posiblc for inf.nr.yunits to adopt.lr
.nablesunirs to move more rapidly along
rords at sooe cosr in combar abiliry. See also
"Line" and "Skirmish Fomation".

Contuand Poitits Ratins: L numbcr bas€d
on the ability ofa division commandel Each
division comm.nder has a nunb.r ofcoh-
mlnd Poiots available each Game-T[in.
Command Poinb a.e used to inc.ease the
Eft crivenes Radius ofbri8.de combeders
suboldinate to rh. divisioD comm.nder One
poidt is qp.nd.d for each hq add€d to rhe
Ercctiv€ne$ Radius ofa briFde con-
mlnder. Thus, a commander with a total of
two Command Poinrs could ino€ase the
Effediveness Radius ofon€ brigad€ com'
m.nder by t*o, or teo brigad. commanders

Corys Inre\tity Radius: A tum€rical rating
of each Corps Commander representing th€
raDge in hexes ov.r which that Corps Cod'
naDder may command his subordin.re Divi'
sional Command.rs. Different rulcs apply to
Confederate ard Union codmand€rsj s.€

Cuffdr Sirergrrr A unit\ comblt Brrengrh

(o€asured h Str.ngrh Points) mly be
.educed during play when th€ unit sull€c
lo$es. Su.h losscs dec.ease th€ combat abil
ity ofthe uoir;..ch unit\ clrent srenFh is
rherefore kept track ofby using a numbered
marker (s.. also "hirial Stensth").

Curerr Sirergfi: Mulrrptieri A number by
which aunit\ curcnr srengrh is muldplied
to reflecr rhe erccts ofranse (he distance
betwen rhe firing unit and lhc r.rge0 on
fire.

Diq:torrl Irt a.ry Rrdruri A numerical
rating ofeach divhioD comm6ndcr which
.epresents the range in hexes ovcr which thst
division commander may command hn sub-
ordinate brig.dc coMde.s. As long as a
brigade comBradcr is wirhin his division
contuandcr's Edius tu the lnitisl Command
Phase, he tDay move Aeely in thc subsequent

Efledtveress Radjusj A ratils which n€a'
sures rhe .elativ. ability of€ach brigade
conhander to con$ol his t.mps. The Effec'
dv.ness Radius is given in rerms of hdes;
the highe. th€ number, thc grestcr the dis-
tlnce over \rhich that brigade commarde!
qn effectively contrcl his troops. Note tbrt
divisioD co6m.nde6 have no Efrccdvedess
P€dius; see also "Divisiodal Inr.grity
Radiuj' and "Command Points Ralingl'

E eDr(see also "Friendly"): Tclm u6ed ro
disdbguish the units and actions ofone
player fron thor€ ofan opposint player
when botb playen are m€ntioned in rhe
conrdr ofrhc sam€ rule.

Frierd& Gee also "Enemy"): Tcrd usuauy
used to distinguih lhe units or scrions ofone
player fion an opposing play€r whe! rhe
Frien<[y Play€. is rhe Phasiog Player or
when borb pl.y.B can ad in a rir8l. Phase
(s.c ale section 4.0, sequenc. or Play)-

Gred Xrgi"eftr A regin€nt wirh a "?"
mo.ale ating. A gfe€n regiment must use rhe
Seeing the Elephant Teble to deternine its
morale .ating.vcry time ir Bak.s ! morale
check (w "Mor.le check").

L CoDDadr A unit is in commaDd reladve
ro a pa.ticula. leader *hen it is €ith€rwirhin
that lead€r's Eft cdv€tr€$ Radius or in fte
same hex vith that leadei Nore thar aunir
wiU gene.aUy b. in colmald of th.leader ro
which th.t unit is.ubordinat., but thar rhis
is nor necssarily rue (see also "Subordinare
Uf,it" and "Effectiveness Radius.")

Iridd Sfergr,li A unit's combat streDgrh
(mesued in Str.ngh Points) at rhc stan of
rhe game; this valu. is print.d on the coutrrer
r.presDtins th. unit (* sample udiB)- Se€
also "Cunent Stengthl'

Morele C,lecLr A game tunction perloimed
by a pl.yer wh.ncver sooethirg happens
(usually casualti.!) that brings into question
the lelative valuc ofdisretion and valol As a
r$ult ofan unsuccc$tul moral. chcck, a unit

Monle Radng: Th. ,lmetical rating ofeach

cobbar unit's ability to withsrand rhe psy-
chological efteds of battle. The rumbeb
ranse from 6 (best)ro 2 (worst). This rltins
is lefered to whcnever a player is requi.ed to
check a Dit's moEle. Uni$ *irh a morale
raring of"?" arc green regimeirs Gee "Greei
Regihent').

Movenent Allowatce: The \otal Movement
PoinB thar a unit or lead€r has available for
use in the owninS playels Mov.menr Phase.
Movement Allowances for each type ofunir
ere listed in $c .Ibraio Effects on Move
nelt Chafl t.19, lor of, rhe units themselvs
(see also "Moveinent PoioC').

Movenerr ?oirri Used by units and leadeb
to tuover also us.d by uni$ to change forma-
rion. The numb.r ofMovenenr Poinrs
needed ro cro$ ! hexside or entcr. her
depends upon rhe rerain ooscd or entered.

Xrlly -R,rirAi This is the number ofunits in
a b.isade command€r's Effectivencs Radius
vhich he en lally in a given Final Com-
mand Phase, in a.ldition ro any rhat ar. in
fte.me hex with him. Thus, if a b.igade
commaoder had a Rally Raring of2, he.ould
.ally rwo unns ofhh command which are
within his Effective!€$ Radius in addnion ro
any stacked with lhat brigade commalder
NOTE: Corys and divisioo commandeB
hav€ no Rally Rating ald may only nlly
units witb which they a.e stacked.

Sli.@isl Foreatjonj A special fomadon
us€d by some UDion dismounted cavalry
units and by Union sha.pshooter utrits.

Sragr'rg,4Eaj The variou. stagin8 a.eas are
numb€red ond rcpresent the areas through
which foops arive !nd/o. deploy before
tney enrer lne grm€ maP.

Subo.didrie Urn: A subordinat€ unir is one
which has thc n.me of a lcad.r or numeric
de.iBnation abbrcviated o. it. That unit is
conside.ed ro be subordinate to the specified
lelder (or succc$or). Also see "lr com-

apo, T/pei A lcne.{od€, such as "R" or
"H8", prinred on a reginedr or ardllery
bartery to show the specinc aeapon lhe unit
uses. Some cavalry regimenrs have two
weapon rypes, one used when mounted, rhe
orher when dbmounted.

[2.0I SETTING UP THE
GAME

[2,1] ASSEMBLING THE MAP

12.l ll The game map is composed ofth.e
s.parate 22" x 34" mapsheels, {hich, when
placed togerhe4 lorm the b€ttlefidd at Ger-
tysburg. A hexagolal grid is print€d on the
game map ro regulare movemelr aod locaioD
ofrhe playing picces add to calculare.ang.s
when mit. nre in combat. There are seveBl
difterenr types ofterair on the map,.U of
which are coveied io tbe Terain Key o! Ihe

INTRODUCTION
The TERRIBLESWIFTSWORD" Second
EditionGame is a regimental-levelsimula-
tion of the Battleof Gettysburg,July I-3,
1563. The game enablesthe playersto recre-
ate the encounterbetweenRobert E. Lee’s
Army ofNorthernVirginiaand George G.
Meade“sArmy of the Potomac.

The firsteditionoftheTERRIBLESWIFT
SWORD Game, publishedin l9'l6,spawned
an entireseriesof games, known collectively
as the GREAT BATTLESOF THE AMER-
ICAN CIVILWART" series.TSS Second
Editionupdatesthe battleof Gettysburgin
the GREATBATTLESsystem.
This is not a simple game; there are a great
numberof rules and conceptsthat will, at
first,be unfamiliarto many players.How-
ever, the flow of the game is relatively
smoothand most playerswill find that a
workingfamiliaritywith the ruleswill be
enoughto get the game started.It is thus
suggestedthat the playersfirst study the
Sequenceof Play (Section4.0} as it is the
backboneof the game. The Sequencewill
give the playersa prettygood idea of what
happensand in what order. The players
shouldthen set up one of the scenariosand
go throughthe rules as they push the
countersaround.Aftera few turnsofthis,
most playerswill be ready to pitch into the
battleproper.

[1.o] GLOSSARYOF TERMS
BrigadeCombatEffectiveness(BCE):A
measureof a brigade’sabililtyto functionat
full effectivenessin relationto casualties
suffered.

Columnor ln Column:One of three forma-
tionspossiblefor infantryunits to adopt. It
enablesunits to move more rapidlyalong
roads at some cost in combatability.See also
“Line”and “SkirmishFormation".

CommandPointsRating:A numberbased
on the abilityofa divisioncommander.Each
divisioncommanderhas a numberofCom-
mand Pointsavailableeach Game-Turn.
CommandPointsare used to increasethe
EffectivenessRadiusofbrigadecommanders
subordinateto the divisioncommander.One
point is ezitpendedfor each heir added to the
EffectivenessRadiusofa brigadecom-
mander.Thus, a commanderwith a totalof
two CommandPointscould increasethe
EffectivenessRadiusof one brigadecom-
manderby two, or two brigadecommanders
by one.

Corps IntegrityRadius:A numericalrating
ofeach Corps Commanderrepresentingthe
range in heitesover whichthat CorpsCom-
mandermay commandhis subordinateDivi-
sional Commanders.Differentrules apply to
Confederateand Unioncommanders;see
section 1'l.i].

CurrentStrength:A unit'scombatstrength

(measuredin StrengthPoints)may be
reducedduringplay when the unit suffers
losses.Such lossesdecreasethe combat abil-
ity of the unit; each imit’scurrentstrengthis
thereforekept trackofby using a numbered
marker(see also “InitialStrength“).

CurrentStrengthMultiplier:A numberby
which a unit’scurrentstrengthis multiplied
to reflect the effectsof range (the distance
betweenthe firingunit and the target)on
fire.

DivisonalIntegrityRadius:A numerical
ratingofeach divisioncommanderwhich
representsthe range in heitesover which that
divisioncommandermay commandhis sub-
ordinatebrigadecommanders.As long as a
brigadecommanderis withinhis division
commander’sradiusin the InitialCommand
Phase, he may move freelyin the subsequent
MovementPhase.
EffectivenessRadius:A ratingwhichmea-
sures the relativeabilityofeach brigade
commanderto controlhis troops.The Effec-
tivenessRadius is given in termsof heites;
the higherthe number,the greaterthe dis-
tance over which that brigadecommander
can effectivelycontrolhis troops.Note that
divisioncommandershave no Effectiveness
Radius;see also “DivisionalIntegrity
Radius”and “CommandPointsRating."
Enemy(see also “Friendly”):Term used to
distinguishthe unitsand actionsofone
playerfrom those ofan opposingplayer
when bothplayersare mentionedin the
contextof the same rule.

Friendly(see also “Enetny“):Term usually

combatunit‘s abilityto withstandthe psy-
chologicaleffectsofbattle. The numbers
range from ti (best) to 2 (worst).This rating
is referredto whenevera player is requiredto
check a imit'smorale.Units with a morale
ratingof“?"are green regiments{see “Green
Regiment“).
MovementAllowance:The total Movement
Pointsthat a unit or leader has availablefor
use in the owningplayer’sMovementPhase.
MovementAllowancesfor each type ofunit
are listed in the TerrainEffectson Move-
ment Chart 5.19, not on the units themselves
(see also “MovementPoint").

MovementPoint:Used by unitsand leaders
to move, also used by units to change forma-
tion. The numberof MovementPoints
neededto cross a heitsideor enter a hes
dependsupon the terraincrossedor entered.
RallyRating:This is the numberofunitsin
a brigadecommander’sEffectivenessRadius
whichhe can rally in a given Final Com-
mand Phase, in additionto any that are in
the same heir with him. Thus, ifa brigade
commanderhad a RallyRatingof 2, he could
rally two unitsof his commandwhichare
withinhis EffectivenessRadius in additionto
any stackedwith that brigadecommander.
NOTE: Corps and divisioncommanders
have no Rally Ratingand may only rally
unitswithwhich they are stacked.
SkirmishFormation:A special formation
used by some Union dismountedcavalry
unitsand by Union sharpshooterunits.

StagingArea:The variousstagingareas are
numberedand representthe areas through

used to distinguishthe unitsor actionsofone which troopsarrive andlordeploybefore
playerfrom an opposingplayerwhen the
FriendlyPlayer is the PhasingPlayeror
when both playerscan act in a single Phase
(see also section4.0, Sequenceof Play).

they enter the game map.

SubordinateUnit:A subordinateunit is one
which has the name of a leaderor numeric
designationabbreviatedon it. That unit is

Green Regiment:A regimentwith a “?“ consideredto be subordinateto the specified
morale rating.A green regimentmust use the leader(or successor).Also see “In Com-
Seeing the ElephantTable to determineits
morale ratingevery time it makes a morale
check (see “MoraleCheck”).
In Command:A unit is in commandrelative
to a particularleaderwhen it is eitherwithin
that leader'sEffectivenessRadiusor in the
same heir with that leader.Note that a unit
will generallybe in commandofthe leaderto
which that unit is subordinate,but that this
is not necessarilytrue (see also “Subordinate
Unit"and “EffectivenessRadius")
InitialStrength:A unit’scombatstrength
(measuredin StrengthPoints)at the start of

mand.”

Weapon Type:A letter-code,such as “R” or
“HB",printedon a regimentor artillery
batteryto show the specificweapon the unit
uses. Some cavalryregimentshave two
weapon types,one used when mounted,the
otherwhen dismounted.

[2.0] SETTINGUP THE
GAME
[2.1]ASSEMBLIHGTHE MAP‘

the game;this value is printedon the counter [1,1]The game map 15 mmpnscdunmet
representmgthe unit (see sampleunits).See . ..
also “CurrentStrength."
MoraleCheck:A game functionperformed

separate22 it 3-'-l mapsheets,which,when
placedtogether,form the battlefieldat Get-
tysburg.A hexagonalgrid is printedon the

by a playerwheneversomethinghappens game map to regulatemovementand location
(usuallycasualties)that brings into question of the P13-YingPl¢¢¢5 H115 iv C1110-lliilflFHIIEEE
the relativevalueofdiscretionand valor. As a when lmila life lfl Eo1'11lIt=1l-Thctcaft: Several
resultofan unsuccessfiilmoralecheck,a unit differenttypesof terrainon the maps all Bf
may rout.

MoraleRating:The numericalratingofeach

3

whichare coveredin the TerrainKey on the
game map.



[2-12]The rbree mep secrioos.re idenrified
by l.tt.!: A, B, or C. Scdion A b in th.
upp.. l€ll; Sedion B, in rhe upper righr; and
Section q th€ botrom. Hexes for placehent
in the Scenaris are p.ef8ed by a lerrc. to
identify which oap s.crion the hex is on.

[2. I ]l The rhrce mp s.criols have bc.n
designed so rhar rhey ov..lap each orh.r
when placed rogerhe.. The borrom ofMap B
overlaps thc top of Map A, while thc lcfr
€dge of Map C ovcrleps the right edgc of
borh Maps A aod B. Simply dote th. corr.cr
dir.crion of.ach nap s.ction &d narch the
temin in the overlapping h*es. A quick
glanc€ wiU rell you whcrhe. the map sediof,s
a.e align.d properly. Nore rhar M.p C does
not run the tull l.ngrh ofthe oth.r rwo oaps.

[2.l4lThe m.p scale used is I inch - 190
yard$ at this scale, onc hexason (hex) mea.
sures approximarely I 20 ,?rds across.

I2.2] SORTING COUNTERS

Son Ih. unit counters inro rheir corps com-
ponents for the Union and th€ir divisional
command for th€ Confcde.acn This wiu
make it casy for play.B ro briog reinforce-
ment units idto play ar rb. .pprcp.iare time.
The unir coure^ ar. disringuishcd by colo!;
each unir in a Urion corps o. CoDf.d.r.re
division us€s the sam. co.ps or divisional

t2.31 PI-.ACrNC UNITS

[2.]llS€t up units in their approp.iar. hdes,
accordine tothe sccf,.rio set,up listings.
Whcn units a.e stacked in a hex, rhe owning
player stlcks them in thc order he wishcs. A
un.qn be ser up wirh .ny facidg th. own-
ing playd ch()l)s, bur.ll dits stact.d in a
bq musr have the sam. facing.

[2.32llfthe scenario lisrs urirs with casual-
ties takcn before the turn plsy begins, place
marleB on rhe uniri ro show rheir onent
st eogths and Dark the strenFh poinrs o.
guDs lGt oo the applopriate O.de. of Ba(le

[2.33] Ifrhe scenaiio lists breasrwo.ks in use,
*t up rhe markers in the lppropriaE h€xes
*ith th. oDpleled sidcs showing- Pllycrs
bust ply caretul arrenrion ro rh. facing of

[2.4] ROSTERS AND TRACKS

t2.4llSet the DAY snd HOUR na.kcis on
thc Tu.n Tract according ro rhe sraflins rime

t2.42lRecord th€ ammunition l€vels ofrhe
w88ons and trains uscd in ihe scenarioj rhis
idform.tior is found in cases ll-27 and

[3.0] GAME EQUIPMENT

lt.u GAtltE cItARTs AND TABLES
Various chans and hbl.s are p.ovidcd oith

th. Bame- Ths. handle cenain ga|ne tunc-
tionq thcy &e included ir rhe tuI.s.

13.21 THE PLAYTNG PTECFS

Th.re are rhree typcs ofcounreB in th€
gamcJ combat counters (called unirs), leaden,
and mark€6. Comb.r mirs include infrnhy
rcgimcnts, evalry redDors, supply wasons,
and artillery ba(erica. The.e arc four kinds
of l.ader count€$: brisade commanders,
.livision commlnders, coips com6.nde.s,
and army comm.n.lcrs. Tt€rc ar. s.veral
types ofhark B (see SunEary of MarLer
Tvpet.

ll.2llCombat Units. Each itrfanty or cav
.lry unit is a r€gimcnr or batraliod ofl00 ro
ll00 ben. Each artiucry bit is a batrery of
2 rc 6 gus. E.ch st.cf,Fb poim rcpr.s.lrs
od. gun or approxiinaEly 100 inf.nry or

[3.22]Strensth Markers. when a unit's
Combsr Strength is r.duccd by clsualri€s, a
Strcngth Marker is placed udcr rh. unir ro
reprcs.nr rhar lnirt Cmdr Srr€n$h. Ths,
if3 rcgiment with a lniri.l Srr.ngth of4
takes s 1 Srrength Poinr los, plscc a 3
strenglh msrker under theunit. ! hen a
battery takes a lo$ caused by eDemy lrrillery
fir., rhe nub€r ofguns is reduced by pl.c-
iDg . srrngth malk.r under rhe b.tt.ry in
th€ same manner as an infanrry or cavalry

[3.23lUnir Desisn.tioos. The d.sisn.rion of
a unit is the hisroriel nde or milirary desig-
n.rior ofthat uir or leader

[3.24]Weapof, Typ€. A u t\ wcapon t}"e
.ctcB ro the type of lrmmenr rhat unir had
in the battle. Weapod type affecrs the Fire
Comb.r Strcngih ofthe u rvhcn it engages
in Fir. Combat. Thc lett€r o! rh. coure. it
an.bb.eviation for rh. wepod rypc wirh
which ftat unit is aimed. The .bbreviarioos
are summarized and th€ efl€cts of .ange on
tbal welpoD a.e.lisplay€d on rh. Renge
Effects Cban (9.25).

lr.3l T.EA.DER RAN(S

13.3ll Union Rank Insisnia

Major cenerat * *

Bris.dier cerelal *
corona l!7
[3.32] Confederste Rank Insignia

cenqa'wIji}
coromr * * *
Th. CoDfedeEt. Army used thc same insig,
nia for aU g€n€El oficeG.

ARMY COMMANDER: Front

CORPS COMMANDER (USAI: Front

CORPS COMnIANDER (CSA): Frcnt

DMSION COM-MANDER: Fro

T;-l
t*"1
|--J
kl
T.;_]
lut f l

t-",J
l r - l l
t;r
t - ' l
t* l

I  w. l
t "* ' * l

t-,;_-l
I r " ; l
r.-;l
l r " ; l
f,* I
l -a"31
t;;-]
| --": I
j-;t

lE1
f;r
L'{J

BRICADE LEADER: Fronr

BRIGADE LEADERT Back

SUMMARI OF CO]!iBAT UNTT TYPES

COMBAT UNITS: Fronr

(--"i

[2. I2] The three map sectionsare identified
by letter:A, B, or C. SectionA is in the
upper left; Section B, in the upper right;and
SectionC, the bottom.Heites for placement
in the Scenariosare prefntedby a letter to
identifywhich map sectionthe heir is on.

[2. 1 3] The three map sectionshave been
designedso that they overlapeach other
when placed together.The bottomofMap B
overlapsthe top ofMap A, while the left
edge of Map C overlapsthe rightedge of
both Maps A and B. Simplynote the correct
directionofeach map sectionand match the
terrainin the overlappingheites.A quick
glance will tell you whetherthe map sections
are alignedproperly.Note that Map C does
not run the fllll lengthof the other two maps.

[2.l-4]The map scale used is 1 inch = 190
yards; at this scale, one hexagon(heir)mea-
sures approximately120 yards across.

[2.2]SORTINGCOUNTERS

Sort the unit cotuitersinto theircorps com-
ponentsfor the Union and theirdivisional
commandfor the Confederacy.This will
mal-te it easy for playersto bringreinforce-
ment units into play at the appropriatetime.
The unit countersare distinguishedby color;
each unit in a Unioncorps or Confederate
divisionuses the same corps or divisional
color.
12.3] PLACINGUNITS
[2.3l]Set up units in theirappropriateheites,
accordingto the scenarioset-up listings.
When unitsare stacked in a hes, the owning
playerstacksthem in the order he wishes. A
unit can be set up with any facingthe own-
ing playerchooses,but all imitsstackedin a
heir must have the same facing.
[2.32]If the scenariolistsunitswith casual-
ties taken before the turn play begins,place
marlterson the units to show theircurrent
strengthsand mark the strengthpointsor
guns lost on the appropriateOrderof Battle
Roster.

[2.33] If the scenariolists breastworksin use,
set up the markersin the appropriateheites
with the completedsides showing.Players
must pay carefiilattentionto the facingof
the markers.

[2.-i] RosrnnsAND TRACKS
[2.4l]Set the DAY and HOUR markerson
the Turn Trackaccordingto the startingtime
of the scenario.
[242]Recordthe ammunitionlevelsof the
wagonsand trainsused in the scenario;this
informationis found in cases 11.27 and
l l.3'l,respectively.

[3.0] GAME EQUIPMENT
[3,1] GAME CHARTSAND TABLES

‘ilariouschartsand tablesare providedwith

the game. These handlecertaingame flinc-
tions; they are includedin the rules.
13.2] Tl-IE PLAYINGPIECES
There are three typesof countersin the
game, combat counters(calledunits),leaders,
and markers.Combatunits includeinfantry
regiments,cavalryregiments,supplywagons,
and artillerybatteries.Thereare four kinds
of leadercounters:brigadecommanders,
divisioncommanders,corps commanders,
and army commanders.Thereare several
typesof markers(see SummaryofMarker
Types).

[$.21]CombatUnits. Each infantryor cav-
alry unit is a regimentor battalionof 100 to
1100 men. Each artilleryunit is a batteryof
2 to 6 guns. Each strengthpoint represents
one gun or approximately100 infantryor
cavalrytroops.
[3.22]StrengthMarkers.When a unit‘s
Combat Strengthis reducedby casualties,a
StrengthMarkeris placedunder the unit to
representthat unit’sCurrentStrength.Thus,
ifa regimentwith a InitialStrengthof4
takes a 1 StrengthPoint loss, place a 3
strengthmarkerunder the unit. When a
batterytakes a loss causedby enemy artillery
fire, the numberofguns is reducedby plac-
ing a strengthmarkerunder the batteryin
the same manneras an infantryor cavalry
unit.
[3.23]Unit Designations.The designationof
a unit is the historicalname or militarydesig-
nationofthat unit or leader.

[3.24]WeaponType. A unit’sweapon type
refers to the type ofarmamentthat unit had
in the battle.Weapon type affectsthe Fire
Combat Strengthof the unitwhen it engages
in Fire Combat.The letteron the counteris
an abbreviationfor the weapon type with
which that unit is armed.The abbreviations
are summarizedand the effectsof range on
that weapon are displayedon the Range
EffectsChart (9.25).

[3.3] LEADERRANKS

[3.31]UnionRank Insignia
MajorGeneral * ‘k
BrigadierGeneral *

ColonelY
[3.32]ConfederateRank Insignia
General
Colonel * * *

The ConfederateArmy used the same insig-
nia for all generalofficers.

COMBATUNITS:Front
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[4.0] SEQUENCE OF PLIIY
GENERAL RULE

The plsy offte g.me is org.lized inro came
Twns. Each GamFTurn is divid€d inro two
Plays-Turns. Du.iDg his PlayerTum, €ach
play€r mov€s his unns ond then.esolves
conbat in scqu€dce. At the conclusiod ofthe
fmal Gam.-Turn) th. Victory Condiiions ar€
conslied and a winnc. is d€clar€d.

GAME,TURN OUTLINE

Each Gane-TUrn i! divid€d into a Fi.sr
Pl.yeFTurn and a SftoDd PlsyeFTum. Th.
player whoc Playe.Turn is oFendy ir
progr€$ is th. PhAinS Phyer The S.quene
of Play must b€ .xcored in rhe followilg

l. Ft6t PlayGFTum

A. Iritial Commeld Pbe.

A1. Ifih€ Union player is rh€ Phasiog
Player, he chccts his divison conmanden ro
s€€ ifrhey.rc wirhin the Corps lot€griry
Radius ofthcir r.spective corps co6eaod€6;
division commlndcG who are nor are our of
command. The Conf€dciare Phyer is dempr
from this requhement.
42. The Ph.sing Playc. ch€cks rhe Divi-
sional Intctrity Radius of his division com-
mande.s to d.r.rdin€ ehich b.igade
command.rs ar. in conmsnd. Division
commlndcrs c.n sp€nd Command PoiDrs ro
incrs* the Eftcctiveness Radrus ofsubordi-
nat. brisd. .omm.ndc6. The Phasing
Play.r thcn chsks rh. Effecrivedess Radii of
all his brigad. commandc^ ro F wherher
Ib. units within c.ch brigadc co@andefs
conlnand en mov. snd firc.
43. The Phasitrg Plsycr csn auach and
det.ch b.ig.des which a.c wnhin rhe Divi
sioDal Int.grity Radius ofth€ir division

B. Ofi.lstv. Anllery Bomba.dm.lt
Phas.. Thc Phasing Playe. can conducr Fi.e
Combat \rirh any of his srrillery uniis ihat
a.e capable of firing at any ofrhe non- Phas-
ing Player's a.tillcry units, wiihin rhe roles
for Fire Combat (sce *ction 9.0), Stackins
(see case Ll4I and Ov.Bhoor (see ese 15.6).

C. Dcf.BivG CoutcFBatt.ry Fii!
Ph.8.. Th. non-Phasif,t Playe. d conducr
Fne Combai {,ith any ofhis aniuery uirs
that a!€ opabl. of firing .t dy oflbe Phasing
Playels anill.ry uDirs rhat tued in B. above,
dd only at those unirs, wirhin rhe nd6 for
Fne Comb.r, St.ckin& and Ov.Bhmr-

D. Moe.o.rt Ph..G. Th. Phasing Playe.
moves !ll, some, or nonc ofhis unils a. he
d€sires.nd cln bring .einfolcerneD$ onro rhe
lnap, as derermincd by th€ Reinfo.cemenr
Schedule. Th. non-Phasing Playe.'s uDirs
cannot nov€ during rhis Phase, but they may
conduct Wirhdrawal Fire (s.e c.se l0.r),

E. D.f.$tvc Flrc Phd., The non- Phasins
Plarr can conduct Fir€ Conbar wirh my of
his uf,irs rb.r a.€ c.pable offiring ar any of
the Phssing Play.as units, wirhi! rh€ provi-

sions dd resfi€tions of Firc Crmbar (Fe
sErion 9.0). Ncither player ca! movc his birs
dudng ftis PhaF, cxcept as a result ofcom-

F. Ofier3iv. Firc Phale, The Phasing
Phyer can conduct Fne Combat Gee Phas€ E).

G, Rctrc.t Bcfore M.leG Phase.
Gl. The Phasing Player annoulces his melee
attacks for rhe Melee Phase Gee case
t2.27 A).
G2. The non-Phasing Player then has rhe
opiiotr ro r€rret cligiblc urirs rhar are in rhe
Zone ofCort.ol ofEnemy uni6, thus avoid-
ilg neleGee cases 12.2?8 and l2.E). The
reireatins units undergo withdrawal fft and
.et.eat one or lwo h.xcs; the owning player
mus oll fo! po$ibl. rour ar rhe end of the
rereat, {hcth.r or nor a asuaky hls been
suffercd as a rcsult of wirhdlawal fire.
G3. The Phasing Player can advanc€ eligible
unirs inro fte v.carcd hex.
Il. MGl.. Ph$e. Phasing infalry and
caval.y units which begin ftis Phase adiacenr
to enemy units can now .ttempr ro iniriai€
Melee Combat lnd enter rhe hex occupied by
rhat enemy unit(s)ro engag€ iD melee combar
(see secdon 12.0). The melee combat is
resolved and rel.eai an.l casuahy lesulB are
appli.d as a resuh ofthc Dehe comb.t.
I. Ammulitioo RBupply Phase. The
Phasing Play.r can r.supply €ligible units
that a.e our ofammunnioD (s.e secrion ll.0).

J. R.uy Pha3..

Jl. The Phasing Player renoves Pin narkers

J2. The Phaling Pl.yer can rally his roured
uot$ which a.e srackcd with leldeB o. in rh€
Effectiveness Radius of their brigade cod-
mander (s€€ case lr.5).
J3. The Ph..ing Player rolls a die for each of
his roured tun crewsj wagon crews, and
independ€nt units to dcreimine whether or
nor rh€y rally (see case 13.54).
K. Ftnal Command Phase,
K1. Friendly ledcrs that have b€eo killed
are rephced and lcade. promotion is p.r
folmed iff,ec.sssry (sce cases 17.? aod 17.8).
K2. UncreP.d supply wagons c.n be
.ecrew.d (s€€ case I Ll7).

2. S.con.l PlaycFTum,

The second play.r bccom€s the Pb6iDg
Player aDd p!@ccds ro follow $e Player
Sequence, Steps A 6rough K, as described

l. Gamc-Tum R.co.d lmcrph.sc.

Advance the Game.Turn Markc. otr. space
on the Glme-Turn Rccord Track to mark rhe
pasage ofone G!m.-TurD. Note ftar some
niSht turnr cover dorc tiDe rhan usual.

4. Straggle! Rccovcry and BCE A.llu.t-
m.trt Int.rph.s.. (Cmnd Bltrle Scenafio

This interphae o.dB lfter the 0300'Iim on
both July 2 andJuly 3. (See Fctions 24.0 and
25.0).

' DAY

I l 'F'I. l-
uni“ 3 C.Ivllr]. 'di lt irrnislier 3if ... if ...

‘ l l1'-‘ i ,.I l
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‘Useofinfantrysilhouetteson arti l lerycrew markersis an error.
Trent thesetrult ltetsas arti l lerycrews for all purposes-

[-4.0] SEQUENCEOF PLAY
GENERALRULE
The play of the game is organizedinto Game-
Turns. Each Game-Turnis dividedinto two
Player-Turns.Duringhis Player-Turn,each
playermoves his units and then resolves
combat in sequence.At the conclusionofthe
final Game-Turn,the VictoryConditionsare
consultedand a winneris declared.
GAME-TURNOUTLINE
Each Game-Turnis dividedinto a First
Player-Turnand a SecondPlayer-Turn.The
playerwhose Player-Turnis currentlyin
progressis the PhasingPlayer.The Sequence
of Play must be executedin the following
order.
1. FirstPlayer-Turn
A. InitialCommandPhase.
Al. Ifthe Union player is the Phasing
Player,he checks his divisoncommandersto
see if they are withinthe Corps Integrity
Radiusof their respectivecorps commanders;
divisioncommanderswho are not are out of
command.The ConfederatePlayeris exempt
from this requirement.
A2. The PhasingPlayerchecksthe Divi-
sional IntegrityRadiusof his divisioncom-
mandersto determinewhich brigade
commandersare in command.Division
commanderscan spend CommandPointsto
increasethe EffectivenessRadiusofsubordi-
nate brigadecommanders.The Phasing
Playerthen checksthe EffectivenessRadiiof
all his brigadecommandersto see whether
the unitswithineach brigadecommander’s
commandcan move and fire.
A3. The PhasingPlayercan attachand
detachbrigadeswhichare withinthe Divi-
sional IntegrityRadiusof theirdivision
commander.
B. OffensiveArtilleryBombardment
Phase.The PhasingPlayercan conductFire
Combatwith any of his artilleryunits that
are capableoffiringat any of the non- Phas-
ing P1ayer’sartilleryunits,withinthe rules
for Fire Combat (see section9.0), Stacking
(see case 8.14), and Overshoot(see case 15.6).
C. DefensiveCounter-BatteryFire
Phase.The non-PhasingPlayercan conduct
Fire Combatwith any ofhis artilleryunits
that are capableof firingat arty ofthe Phasing
Player’sartilleryunits that fired in B. above,
and only at those units,withinthe rules for
Fire Combat,Stacking,and Overshoot.
D. MovementPhase.The PhasingPlayer
movesall, some, or none of his unitsas he
desiresand can bring reinforcementsonto the
map, as determinedby the Reinforcement
Schedule.The non-PhasingPlayer’sunits
cannotmove duringthis Phase,but they may
conductWithdrawalFire (see case 10.1),
when appropriate.
E. DefensiveFire Phase.The non- Phasing
Playercan conductFire Combatwith any of
his units that are capableof firingat any of
the PhasingPlayer'sunits,withinthe provi-
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sions and restrictionsof Fire Combat(see
section9.0). Neitherplayercan move his units
duringthis Phase,exceptas a resultofcom-
bat.
F. OffensiveFire Phase. The Phasing
Playercan conductFire Combat(see Phase E)
G. RetreatBeforeMelee Phase.
G 1. The PhasingPlayerannounceshis melee
attacksfor the Melee Phase (see case
12.2'lA).
G2. The non-PhasingPlayerthen has the
option to retreateligibleunits that are in the
Zone ofControlofEnemyunits, thus avoid-
ing melee (see cases 12.2'lBand 12.3). The
retreatingunitsundergowithdrawalfire and
retreatone or two hexes; the owningplayer
must roll for possiblerout at the end of the
retreat,whetheror not a casualtyhas been
sufferedas a resultof withdrawalfire.
G3. The PhasingPlayer can advanceeligible
units into the vacatedhex.
H. Melee Phase. Phasinginfantryand
cavalryunits which begin this Phase adjacent
to enemy units can now attemptto initiate
Melee Combatand enter the hex occupied]by
that enemy unit(s)to engage in melee combat
(see section 12.0). The melee combat is
resolvedand retreatand casualtyresultsare
appliedas a resultofthe melee combat.
I. AmmunitionResupplyPhase.The
PhasingPlayercan resupplyeligibleunits
that are out ofammunition(see section 11.0}.
J. RallyPhase.
J1. The PhasingPlayerremovesPin markers
from his units.
J2. The PhasingPlayercan rallyhis routed
unitswhichare stackedwith leadersor in the
EffectivenessRadiusof theirbrigadecom-
mander(see case 13.5).
J3. The PhasingPlayerrolls a die for each of
his routedgun crews, wagon crews, and
independentunits to determinewhetheror
not they rally (see case 13.54].
K. FinalCommandPhase.
K1. Friendlyleaders that have been killed
are replacedand leaderpromotionis per-
formed if necessary(see cases l'l.T and 1'l.S}.
K2. Uncrewedsupplywagonscan be
recrewed(see case I 1. I7).
2. SecondPlayer-Turn.
The second playerbecomesthe Phasing
Playerand proceedsto followthe Player
Sequence,Steps A throughK, as described
above.
3. Game-TurnRecordlnterphase.
Advancethe Game-TurnMarkerone space
on the Game-TurnRecordTrack to mark the
passageof one Game-Turn.Note that some
night turns cover more time than usual.
4. StragglerRecoveryand BCE Adil.lst-
ment Interphase.{Grand BattleScenario
only).
This interphaseoccursafter the 0300 Turn on
bothJuly 2 and July 3. (See sections24.0 and
25.0).



[5.0] MOVEMENT
GENEML RULE

Each ryp. of ulir and l.rdcr in th€ same has
a Movcmctrt AuowlDc. which is lBt.d on the
T.rriiD Efr.cts on Mov€ment Chan (5.19).
Thc nudbcr listed for cich unir rt?. is th.
number ofMoeem.nt Points th. unit or
l..d.r c.n sp.nd in a singlc Mov.mcnt
Ph4. MoviDg froo on. hd to doth.r
rcqui!.s a sp€cific nurdbcr of nov.deor
poin$, detelrincd by the l.rain c.o$ed or
.nrcr.d; rc.Ein c6rs in mov.mcnt pointr are
.ls on ch.n 5.19. Elch pbyd movcs his
unns durinE th€ Mov€h€Dt Phase of his
Phy.FTurn.

PROCEDURE

Units c.n b. hov.d on. at . tim., o. in
st.cks, hq-by-hcx, in any di.ccrion or ombi-
Dstiotr ofdir.cdons th. hoving play.r
ch@s.s. Th€ Movch€Dr Phasc.nds wbeo
rh. phy€r announces rh he has finish€d

CASES

15.TI MOVEMENT CONDITIONS AND
PROHIBITIONS

[5.I l] During its Movem€nt Phas. each urir
cln move 4 far as irs mov.mcnt .uo$ance
p.mn!. A uir c.nnot dcc.d iG movcmem
ellowna, although ir can hovc lN ths its
tnov.tn allo*uce. A unn is ns. forced ro
irov. duriig ns Movemc Pb.r$. Utrus.d
md.h. poitrts (:mor b. srrd for $b6e
qu.nr GaseTurru o! tran fd.d frcm uir ro

[5.12]Thc nudb.r ofmov.m.nt poiDts a
unit must sp.nd ro enlcr a hex d.p.nds oD
th. r]?c oft.rrain in rhc h.x and rh. forma-
tion rhe unit b in. Thc mov.mcnt point cost
ro cntcr.ach rc(ain ryp. b list.d on rbc
T.min Effecrs on Movcm.nt Ch.n, t.19.

It.l3lMov.m.nt from hcx to hcx must be
.oDsccurivc; units c.nnor skip hcr.s.

[5.l4lA unit cannor mov. or r.f.et offthc
hsp. A unir which would bc forccd to retreat
oftrh. ftap is capNrcd by rh. Enemy player
(Exccption: s.. cli€ 22.5, Blocking Etrrlaf,c
Through Siaging Arcar,.nd sp€cific snalio

15.l5lA unn cannor €nrcr a h€x conlainitrs
.n cn€my unir during thc Mo!.m.nt Pha$
(Ex.cptiof,: a fricndly unit.an.nr.r an
.n.my'ocapi.d h€x ifrh€ only cnemy unirs
in rhc hd are abandoncd guns, uncr€wed
e.8ons, or ud6e\r.d tniot.

[5.16lUnits c.r mov. into rnd out of.nemy
2!n6 ofc.otlol (c Gtion 10.0), .lthoush
th.y may b. subid to Withdr.wal Firc (G
c:* | 0.1) wh.n rh.y do so.

[t. I 7l Firc Comb.r do.s nor tal. plae dur-
ing lbc Mov.m.nt Ph.s. unl.ss the noviag
pl.y.r'. unirs rritt.. withdEsal ftre or
Rcrr..t Fir. (!.. esB l0.l and 10.2).

[5.18] Rctc.rs condud.d durins.ny Phase
do nor rcquir€ rhe cxp€ndnurc of movemenr

points and arc not consid€rcd noroal nove.

[5. 19] Tcrr.h m.ca on Movcmcm
Ch.rt 1S.. Chafis and Tablcs)

[5.2I TIIOBOUGHFARES

l5.2llTh. thrc tyF3 or tho.ou8bfar6 on
rbe Mp.r. Pikca (rumpit.sl R@ds, sd
Tnils. Only infanrry iD colMn, mounr.d
evalry limbd.d fillcry w.goos, t.ains dd
ledc6 c.n b.n.nt from movcmctrt .long
thoroughfrrs. For ! unit to grin any bcnefir
froh mov.m.nt on iny ofrhese thorough-
fares, th. unir must b. in rhc applopriat.
formation Nnd it mu6t mo!. f.om ode tho.
oughlrc hd di.ccdy into sn djlcent, oD-
nected thoroutht E hcx through.
Ihoroushf,rc h.$id.. Unitswhich arc mov-
iDg on thoroushfircs isno.c, for Fov€oeor
purpos$ onlt, ary othcr tcrrain in thc he!.

15.221 Pik.s r.pr.$nr h.rd{urf.c.d, paved
rhorcughfarcs which wer. gen.Elly impcni-
ous ro w.arh.r conditions ard rh. codstatrt

15.231 Roads repr.senr w.lhravclcd hish'
ways that had . hard-packcd .li( su.face.
Bec.use ofrhc s.vc.al days' rlins preceding
the battle, lhqe r@& w.r. in gencraUy poor

[t.24lTraih rcprcacnr th. ncNo.t of coBtry
l.ncs dd parhs thrt inr.nvincd among rhc
fams lnd hou*s. Tr.il hd6 ar. irated d
Clor r.rnin for ftov.h..t purpos.

ls.3l ELEVATTONS

[5-]llCF.... vhcncvd teo .lcEriods a.e
contzincd within rhc *mc h.r, rhc hd is
conlidcrcd ro b..ntircly rt rhc low.r level.
Th. h.xsid.s thsr 3.ps.st. such a hq froF
aD adjac.nr hcx or hcxcr ar a higher elevadon
a.c crc't hcrsidcs. A unit pays desi move-
mcor cosrs only {,hcD cctuslly $osing a
oest heKid.. Thc cost to cros f.om.lower
elevadon to e highcr is diflrent from rhe
cosr ro cross from hirh.r ro low.i

It.l2l stc.p CF.r!. There a.e several
plac.s on rh. ftdp wh.r. ! rwolcv€l .l.vatioo
chang. o.clrs b.tv/ccn tg,o h.xcs. Th$e are
sreep fi.srs .n.l p.cs.nt 8rc.rcr dimo'lties in
mov.m.nt.nd comblr (*c c&s 5.19 ad
9.52).

[5-]31 Rtdg... A rids. hcxsidc repres.drs an
abtupt risc in.lcvation rot gr..t.noug! ro
consrirur. a dircr.nt tcrain l.v.l. A ridge is
20 fcct hi8h.. than thc clcvation of the teo
hdcs th.t form it. A unit rh.r Gopi6 a bq
rb.t 3ha.d r ridt. h.Kid. is.t ihc cl.vation

I5.4I GETTYSBURG

[5.4llUni$ on thoroushfa.B en move
through rown at th. tho.oughf... Erc ifrb.y
are itr rh. p!op.! fo.marion ro u* rholough-

[5.42)All infantry units and di66ou.ted
cavalry units in linc fomation can move only
onc hex p.r Thrn in aDy rown hcx wirhin

Ge(ysburg (i.€., h cosrs rhese units thci.
total movemenr allo*.nce to cntcr. town

15.431 Limb€rcd anill€ry udts car mov.
lbiough rh. town only on thoroughfarcs-
Thcy cer unlimbc. in cle. r.raiD rown
hd6, but in no oth.r tom h.x.s.

l5.a4l Supply eegons aod $.ins c.n molc
rhrough town only on tho.oughfa!.r.

F.5l RAILROADS

Finbhd and urfini3h€d railro.d hcxcs arc
rr.ar.d Es rr.il! for movem.nr purpos.s (sc.
cas. 5.24). Unirs musr be io th. propcr
foltnariotr to g.r a moveinctrt bcn.fir.

15.6I STREAMS, BRIDGES, AND
FORDS

15.6llTh.r. arc nvc strcsms oa th. map; lll
ofth.m arc crGsbl. ss per Chart 5.19,
cxc.F for Marsh Creek. Marsh C...t can br
crG.d only st bridges srd fords. All oth.r
h.xsid.s ofMa.sh Cr€€k a!€ inpassablei rhcy

[5.62]Brids.i ar. rreated as ifrh.y w€r.
pik.s. Inf.nry.rd dismount.d cavalry unns
in lin. formation c.nnot cros bridg.s
(Exc.prion: Durins 3 fii.ndly Mel.e PhN.,
one lDfanrry or dishount€d Cavalry unit can
nelcc across a bridg€ on Marsh Crcct).

[5.631A fo.d.nabl.s unns to closs en olh.r-
wis. imp.sbl. srlqllt h.xsid..

I5.4 SPECTAI TERRAIN

[5.7llTh. R:ilroad Cut. Runnins ju$ 
'onhof.nd p.nll.l toth. Ch.nbdsburg Pitc i3

an snaish.d rdlroad b.d ih.t ot3 dir.cdy
rhrouth th. hilly tcftin nonhw.sr ofthc
rown. Wh.r. the bed o$ rhrough rh. ridg.s
and cr.at.s mh-tnad. pa$es, rhc h.isi.lct
have bccn so mart.d (scc the Tc(rin Kcy).
No unit ofany typ. can ever cros. Railroad
Clt hcxsidc. The unfinish.d r.ihoad b.d caD
be uscd .s ifit *e.e a trail h.x fo. unirs in
column. Thc REihoad Cur also hls lddi
tioral special.ff.cts on combar ard Linc ot
Sight (sc€ case 9.74.{)-

[5.72lThe Sunk n Road. Thc Sunrcn Road
.uns southvcsr our ofG€(ysburgi rcii.in
p.oliariti.s m.d. ib. S!.tcn Rord into.
kind oftl.nch. Sunt.n Road h.x.s ar.
tretcd a normsl r@d hdd for Dov.m.nr
purpos.s; rh.y have no sp€cial mov.m.nr
cost or €ftc(. Th. Sunken Rod dca.[.cr
comb.t (s.. ch.n 9.56).

I5.8I MOVEMENI OF ROUTED AND
OUT OF COMMAI{D UNITS

l5.8llRout.d rnd out ofommand rcsim.nts
calf mov. odly oD. hq G€gsldlc$ of tcr..in
co{s) i! rh. fri.ndly Mov.m.nt Phr..
Thc.. uni$ cannot charSc formtion. Th.y
ennor cnrcr.ny.ncmy zon. of c-onrol
(h.!qft.r ZOC, s sdioD 10.0) or cnrcr !
h€x adjac.nt to an .n.my unit. Ifa routcd or
oui ofcommand unit begins th. fri.ndly
Movclncf,r Phase in aD.n.my ZOC, th.y
can nov. our ofth. zoc h€x but clnnot

[5.0] MOVEMENT
GENERAL RULE
Each type of unit and leader in the game has
a MovementAllowancewhich is listedon the
TerrainEffectson MovementChart ($.19).
The number listedfor each unit type is the
numberofMovementPoints the unit or
leadercan spend in a singleMovement
Phase. Movingfrom one hex to another
requiresa specificnumberofmovement
points,determinedby the terraincrossedor
entered;terraincosts in movementpointsare
also on chart 5.19. Each playermoves his
unitsduringthe MovementPhase of his
Player-Turn.
PROCEDURE
Unitscan be moved one at a time,or in
stacks,hex-by-hex,in any directionor combi-
nationofdirectionsthe movingplayer
chooses.The MovementPhase ends when
the playerannouncesthat he has finished
movinghis units.

CASES
[5-1]MOVEMENTCONDITIONSAND
PROHIBITIONS
[$.11]Duringits MovementPhase each unit
can move as far as its movementallowance
p-ennits.A unit cannotexceed its movement
allowance,althoughit can move less than its
movementallowance.A unit is never forcedto
move duringits MovementPhase. Unused
movementpointscannotbe saved for subse-
quent Game-Turnsor transferredfrom unit to
l.1I'11l.

[$.12]The numberofmovementpointsa
unit must spend to enter a hex dependson
the typeofterrainin the hex and the forma-
tion the unit is in. The movementpointcost
to entereach terraintype is listedon the
TerrainEffectson MovementChart, 5.19.

[$.13]Movementfrom hex to hex must be
consecutive;units cannotskip hexes.
[5.14]A unit cannotmove or retreatoffthe
map. A unit whichwouldbe forcedto retreat
offthe map is capturedby the Enemy player.
(Exception:see case 22.5, BlockingEntrance
ThroughStagingAreas,and specificscenario
exceptions).

[$.15]A unit cannotenter a hex containing
an enemy unit duringthe MovementPhase
(Exception:a friendlyunit can enteran
enemy-occupiedhex if the only enemy units
in the hex are abandonedguns, uncrewed
wagons,or uncrewedtrains).
[$.16]Unitscan move into and out ofenemy
ZonesofControl(see section 10.0),although
they may be subiectto WithdrawalFire (see
case 10.1)when they do so.
[$.17]Fire Combatdoes not take place dur-
ing the MovementPhase unlessthe moving
player’sunits triggerwithdrawalfire or
RetreatFire (see cases 10.1 and 10.2).
[$.13]Retreatsconductedduringany Phase
do not requirethe expenditureof movement

points and are not considerednormalmove-
11'lEl' l I.

[$.19]TerrainEffectson Movement
Chart(See Chartsand Tables)
[5.2]THOROUGHFARES
[$.21]The three typesof thoroughfareson
the map are Pikes (turnpikes),Roads,and
Trails.Only infantryin column,mounted
cavalry,limberedartillery,wagons,trainsand
leaderscan benefit from movementalong
thoroughfares.For a unit to gain any benefit
from movementon any of these thorough-
fares, the unit must be in the appropriate
formationand it must move from one thor-
oughfarehex directlyinto an adjacent,con-
nectedthoroughfarehex througha
thoroughfarehexside.Unitswhichare mov-
ing on thoroughfaresignore, for movement
purposesonly, any other terrainin the hex.
[$.22]Pikes representhard-surfaced,paved
thoroughfareswhich were generallyimpervi-
ous to weatherconditionsand the constant
march ofarmies.
[$.23]Roads representwell-traveledhigh-
ways that had a hard-Packeddirt surface.
Becauseof the severaldays’ rains preceding
the battle,these roads were in generallypoor
condition.
[$.24]Trailsrepresentthe networkofcountry
lanes and paths that intertwinedamong the
farmsand houses. Trail hexes are treatedas
Clear terrainfor movementpurposes.
15.3] ELEVATIONS
[$.31]Crests.Whenevertwo elevationsare
containedwithinthe same hex, the hex is
consideredto be entirelyat the lower level.
The hexsidesthat separatesuch a hex from
an adjacenthex or hexes at a higherelevation
are crest hexsides.A unit pays crest move-
ment costs only when actuallycrossinga
crest hexside.The cost to cross from a lower
elevationto a higher is differentfrom the
cost to cross from higherto lower.

[£5.32]Steep Crests.Thereare several
placeson the map where a two-levelelevation
changeoccursbetweentwo hexes.These are
steep crestsand presentgreaterdifficultiesin
movementand combat (see cases 5.19 and
9.52).

[$.33]Ridges.A ridge hexside representsan
abrupt rise in elevationnot great enough to
constitutea differentterrainlevel. A ridge is
20 feet higher than the elevationof the two
hexes that form it. A unit that occupiesa hex
that sharesa ridge hexsideis at the elevation
of the ridge.
[s.4] GETTYSBURG
[$.41]Unitson thoroughfarescan move
throughtown at the thoroughfarerate ifthey
are in the proper formationto use thorough-
fares.

[$.42]All infantryunits and dismounted
cavalryunits in line formationcan move only
one hex per Thrn in any town hex within

ti

Gettysburg(l.e., it costs these units their
total movementallowanceto enter a town
hex).

[$.43] Limberedartilleryunits can move
throughthe town only on thoroughfares.
Theycan unlimh-erin clear terraintown
hexes,but in no other town hexes.

[$.44]Supplywagonsand trainscan move
throughtown only on thoroughfares.
[s.s] nnunonns
Finishedand unfinishedrailroadhexes are
treatedas trailsfor movementpurposes{see
case 5.24). Unitsmust be in the proper
formationto get a movementbenefit.
[s.s] srnaasts,nntnons,arm
Forms
[$.61]There are five streamson the map; all
of them are crossableas per Chart 5.19,
except for MarshCreek. MarshCreel:can be
crossedonly at bridgesand fords. All other
hexsidesofMarshCreekare impassable;they
cannot be crossed.
[5.62]Bridgesare treatedas iftheywere
piltes. Infantryand dismountedcavalryunits
in line formationcannot cross bridges
(Exception:Duringa friendlyMelee Phase,
one Infantryor dismountedCavalryunit can
melee acrossa bridgeon MarshCreek).
[$.63]A ford enablesunits to cross an other-
wise impassablestreamhexside.

[s.11 SPECIALTERRAIN
[$.71]The RailroadCut. Runningjust north
ofand parallelto the ChambersburgPike is
an unfinishedrailroadbed that cuts directly
throughthe hillyterrainnorthwestof the
town. Where the bed cuts throughthe ridges
and createsman—madepasses, the hexsides
have been so marked(see the TerrainKey).
No unit of any type can ever cross a Railroad
Cut hexside.The unfinishedrailroadbed can
be used as if it were a trail hex for units in
column.The RailroadCut also has addi-
tional specialeffectson combatand Line of
Sight (see case 9.':'4A).

[$.72]The Sunken Road. The Sunken Road
runs southwestout ofGettysburg;terrain
peculiaritiesmade the SunltenRoad intoa
kind oftrench.SunltenRoad hexes are
treatedas normal road hexes for movement
purposes;they have no specialmovement
cost or elTect. The Sunken Road does alfect
combat (see chart 9.56).
[5.B]MOVEMENTOF ROUTE!)AND
OUT OF COMMANDUNITS
[5.8l]Routedand out ofcommandregiments
can‘ move only one hex [regardlessof terrain
costs) in the friendlyMovementPhase.
These units cannotchange formation.They
cannotenterany enemy Zone ofControl
(hereafterZOC, see section 10.0)or entera
hex adjacentto an enemy unit. if a routedor
out ofcommandunit begins the friendly
MovementPhase in an enemy ZOC, they
can move out of the ZOE hex but cannot



enter anoth.r enemy ZOC hex or a hex adj.-
cent to d .nemy unn.

[5.E2] An out orcoltfuddbrisade commandcr
csonlymoveonehex(seecas. l?.21),buthis
subordinlrc unirs en move normally ifwirhit
his Elrectiveness Radius (i.c., ihey are still in

[5.83] Canain regio€us enrer the sue map as
reinforcem€nrs s.pdaie from th.n prdt bri-
ga<le- Thes€ units de el{a)s considered in com-
mdd for all tuncrions of mov.ment undl rhey
cobe within their brigade comm6f,dels EffF
tiveness Radius for ihe first time. Ar thai time
the ooIrul comMd n €! apply theredr.r
The* individual uirs D6t lu.mpr ro lint up
wirh thet parcnr biigade commsder as quickly
as possibl. (see cas. 22.7).

t5.841 Certain brigades and Union divisions
enrer rhe game map as reinforc.m€nts separate
from rheir plreDl fo.mation. These urirs musr
atteDPt ro link up wilh rheirparcnt formation
as per a* 5.83. While a rcinfo.ccn€ is con-
sideled deBch€d i d@s trot count agaiD$ th.
standard d€tachnent linitations for the pa.ent
formatior (see cls€ 17.6).

15.91 TTISTORICAT SITES

Th. various farmhouss, churches, and orh€r
sites nored on rhe map have no effecr on the
playofthe game and are includcd as hisroricsl

[6.0] FORMATTONS
GENERAL RULE

All cobbat unils c& be in on. of two <tifie.
em formations. Infetry units can be in
either Linc or Columnj lrrillcry uf,ls a.e
eithe. Limbcrcd or Unlimberedj cavalry
units a'€ eith.r Mount€d or Disnounted (the
equivalent of infanry in line fo.maiiod).
Supply $/.go.s, rEins dd lead.6 bave no
fom.tion. A unitt fo.madon affects the
unii\.biliry ro hove snd engagc in comb8r.

CASES

[6.r] uNlT FoRMrrTroNs

[6.lllrnfaDr.y uoits in Column glin
increas.d mobility whil€ saclificing cohbat
epability. An infanry unit in colnmn (as
well as a limbe.ed artille.y unit or a moDted
cavaLry mit) can move on a rhroughfa.e
rh.ough a h.x copied by any f.iendly uit
wilh of,e exccprion: ifa unir qcupying a
throughfarc her is momted,limb€re4 or in
coluDo formarion, aU oth$ unirs pasing
through rhe hcx musr ignore rhe thioughfare
and pay the movenent point cost ofthe orher
tedaio in th€ hex. Infantry units caD use
.oads, pikes, trails, @d bridg€s only whetr in
colund. Infanry in colulnn cannot initiare
Melee Combat, though they d€ferd norbally
in 6ele.. Infanry in colunn cannot engag€
in Fire Combar. To designat€ a unir as being
in column, place ! column marker on rop of
it. When a lont line ofinfanry units in
coluon isusins a road or pik€, ir is necessaiy
io rrk only (he led unit. A unit in colunn
fo@tion th.r is fired upon auromatically

goes into lide formation aner ftre has been
rcsolved (Exccprion: ifall Iiring unirs arc
anillery firing ar a range of9 hcx.s or Eor.,
a rarger unit iD colusn d6 Dor go into lin€
unles.r le.sr on. iiring unit r.c.iv.s !n
"Acarare" resuh on lhe Overshoot Tabl€

[6.12] Infanry uf,its in Line fomsrion can
move ad engrg. i! ombar rormally. InhD-
try uits ar€ conside.ed itr lirc ,ll ti6es,
unless otherwisc designated (ee case 6.1l)-
Infanry in line cannot benefit trom pikes or
roads, f,or can rhcy use bridges to cross
slreans (i.e., th€ preselce or a road, pik€J or
bridge in a hcx h diregald€d for the puF
pces ofmoving a unit in linc formation).

16.lllAnillc.y is either Limbered or Unlim-
bered. When an a.rillery batte.y is limbere4
it can move but csnnot firej when ir is unlim-
be.ed, it can firc but cenot mov. (however,
*e ose 15.5, R.tire by Prolonge). When
anillery is att.ck.d in mele combat only the
$arus ofrhc sun crew is consid.r.d (see case
12.14). (Ihe same applies ro smsll- arms nre,
which affecrs only the gun c.e{,). Gun c.e{s
are considered to be in line, for puryoles of
melee co6bar, ftrc combat, rour,.nd move
meni qirhout sutrs (w @se 6.1I and l5.l).

[6. 14] Cavalry units are prinred oo both
sides, each sid. rcprcsctrting eirhcr mouDt€d
oi di!tuounted ltatus. To chatrgc froln one to
the oth€f, simply pay the cost in Movement
Poinrs.nd tum the unir over A cavslry unir
rhat changes formarion in rhe fri.ndly Move-
m.ot Phase onnot nove atry tunh.r i! that
phlse. Mounr.d cavalry u ts can engage it
melee conbat (of can charge), but they can
fire only with pisiols (P weapons) in fire
combar. DisDounted cavalry units are con-
sid€r€d line infantry for aU purp6.s atrd rhey
fire, ogage h melee conbat, and inove 6
such (dcepr rhat they.rmor go into
colljm)- Uni$ ftring.i mouoted c.val.y
receive a rwo column ldjustmem ro fte righr
on ihe Fi.e Combat Results Table. For spe
cial rules pert6inint to lbiliry ofmount€d
cavalry ro cha.tc or r€lr€ befor. combar,

[6.2] CT|AXGING FORruIION

[6.21]To changc Ib.natioo a unit must
erpend Movcment Points. The movement
poinr cosr ro change formarion is li.red 6der
the Fomarion ChanSe Column ofihe Te.
rain Effect. on Movebent Ch..t, t.19-
Infantry snd.nillcry cln chang. formarion
aI anytime durinE a F.iendly MovemeDr
Phase, snd csn change formarion more than
orc€ per Movcmctrt Phase ifthey pay the
nov€m€nt point cost each time. Cavllry ca!
chrnge foltnation only ar rh. .nd of!
Friendly Movemenr Phase and musr pay rh€
movement poinr cosr ro do so. A unit cannor
change formation if ir ceot pay the move-
ment pomt sst to do so.

[6.22] A unit that is outside the Erectiveness
Radius of its brigade comande. and nor
stacked wirh ns divisioo comm.ndd o. corps
connander (or arDy commanderi scc case

l?.31) in the lnitbl CommaDd Phasc canlor
chaDse its formation durins Ih. €nsuing
fri€ndly Mov€m.nt Pbasc rfthough ir could
move one hq in some cases (see caser l7.l
.nd 5.81).

[6.2]lIfan artillery or cavll.y unir ctunses
formation widin r.nge aDd line ofsight of
any.n€my smallarms uDir (.xcluding supply
rain Provost Gu..ds-s @* I l.l) those
cn.my sDell-aBs onirs can iire.t the
friendly uir beforc it changes fo.mlrion.
This fire is ! form ofwirhdrawal Fire (see
case l0.l). lf, as a result ofsuch fire, the
frieodly unit is pinn€d or sufiers e..sualry, it
c.nnot compld. irs change of formatior.
This rule @n be uscd rcgardles of thc srack-
ing order (s€e case E.4l)ofthe fricndly unir
in its hd. Pin results affect all fri.ndly unib
in the target hexj orher results afect only the

[6.24lAny dn lhar ctunses rom.tion in the
ZOC ofe enemy unn triggeB wirhdnwal
fi.. fiom the enemy unn (see case l0.l).

IO.3] UNIT FORMATION EFFECTS ON
COMBAT

[6.31] A unit's fomatioo nsrhas no eflect
oa d.fcn$ asainst nr. combat. Vh.rhcr a
unn is in lin€ or coluon will ar.cl firc only
in ftar a unit in linc {ill preseor . diff.rcDr
(less vulne.able)f.cine th€n a unil in column
Ge€ ?.0).

[6.]2lLnibered artillery unirs cannot nre.

16.33lInfanrry in ColuEn @uot file or
iDitiar. melee. Th€ tnelee srengrh of
moulted cavalry may be doubled whcn in
melee with infantfy (see case 16.2).

[6.34]Mount€d cavalry units can nre only
wnh pistols (P $,€apont.

[6.35]Roued unns alc always considercd
ctrfilad€d wheD fir.d upon.

[7.0] FACTNG
GENERAL RULE

All infantry, anillery and cavalry uniB have a
specific facing depcndent on ibeir formarior-
Lin€ infantry dismounted cavalry .Dd
unlimbered arriucry h8ve three hexsidcs
which are Frontal hcxsidesr and thre. which
.re Enfilade hexsidcs (see fouowins illusra'
tiof,). The fiof,t of each unit (for facing) is
rh. rop ofeach unir counter, rhe top he*ide
ald rh. hqsid€s ro cither $ide of thc top
h.xside. The thre. rear hexsides are the
cnfilade hexsides. Infantry in column,
mount€d cavalry, ard limbered artillery are
always conside.ed enfiladed whenev* fired
upon regddles ofthe direction oflhc fir..
AU orhe. tw€s ofunits have no racing ald
prcsenr frontal hcxsides ar all times.

PROCEDURE

Each uDir musr b. oriented so that the rop
edge ofthe unit counter is facing toward a
spccifrc herside and is not situated b.rween
two ediacedt hcrsid$. AU sfts st.cked iD

enter another enemy ZOC hex or a hex adja-
cent to an enemy unit.
[$.32] An out ofcommand brigade commander
can only move one hex (see case 17.21), but his
subordinate units can move normally ifwithin
his Effectiveness Radius (i.e., they are still in
command).
[5.li3] Certain regiments enter the game map as
reinforcements separate from their parent bri-
gade. These units are always considered in com-
mand for all fitnctions of movement until they
come within their brigade commander’s Effec-
tiveness Radius for the first time. At that time
the normal command rules apply thereafter.
These individual units must attempt to link up
with their parent brigade commander as quickly
as possible (see case 22.7).
[$.34] Certain brigades and Union divisions
enter the game map as reinforcements separate
from their parent fortnation. These units must
attempt to link up with their parent formation
as per case 5.83. While a reinforcement is con-
sidered detachcd it does not count against the
standard detachment Limitations for the parent
formation (see case 17.6).
|s.s] msttuucat. srrns
The various farmhouses, churches, and other
sites noted on the map have no effect on the
play of the game and are included as historical
landmarks only.

[s.0] FORMATIONS
GENERAL RULE
All combat units can be in one of two differ-
ent formations. Infantry units can be in
either Line or Column; artillery units are
either Limbered or Unlimbered; cavalry
units are either Mounted or Dismounted (the
equivalent of infantry in line formation).
Supply wagons, trains and leaders have no
formation. A unit’s formation affects the
unit’s ability to move and engage in combat.

CASES

[6.1] UNIT FORMATIONS
[6.1 1] Infantry units in Column gain
increased mobility while sacrificing combat
capability. An infantry unit in column (as
well as a limbered artillery unit or a mounted
cavalry unit) can move on a throughfare
through a hex occupied by any friendly unit
with one exception: if a unit occupying a
throughfare hex is mounted, limbered, or in
column formation, all other units passing
through the hex must ignore the throughfare
and pay the movement point cost of the other
terrain in the hex. Infantry units can use
roads, piltes, trails, and bridges only when in
column. Infantry in column cannot initiate
Melee Combat, though they defend normally
in melee. Infantry in column cannot engage
in Fire Combat. To designate a unit as being
in column, place a column marker on top of
it. When a long line of infantry units in
column is using a road or pike, it is necessary
to mark only the lead unit. A unit in column
formation that is fired upon automatically

goes into line formation after fire has been
resolved (Exception: if all firing units are
artillery firing at a range of 9 hexes or more,
a target unit in column does not go into line
unless at least one firing unit receives an
“Accurate” result on the Overshoot Table
(see case 15.6).
[(5.12] Infantry units in Line formation can
move and engage in combat normally. Infan-
try units are considered in line at all times,
unless otherwise designated (see case 6.11).
Infantry in line cannot benefit from piltes or
roads, nor can they use bridges to cross
streams (i.e., the presence or a road, pike, or
bridge in a hex is disregarded for the pur-
poses of moving a unit in line formation).
[6.13] Artillery is either Limbered or Unlim-
bered. When an artillery battery is limbered,
it can move but cannot fire; when it is unlim-
bered, it can fire but cannot move (however,
see mse 15.5, Retire by Prolonge). When
artillery is attacked in melee combat only the
status of the gun crew is considered (see case
12.14). (The same applies to small- arms fire,
which affects only the gun crew). Gun crews
are considered to be in line, for purposes of
melee combat, fire combat, rout, and move-
ment without guns (see case 6.1 l and 15.1).
[6. I4] Cavalry units are printed on both
sides, each side representing either mounted
or dismounted status. To change from one to
the other, simply pay the cost in Movement
Points and turn the unit over. A cavalry unit
that changes formation in the friendly Move-
ment Phase cannot move any firrther in that
phase. Mounted cavalry units can engage in
melee combat (or can charge), but they can
fire only with pistols (P weapons) in fire
combat. Dismounted cavalry units are con-
sidered line infantry for all purposes and they
fire, engage in melee combat, and move as
such (except that they cannot go into
column). Units firing at mounted cavalry
receive-a two column adjustment to the right
on the Fire Combat Results Table. For spe-
cial rules pertaining to ability of mounted
cavalry to charge or retreat before combat,
see section 16.0.

[B.2] CHANGING FORMATION

[6.2l] To change formation a unit must
expend Movement Points. The movement
point cost to change formation is listed under
the Formation Change Column of the Ter-
rain Elfects on Movement Chart, 5.19.
Infantry and artillery can change formation
at any time during a Friendly Movement
Phase, and can change formation more than
once per Movement Phase if they pay the
movement point cost each time. Cavalry can
change formation only at the end of a
Friendly Movement Phase and must pay the
movement Point cost to do so. A unit cannot
change formation if it cannot pay the move-
ment point cost to do so.
[622] A unit that is outside the Effectiveness
Radius of its brigade commander and not
stacked with its division commander or corps
commander (or army commander; see case

7

l'i'.3l) in the Initial Command Phase cannot
change its formation during the ensuing
friendly Movement Phase although it could
move one hex in some cases (see cases lT.l
and 5.81).

[£1.23] If an artillery or cavalry unit changes
formation within range and line of sight of
any enemy small-arms unit (excluding supply
train Provost Guards-—-see case 11.1) those
enemy small-arms units can fire at the
friendly unit before it changes formation.
This fire is a form of Withdrawal Fire {see
case 10.1). If, as a result of such fire, the
friendly tmit is pinned or suffers a casualty, it
cannot complete its change of formation.
This rule can be used regardless of the stack-
ing order (see case 5.43) of the friendly unit
in its hex. Pin results alfect all friendly units
in the target hex; other results affect only the
unit fired upon.

[624] Any unit that changes formation in the
ZOC of an enemy unit triggers withdrawal
fire from the enemy unit (see case 10.1}.

[$.31 UNIT FORMATION EFFECTS ON
COMBAT

[6.31] A unit’s formation itselfhas no effect
on defense against fire combat. ‘Whether a
unit is in line or column will affect fire only
in that a unit in line will present a different
(less vulnerable) facing than a unit in column
(see 7.0).
[632] Limbered artillery units cannot fire.
[633] Infantry in Column cannot fire or
initiate melee. The melee strength of
mounted cavalry may be doubled when in
melee with infantry (see case 16.2).
[6.3-=1] Mounted cavalry units can lire only
with pistols (P weapons).
[6.35] Rooted units arc always considered
enfiladed when fired upon.

[1.0] FACING
GENERAL. RULE

All infantry, artillery and cavalry units have a
specific facing dependent on their formation.
Line infantry, dismounted cavalry, and
unlimbered artillery have three hexsides
which are Frontal hexsides, and three which
are Enfilade hexsides (see following illustra-
tion). The front of each unit {for facing) is
the top of each unit counter, the top hexsidc
and the hexsides to either side of the top
hexside. The three rear hexsides are the
enftlade hexsides. Infantry in column,
mounted cavalry, and limbered artillery are
always considered enfiladed whenever fired
upon regardless of the direction of the fire.
All other types of units have no facing and
present frontal hexsides at all times.

PROCEDURE
Each unit must be oriented so that the top
edge of the unit counter is facing toward a
specific hexsidc and is not situated between
two adjacent hexsides. All units stacked in



Example of Line FacinSl

rhe sde hd ar the end of a Movement
Phlse musr m.inlain the same facing. A unit
ooving ioto a hex asumes th€ facing oflhe
unirG) already in thar hex.

CASES

[7.1] EFFECTS OF FACTNG ON MOYE-
MENT

[?.11] A uri( can move irto any adiacenr h€x
.egardless ofwhich hex it leas facing beforc it
noved. Hor9ever, a unit mai be faced
rowdd ihe hd (i.e., the iop ofrhe counrer
poinied toward rhe hd) that unit is to enier
before it is moved inro a hex. Thrs, a uii
c.r never "back" into a hq (Excepiion: see
cas€ 15.5). This i3 imporrant wheD.esolving
Withdrawal Fire (see case l0.l).

[?.12] There is no cosl in Movmenl Poiffs to

chmse facing. All uits en clunge facing
ie€ly throudout the Ffien.ly Movsdt
Pbrse. Cbdging facing is nor movssq
therefo.e, mils normally rBtricted in move
mmt (uits thar arc @r of contmd, for €sm-
ple) @ siill cl6se facing durine theii
Movernent Phase. Vtlen chaneing facing, a
uit cln tm in place 

^ 
lmy h*ids as

[7.13] A unii .an change facing only during a
Frien<[y Movemenr Phase, or after ! melee.

[7.2I EFFECTS OF FACING ON FIRE
COMBAT

[7.21]Units can fire th.oush only their

[7.22]Uoits can be lired upon through ary
hexside. A unit that is lued upon rhrough
ooe (oi nore) ofits iea. hdsides is Eifiladed
(see secrion 7.0, General Rule). Aunir lh3r is
enfiladed by at least one firing enemy unt
has the total Fire Srength being ditecied
againsr it adj$red one colmn ro the right on
rhe Fire Codbar Results Table, in favor of
the llring player (ExceptioD: if the enfiladed
unit is nounted csvalry fre is sbilied iwo
columns to rhe righo. Ifa Lioe ofFi.e (see
ase 9.7) bisecrs a fronal hsside and an
€nfilade hexsid€J the unit iB considered to be
fired on th.ough its frontal hexside.

[7.3] EFFECTS OF FACING ON
MELEE

U.3ll A unit can advance only through one
ofits frooral hexsides inro a hex to melee one

[7.32] In any nelee combat in which a
deferding unir is aitacted from both a fronral
and enfilade h€xsid€, rhe final diff€r€Dtial is
shifted one colum! to the right on the Melee
Conbat Results'Ibble (see table 12.98). The
facing of any uits in melee comb3r cao be
.earransed by rhe owDins Plsyer(s) when

[8.0] STACKTNG
GENERAL RULE

Generally, units can move through othe.
F.i€odly units lieely (with the exception of
infanFy units in colunn and mounted cav-

,lryj Fe case 6.ll). The.e is no cost in
Movemcnt Points to srack o. unltack, add
sracking restrictions apply only at the endof
a Movenent or Codbat Phase.

CASBS

t8.TI TJNIT STACXING RESTRICTTONS

[8.11] The number ofunits and Conbat
$rensrh Poinrs rhat can occupy any single
hex at the same time depends upon the rype
ofterain an4 for ilf.rtry whether or not
the sit is in column. The Stacking Rstric-
tions Chart (see chan 8.18) lis$ all th€ limits
(E\ceptio!: regardless ofthe sirength poini
linits, a single unit can ctupy any hex
coniaining iefrin ir could no.mllly enterj
rhe aces sr.engrh points are ignored).

[8.i2] For sEcking; the Cutent St dgih oft
uit (uladiusted by ternin, eic.) is irs nmber
ofstactjng Points, with the deption ofspply
wagonq which G wonh 4 sbcLing points
@cb sd baften6, wllich are vortn I stacking
poinl €ach (ee qs€ 8.13). Arl corps inins dd
the US Res€rae Train de wonh 8 stacking
points each. As d dception to ihe stacLing
rsridiof,s, Union arps nains @ ttack wth
the US R€serv€ TEi! io clear tenain foi pu-
po$ ofresupply o.ly, eved ihou8h this
seeds the nomal stacldng point limils.

[8.r3] The nuDber or!.tillery b6llerics ftar
can be sr.cked in a given hex is lisEd on th€
Stacking Resrrictions Chart (8. I8). Batteries
can be stack€d with infa.try and other unit
tlp€s in the sane hd (Elception: see case
8.17). An artillery battery counts for one

[8. 14] Leaders and na.kers ftver counr
againsr sracking rest.iction. Any number of
these countec can be in aoy one hex.

[8.r5] A unit cannor rerreat into or ihroush a
he! ocdpied by friendly uDirs.Ifa r€treains
unit is forced ro enter a friendlysopi.d
hex, rhe orh€r unirs in thai hq are displaced
and must theD unde.go a Morale Check (see
cases 14.3 and 23.5).

[8.16]An infarty unil in colum! fb.mation
cannor move into a h€x coltaining any other
combat uDit (Bxception: see case 6.ll).

18.1?l Mounted cavalry units cannot €nte! a
hex containing any friendly unir orher ftan
mounred sv.lry limbered or uDlimbered
arrillery or leadeB (Exc€ptioD: see case 6.1l).

[8.18] special Unit stlckins

A. Elir€ Unir Sracking. Ulits fron brigades
Itted on the Ordei ofBattle Rosier (oB
Roster) as Morale Class A or B can srack up
to 12 Srength Poinrs (SP's) in a singLe hq,
regardles ofthe ounber ofunirs involved.
All such stacks nust be composed solely of
units from ihe same brigade. This roLe.epre-
sents the bigh cohesion and efectiveness of
certain elire brig.des.

B. The 5ih Alabama Regiment (O'Nealt
Brigade)- This unit is lctullly repr€senEd by
rwo counre6. Each ofde two counres
which oake !p rhis .egimenr catr op€rate and

Exadpleof Mounred Cavalry Facins:
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Exampleof Linc Facing:
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ExamplcofMountedCavalryFacing:
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the same hex at the end of a Movement
Phase must maintainthe same facing.A unit
movinginto a hex assumesthe facingof the
unit[s)alreadyin that hex.

CASES
[7.1]EFFECTSOF FACINGON MOVE-
MENT
['i'.ll]A unit can move into any adjacenthex
regardlessofwhichhex it was facingbeforeit
moved. However,a unit must be faced
towardthe hex (i.e., the top of the counter
pointedtowardthe hex) that unit is to enter
beforeit is moved into a hex. Thus, a unit
can never “back” into a hex (Exception:see
case 15.5}. This is importantwhen resolving
WithdrawalFire (see case 10.1).
['l'.l2]There is no cost in MovementPointsto

Enfilade

Diagram

e09 O

changefacing.All units can changefacing
fieelythroughoutthe FriendlyMovement
Phase. Changingfacing is not movement;
therefore,unitsnormallyrestrictedin move-
ment (unitsthat are out ofcommand,for exam-
ple) can still change facingduringtheir
MovementPhase. When changingfacing,a
unit can turn in placeas many hexsidesas
desired.
[?. 13] A unit can changefacingonly duringa
FriendlyMovementPhase,or after a melee.
[7.2]EFFECTSOF FACINGON FIRE
COMBAT
[7.21]Units can fire throughonly their
frontalhexsides.
[7.22]Unitscan be fired upon throughany
hexsidc.A unit that is fired upon through
one (or more)of its tear hexsidesis Enfiladed
(see section7.0, GeneralRule). A unit that is
enfiladedby at least one firingenemy unit
has the totalFire Strengthbeing directed
againstit adjustedone columnto the right on
the Fire CombatResultsTable, in favorof
the firingplayer.(Exception:if the enfiladed
unit is mountedcavalry,fire is shiftedtwo
columnsto the right). Ifa Line ofFire (see
case 9.7) bisectsa frontalhexsidcand an
enfiladehexsidc,the unit is consideredto be
fired on throughits frontalhexside.

[7.3]EFFECTSOF FACINGON
MELEE
['?.31]A unit can advanceonly throughone
of its frontalhexsidesinto a hex to melee one
or more enemy units.

[7.32] In any melee combat in which a
defendingunit is attackedfrom both a frontal
and enfiladehexsidc,the final differentialis
shiftedone columnto the right on the Melee
Combat ResultsTable (see table 12.98). The
facingof any units in melee combatcan be
rearrangedby the owningPlayer(s)when
melee is concluded.

[s.0] srncxtno
GENERAL.RULE

Generally,unitscan move throughother
Friendlyunits freely(withthe exceptionof
infantryunits in columnand mountedcav-

tfdir
K xi
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airy; see case 6.11). There is no cost in
MovementPointsto stack or unstack,and
stackingrestrictionsapplyonly at the end of
a Movementor Combat Phase.
CASES
[8,1]UNITSTACKINGRESTRICTIONS
[8.1 1] The numberofunitsand Combat
StrengthPointsthat can occupyany single
hex at the same time dependsupon the type
of terrainand, for infantry,whetheror not
the unit is in column.The StackingRestric-
tions Chart (see chart 8.18) lists all the limits
(Exception:regardlessof the strengthpoint
limits,a singleunit can occupyany hex
containingterrainit couldnormallyenter;
the excessstrengthpointsare ignored).
[8.12]For stacking,the CurrentStrengthofa
unit (unadjustedby terrain,etc.) is its number
ofStackingPoints,with the exceptionofsupply
wagons,whichare worth -=1 stackingpoints
each, and batteries,which are worth 1 stacking
point each (see case 8.13).All corps trainsand
the US ReserveTrain are worth 8 stacking
pointseach. As an exceptionto the stacking
restrictions,Unioncorps trainscan stack with
the US ReserveTrain in clear terrainfor pin-
posesofresupplyonly, even thoughthis
exceedsthe nonnalstackingpoint li.tnits.
[8.13]The numberof artillerybatteriesthat
can be stacked in a given hex is listed on the
StackingRestrictionsChart (8.18). Batteries
can be stackedwith infantryand otherunit
types in the same hex (Exception:see case
8.17).An artillerybatterycounts for one
StackingPoint.

[8. 14] Leadersand markersnever count
againststackingrestriction.Any numberof
these counterscan be in any one hex.

[8.15]A unit cannot retreat into or througha
hex occupiedby friendlyunits. Ifa retreating
unit is forcedto enter a friendly-occupied
hex, the otherunits in that hex are displaced
and must then undergoa MoraleCheck (see
cases 14.3 and 23.5).

[8.l6]An infantryunit in column formation
cannot move into a hex containingany other
combatunit (Exception:sec case 6.11).
[8.1'i']Mountedcavalryunitscannotenter a
hex containingany friendlyunit other than
mountedcavalry,limberedor unlimbered
artillery,or leaders(Exception:sec case 6.11}.

[8.18]SpecialUnit Stacking

A. Elite Unit Stacking.Units from brigades
listedon the Orderof BattleRoster(OB
Roster)as MoraleClass A or B can stack up
to 12 StrengthPoints(SP’s) in a singlehex,
regardlessof the numberofunits involved.
All such stacksmust be composedsolely of
units from the same brigade.This rule repre-
sents the high cohesionand effectivenessof
certainelitebrigades.
B. The Sth AlabamaRegiment(O‘Neal‘s
Brigade).This unit is actuallyrepresentedby
two counters.Each of the two counters
which make up this regimentcan operateand



stack with any otber unir nomaUy. How.vcr,
when tbe two counters ar€ stacked rog€ther,
they are considered as one unit for stacking
purposes, with a combined doral€ ofrr4".

[8.191 S..cltng R.s.rtction6 Chan (Scc
Chsns .nd T.blcs)

18.21 EFFECTS OF STACKING ON
COMBAT

[8.21]Otrly rhe top inhntry or cavalry unir
in a stack takes losses when the hex is fircd
on. How€ver, ifa combat .esult calls for
losses g.eare. than the nmbe. ofStrcngth
Points posse$€d by the top unit, rh. remaitr-
der of los.s musr be telen from the n€xt
infantry or crvalry unit in the st.ck. Thus, if
a " I " Srrengrh Point (SP) iDf.Dry unir is
stacked on rop of a "3" SP unir and th. units
adergo fire wnh a casualry resulr of "2",
the top unit is climinated and rhe bottor,
unir loses one St.enSth Point. Arrill€ry crews
only sufer losses if no infanry or dis-
moumed c.v.lry unirs are present in th€ hex
(Exceptionsr scc cases 6.21 and 8-22).

18.221Ifa si.ck ofunits iffred upon by
anill€ry at a 6nge ofrwo heses o. grc.t.r,
the anillery fir.s separarely ar esch unir rypc
in a hex (Infanrry/Disnounted Cawlry;
Mounted Caval.yi Wagons/Irainsj Artillciy)
sepsrstely; th. die is roUed separately for
each tlrg€t type. The fire aflects only rhe
topnost unit of€ach type in the srack unl.ss
ii is elibinat€d; then the second unir ofrh.
aftecred rypc inoB any additional casuakies

[8.2]lFor purposes ofcase 8.22, density (see
as 8.12) is considered for each rarget typc
fred upor and not the hq as a whole.

18.241 The Stackinr Resrriaiors Chait (sec
chlr 8.18) lists the odinm nMber ofsP's
d.Vo. betteries vhich are stacled in rhe sln€
hq that 6 |tr. our ofdEt hq lbiough.
CiB hqsid€ ar the s.tr rdger or !t dill.r6r
targds. Th. key wold i! thn rub is "hqsid.";
aI limits apply lo tue throud a hqside. A
I6imM of 8 SP's of sEEu-alm @ firc @r
ofdy hq, aen iflh€re e norc thqn 8 SP\
in the hex. Fire St.edgtn per h*idc limil!-
rions (*e es. 9.3) .emin Dchans€d.

EXAMPLE: Three iofenry reginents \rith a
arrent strength of 3 SP\ each are stact.d io
a clear hex. Only 4 ofrhese 9 srrcngth point.
ca fire lhrough .ny otr. hqside. Addirion-
ally, 4 ofthe letnaitrins 5 strengih points c.n
tue through rhe othe. f.oatal hexsidcr while
rhe last rcm.ining sirength poitrt cannor fir.
ar sll. Ifone ofthose unirs was an a(illcry
battery 4 oflhe infantry srrengrh poinrs plus
all ofthe guns could fire thrcugh rhe slDe

[8.3I DENSITY A.I{D FIRE COMBAT

[8.31]The numb.r of Strensih Points in.
hs @n aff.ct the cmciency ofer.my firc.
The more "crowded" th€ hq, rhe hor.
effectire th€ enemy fire will be.

[8.]2lIn detcrmining rhe column for Fire
Str€nsth on rh. Fire Comb.r Results Table

(see rable 9.16), the fiiiog playe. ftust con-
sulr rhe Density Adilstment Chan G€€ chart
8.36). He looks uf,der the cohmn with the
corccr nuBbcr of SFength Poiots in th. hex,
and nak.s any coluntr adjusrmeDt as sivcn.

[8.33]For dcnsiry purpos, each .nillc.y
battery is consid.rcd only one Strcoglh
Point. A batt.ry that is anacted by en.my
.nillery lirc never leceiv€s a column shift in
its favo. fo. .lensity. This applies only to
arrille.y iirc; an arrillery battery attack€d by
snsllsrms firc would shifr rhe one column to
rhe left (EK€ptionr see cas.8.35).

[8.34] For dcnsity purpows a supply wssof,
or fiair is consi.lered 4 srength poinrs.
Leadeb and mark.rs have no effed or dcn-

[8.]5lAbattc.y that attenp$ rc limbe. or
unlimber in r.nge and LOS ofan €n.my
sdau-arms unir is subieci to Withdfawal Fire
(see case 6.23).nd does no eceive any
column shifts in its fsvor fo. dedsity. (Also
r.memb.r thlt a b.it€ry rhar changcs forma-
tion in enemy LOS is codsid.red Enfil.dcd;
se GeDe..l Rule, s.ction 7.0)-

[8.361 Dcrlt.y Adlu6tEclt chalt (sec

[8.4] STACKTNG ORDER

[8.41] Unit, can skck, or chrnge rheii sracking
o.der, only during a F.iendly Mov€m€nt Pha.,
with one erception: ffthe top unit runs out of
almuition (G c.rion ll.0) rhe Mins
platq 6 cheg. rhe sracking ords at th. md
ofthe Fn€ Phasc in which depl.lim ()@rrcd.
Othereise, h nm.inl the sl@.

[8.42]All units stacked id the same hex hu8r
maintain the s.mc f.cin& iegaidless ofunit
type or stacking order. Uniis DovinS ioto a
h€x assume the facing of the unir ir rhe hcx.

[8.43]Ifaunit sufr.rs a Pin r€sulr in fir.
combat, aU units in thc hex lre consideled
piDe4 r.g.rdl.s ofrbc acturl stacting
order ofth. pinncd unt iD rhe hd.

I9.O] FIRE COMBAT
GENERAL RULE

Combat units can 8rc their w€apons at
Enemy units in.ccordance wiih the rulcs od
Range ofvespons, Firc Coobar add Lioc of
Sisht. Fire 6ors durins rhe Offensivc .nd
Defensive Fire Phas.s wnhin each PllyeF
'Iim- Fire c.n lho be t.iggered dulirg rh.
Movedenr Ph*. (if e unir with.ltaws or
chanEes fomltion)and during rhc Rekcar
Before M€l€e Phrs€ (ifa unit reteats). Thc
Fire Combar R.sults Tabl€ h
ir, ooe used for small-arms fire and arrill€ry
fire ag.iost ..till.ry of supply wagons and
rhe orhcr scd whcn arrille.y fires on infantry
or @valry Unirs ar. nevcr requircd to fir..

SEslL.ms fir. .nd .nillery tue ar. rcsolved
usilg the samc Pr@.dure, but anillcry Fir.
Srength cln nevcr be combined wirh smau-
aims Fire Srrcngth; the rwo kinds offire arc
always resolvcd scparurely.

Uni$ do nor hsvc ro be in command to firc
defeNivcly, bur must be in comm€dd ro fire
offensiv€ly (Exception: out-oiconmsnd units
can Iire oftensiv.ly at adjaceot eneny unitt.

PROCEDURE

The firing play€. anloutrc.s which of his
dits are firing on a given eleny unit. Th.
Curenr Srergth of€ach sepaa€ firingunir
i3 modificd by rhc r!trg€ ofrhai unir f.ob thc
ta.g€t unit. Th€ RaDge EIIecIs Chlrt lisrs thc
efrect of range on each weapoD type. The
cuent strcngths ofall firing small-arfts
bits are added rogerher, after the effects of
rsnge hav. b.cn.pplied. The total Fir€
Coobat St..n$h is th.n lcated oo th. Fi.c
Conb R.sulG Tabl. (Firc CRT). Thc CRT
is adjusEd ro rh. rishr o! l€ft acco.dinsly if
dy column shifts apply. The firiog phy.!
rolls a die and rhe .esuh ofthat combat is
indicated at the inte.section ofthe CRT
column and th€ .ow coresponding to the die
rou result. After resulrs are appli€d, a Mo.ale
Check (see 9.8)msy be required.

The Fne CRT column cd be shifted to rh.
rishr or lefr by r.rr.iD, rargd densir, €nfi-
lad6, o! other factors. All column shifts arc
cumulativ.J but the final det adjustm.f,r
crdnot be mor. than tl'o colunls in €ith.!
direction (Exceptiotr: s€e section 23.0) any
turther colunn Bhitu are isnored (see qse
9.55 for example). Th€ Fire CRT can nev€r
be shifted above rhe highest colunn or b.low

CASES

lg.u condBAT STRENGTTI

[9-ll]Th. Initial Conbat Strength and
weapon type ofcach unit is pfidted on thc
counrer. As a unir sureB losss, place
Srrengrh Markc^ under the unir ro indicarc
irs Cunent Str.ngth. Strcdgth nark€rs are
neurral d.l can be $ed by boih sid€s. Th.
coDbat str.ngth r.presenc rhe dit\dii.nr
manpower, fire srrcngrh, melee cap.biliti.s,

[e.12]All infantry units have a File Srr€ngrh
equal to lhei. combat st.ength. This is thc
curenr stfength, which can be diff€.ent from
th€ initialsrrength (s€€ cas€ 16.54 for rules

[9.13] All.nillery units have a Fire StrcDFh
€qual ro their orr€nr Eun srr.ngrh. As with
iDfdry, this eo b. differdt lion th. bqt
tery's initid stEn$h. The ftre stren8ih can br
tunhs modili.d by rhe $!rus ofthe gm

[9.14] A.tille.y frre aglinsr irferry or cav-
alry units is resolvcd using rhe GEpeshot
.ow. ofth. Fne CRT Anillery fire asainst
anillery and supply wrgoos is resolved using
the Snall Arms and Codier-Banery row of
the Fi.e CRT (s.. cba.r 9. 16).

[9.151Units a.mcd piih smallms s.apon
rypes alweys resolvc ftre combat on thc
SnallArm8 ard CountetsBartery Firc row of
the CRT.

stack with any otherunit normally.However,
when the two countersare stackedtogether,
they are consideredas one unit for stacking
purposes,with a combinedmoraleof "4".
[$.19]StackingRestrictionsChart(See
Chartsand Tables)
[s.2] EFFECTSor sracttnsoon
costnar
[$.21]Only the top infantryor cavalryunit
in a stack takes losseswhen the hex is fired
on. However,ifa combat resultcalls for
lossesgreaterthan the numberofStrength
Pointspossessedby the top unit, the remain-
der of lossesmust be taken from the next
infantryor cavalryunit in the stack. Thus, if
a "1" StrengthPoint (SP) infantryunit is
stackedon top ofa "3" SP unit and the units
undergofire with a casualtyresultof “.2”,
the top unit is eliminatedand the bottom
unit loses one StrengthPoint.Artillerycrews
only suffer losses if no infantryor dis-
mountedcavalryunitsare present in the hex
(Exceptions:see cases 6.23 and 8.22).
[$.22]Ifa stacl-tofunitsiffiredupon by
artilleryat a range oftwo hexesor greater,
the artilleryfires separatelyat each unit type
in a hex (lnfantryllllismountedCavalry;
MountedCavalry;Wagonsl'Trains;Artillery)
separately;the die is rolledseparatelyfor
each target type. The fire affectsonly the
topmostunit ofeach type in the stack unless
it is eliminated;then the second unit of the
affectedtype incursany additionalcasualties
[see case 8.21).
[$.23]For purposesofcase 8.22, density(see
case 8.32) is consideredfor each target type
firedupon and not the hex as a whole.

[$.24]The StackingRestrictionsChart (see
chart 8.18) lists the maximumnumberofSP’s
andlorbatterieswhich are stackedin the same
hex that can fire out of that hex througha
given hexsidcat the same targetor at different
targets.The key word in this rule is “hexsidc”;
all limitsapplyto fire througha hexside.A
maximumof 8 SP‘s ofsmall-armscan fire out
ofany hex, even if there are more than 8 SP‘s
in the hex. Fire Strengthper hexsidclimita-
tions(see case 9.3) remainunchanged.
EXAMPLE:Three infantryregimentswith a
currentstrengthof 3 SP‘s each are stackedin
a clear hex. Only 4 of these 9 strengthpoints
can fire throughany one hexside.Addition-
ally, 4 of the remaining5 strengthpointscan
fire throughthe other frontalhexsides,while
the last remainingstrengthpointcannot fire
at all. Ifone of those unitswas an artillery
battery,4 of the infantrystrengthpointsplus
all of the guns couldfire throughthe same
hexside(see case 9.3).
[$.31 DENSITYAND FIRE COMBAT

[B.3l] The numberofStrengthPointsin a
hex can affect the efficiencyofenemy fire.
The more "crowded"the hex, the more
effectivethe enemy fre will be.
[B32] In determiningthe columnfor Fire
Strengthon the Fire CombatResultsTable

(see table 9.16), the firingplayermust con-
sult the DensityAdjustmentChart (see chart
3.36). I-Ie looksunder the columnwith the
correctnumberof StrengthPointsin the hex,
and makes any columnadjustmentas given.

[$.33]For densitypurposes,each artillery
batteryis consideredonly one Strength
Point.A batterythat is attackedby enemy
artilleryfire never receivesa columnshift in
its favor for density.This appliesonly to
artilleryfire; an artillerybatteryattackedby
small-armsfire wouldshift the one column to
the left (Exception:see case 8.35).
[$.34]For densitypurposesa supplywagon
or train is considered4 strengthpoints.
Leadersand markershave no effecton den-
sity.
[835]A batterythat attemptsto limberor
unlimberin range and LOS ofan enemy
small-armsunit is subjectto WithdrawalFire
(see case 6.23) and does not receiveany
columnshiftsin its favor for density.(Also
rememberthat a batterythat changesforma-
tion in enemy LOS is consideredEnfiladed;
see GeneralRule, section7.0).
[836]DensityAdiustmentChart(see
chartsand tables)
[s.4] STACKINGORDER
[8.-41]Unitscan stack,or changetheir stacking
order,only duringa FriendlyMovementPhase,
with one exception:Ifthetop unit runs out of
ammtmition(see section 11.0), the owning
playercan change the stacltirtgorderat the end
ofthe Fire Phase in whichdepletionoccurred.
Otherwise,it remainsthe same.
[8.42]All units stackedin the same hex must
maintainthe same facing,regardlessofunit
type or stackingorder.Unitsmoving into a
hex assume the facingof the unit in the hex.
[£5.43] Ifa unit suffersa Pin result in fire
combat,all units in the hex are considered
pinned,regardlessof the actualstacking
orderof the pinnedunit in the hex.
[9.0] FIRE COMBAT
GENERALRULE
Combatunitscan fire theirweaponsat
Enemyunits in accordancewith the rules on
Range of Weapons,Fire Combatand Line of
Sight.Fire occursduringthe Offensiveand
DefensiveFire Phaseswithineach Player-
Tum. Fire can also be triggeredduringthe
MovementPhase (ifa unit withdrawsor
changesformation)and duringthe Retreat
BeforeMelee Phase (ifa unit retreats).The
Fire CombatResultsTable has two rows on
it, one used for small-armsfire and artillery
fire againstartilleryor supplywagonsand
the other used when artilleryfires on infantry
or cavalry.Unitsare never requiredto fire.
Small-armsfire and artilleryfire are resolved
usingthe same Procedure,but artilleryFire
Strengthcan never be combinedwith small-
arms Fire Strength;the two kindsof fire are
alwaysresolvedseparately.

9

Unitsdo not have to be in commandto fire
defensively,but must be in commandto fire
offensively(Exception:out-of-commandunits
can fire offensivelyat adiacentenemy units).
PROCEDURE

The firingplayerannounceswhich of his
unitsare firingon a given enemy unit. The
CurrentStrengthofeach separatefiringunit
is modifiedby the range of that unit from the
targetunit. The Range EffectsChart lists the
eifectof range on each weapontype. The
currentstrengthsofall firingsmall-arms
unitsare added together,after the effectsof
range have been applied.The totalFire
CombatStrengthis then locatedon the Fire
CombatResultsTable (FireCRT). The CRT
is adjustedto the right or left accordinglyif
any columnshiftsapply. The firing player
rolls a die and the resultof that combat is
indicatedat the intersectionof the CRT
columnand the row correspondingto the die
roll result.After resultsare applied,a Morale
Check (see 9.8) may be required.
The Fire CRT columncan be shified to the
rightor left by terrain,targetdensity,enfi-
lade, or other factors.All columnshiftsare
cumulative,but the final net adjustment
cannotbe more than two columnsin either
direction(Exception:see section23.0}; any
fiirthercolumnshifisare ignored[see case
9.55 for example).The Fire CRT can never
be shiftedabove the highestcolumn or below
the lowestcolumn.
CASES
[9.1] COMBATSTRENGTH
[9.l1]The InitialCombat Strengthand
weapon type ofeach unit is printedon the
counter.As a unit suffers losses, place
StrengthMarkersunder the unit to indicate
its CurrentStrength.Strengthmarkersare
neutraland can be used by both sides. The
combatstrengthrepresentsthe unit’scurrent
manpower,fire strength,melee capabilities,
and stackingpoints.
[9.l2]All infantryunitshave a Fire Strength
equal to theircombatstrength.This is the
currentstrength,whichcan be differentfrom
the initialstrength(see case 16.54 for rules
on cavalry).
[9. 13] All artilleryunits have a Fire Strength
equal to theircurrentgun strength.As with
infantry,this can be differentfrom the bat-
tery’sinitialstrength.The fire strengthcan be
fitrthermodifiedby the statusof the gun
crew.
[9.l-4]Artilleryfire againstinfantryor cav-
alry tmits is resolvedusing the Grapeshot
row.of the Fire CRT. Artilleryfire against
artilleryand supplywagonsis resolvedusing
the SmallArms and Counter-Batteryrow of
the Fire CRT (see chart 9.16).
[£1.15]Unitsarmedwith small-armsweapon
types alwaysresolvefire combaton the
Small-Armsand Counter-BatteryFire row of
the CRT.



[9-16]Fire Combat Reulis Table Gee

[9.2I WEAPON TYPE AND RANGE

[9.21] The qe of wepon 6ed by each unit is
pdnEd on rh€ cout€r for ttut uit. Unirs thar
hav€ no wqpon tlpe camot dgage in fre
conbat. The.liFerenr w@pon tt?es arc lisr€d
on the Ranse Etr€cls Chan (see chan e.28).

[9.22]A unit's weapon rype determines how
far and how effectively ir can ftre.

[9.23]The muimum rang€ {in hexes) for
each weapon rype is list€d on th€ Range
Effecrs Chart Gee chalt 9.28). No friendly
unit cao fire at an eneny unii that is beyond
the mdidum range for the friendly unit\
weapon. Calculale the rans€ by countilg the
disnnce in hex€s from the firing hq to the
rarger hex. The firiqg unit\ hex is not
counred as pa.r ofthe .ange figurq the target
h* is counted. A unitt Fi.e Sfength can be
gleady aftected by fdge.

t9.241Ifa srack composed entirely or.onbai
units carrying "8", "c", "sR", of "P" unhs
are fred upon in either playels Fi.e Pha*,
the ftdng player adjusis the 'Ibtal Fire .
Srsgth colllm one ro rhe left. All "B",

adied weapons
capable ofbeilg loaded while lying down,
thus affording rhe fi.er much grearer proiec-
tion than ihe standard rifl€d or sm@thbore
musken, "R", "A', and "M" weapoDs.

[9.25] Uniis thar cr.y "8", "C",'SR", and
"P" R?e welpons do nor rcceive a weapon
tlpe defensive shift whs fircd upon by With-
diaw,l Fiie (*e 6e 10.1) or Retreat Fne Gc
eF 10.2). Unts wth "8", "C'i "SR", dd
"P" weapons do not recive a def.n$ve fire
shift for w€apon q?e ifthey are staclcd {iih
wirs lh2r erry "R'i "A', or "M" q?e weap

on$ "B", "C", "SR", sd "P" mits do rec€ive
a wepon B?e shift ifstacked with artillery
blneris or wirh udmed Mgons or fains.

[9.26]Unib in column fomation and
mouDred cavalry units do not re.eive any
defensive shift f.oo their weapon iype when

[9.27]Adjacent opposins units can always
eng.8e in tue combat againsl each othe'
rhey can also ftre ar otheq more distant
opposing units (Exc€ption:see case 9.74A).

[9.28]Rarge Efie.ts Chalt (s€€ charts and

[9.3] FIRE STRENGTII PER I{EXSIDE

[9.31] The numb€r of small-arms strengt!
poims lhar can fire our of(not i!ro)a given
hex is ljmired by the number off.ontal hd
sid€s to fire rh.ough. Up to 4 Srength Poinrs
can fire out of a hex through each ofits
fronral hexsides. However, rhe rolal number
ofsmall-arms sftength points ihat can fire
orr of. hd is limited ro 8 SP\.

[9.32]The 4 Srength Poinrs rhar csn fire our
ofa hqside are "Pre'Range Erects Modifi-
cation Srength Pointsl' Thus, the 4
St.eneth Points can be double4 halved, elc.

19.331 Artill€.y is nor lmned to 4 Stlensth
Points offire per hdside- All batreries in a
hd can ftre our ofone hdside (Exc€ption:
a.tillery fi.e our of! woods hex or rough/
voods hex is resrided ro 4 glns per hexside

[9.34]Ecxstde Ftr. zonc Diasram

[9.4I MUIIIPLE UNIT FTRE

[9.41] Irtwo or more friendly units fir€ ar rhe
same enemy-occupied hex, all firing units

musr combioe thei. fire strengrh inro a single
rotal, regardles ofwhethe. rhe firing units
a.e stacked togerhe. or in diff$ent hexs.
Each unit\ fire srrength is computed sep&
rat.ly fo. range, and then all are added
together. Sm6U-arms Fire Strensth and a.til
lery Fire Strengrh are neve! added togetherj
the two rypes offire are alvays resolved

[9.42] Vhen a unit is fired on by boih ddl-
lery and small'arhs, both attacts are resolved
before any resulting casualties are ,ppLied-
This can be impo.tant because the chance of
causins a casualty is affected by the density
ofsrrengrh points in the hex. AU casualties (if
any) f.om both auacks are then applied
before resolving.ny Mo.ale Check (see case
ll.2). Thus, a unit does nor "€scape" for
eiampLe, arriuery fire because smallarms fr.
causes ri to rout an'1rur away.

[9.43] During a Fire Phase, smau-alDs fir.
Benerally allects only the rop infantry or
cavalry unit in a stack (see case 8.21).

[e.44]No unir can be filed upon more than
once in any given Fire Phase by small-a.ms
fire, and no unn can be fi!€d upon more than
once in a Fire Phase by a.tillery. A unir can
be filed upon by stuall'arns and artillery io
any one Fne Phase, but only once by each
(Excepdon: see case 10.2).

[9.45] No uit cm ftre its enrire 6G snensrh
more rh.n one in any siven Fire Ph6e (Ercep'
tion: se case 10.2). However, wirhin aly siven
Fire Phase a 6it can ch@se to split irs fire
strengtb dilecting it ar any nunber oftargd
hses, as long as it obeys th. ruies on facing
and on mdjmm fire stlerglh p* hexside. A
unit thar divides i$ nre strengh can firc ,r
sevenl rargets, at the sabe ran8e or at dlilerenr
.096, resolving ech Iire spamrelt

EXAMPLE: An infantry resinent with a
drenl str€n$h of 3 SP\ can fire oiih a
stren$h ot I at thrc dfferent enemy hels o.
ii can fire wth a sfength of 2 at one hex and I
ar anorhe. Note that the turent strenglh is
divided, not the Final Fire Stren$h (which can
be ihe odent stlen$h modjfied by terain,

[9.46] In spliirinB sits' Iirc strensrhs, rhe
oiient strenFh annot be so drvided as lo
malc rhe Final Fire Stlen$h asainst any one
hex les rhan l. This restricrion applies only
when sphtilg tue srenFhj a dit can always
fi.e its whole strength no matte. how much n
is reduftd ar a single (a.get.

EXAMPLE: A battery of 6 TB guns could
not fire at sir individual rllgets sixeen hexes
disunr, since rhe finalfire strenglhwould be
r/, poini pe! target. Th. ban..y would hale io
split its fire among only rh.ee ofthe taigeis to
produce the nece$ary I poinr ninimun per

I9.5I TERRAIN EFFECTS ON FIRE
COMBAT
Cumulative Terain Etr ct . Some terain
ftarules on rhe tup piovide collmn shifts thar

l0

[9. l t ’ i ]F i reCombatResul tsTable(see
chartsand tables)
[ ! -L2]WEAPONTYPEANDRANGE

[9.2l ]The typeofweaponusedby eachuni tis
pr intedon the counterfor thatuni t .Uni tsthat
haveno weapontypecannotengagein fire
combat.The di f ferentweapontypesare l isted
on the RangeEffectsChart(seechart9.28).
[9.22]A uni t ‘sweapontypedetermineshow
far and how effect ivelyi t can fire.
[923]Themaximumrange( in hexes)for
eachweapontype is l is tedon the Range
EffectsChart(seechart9.28).No fr iendly
uni tcan fire at an enemyuni tthatis beyond
the maximumrangefor the fr iendlyuni t ’s
weapon.Calculatethe rangeby count ingthe
distancein hexesfromthe fir inghex to the
targethex.The fir inguni t ’shex is not
countedas partofthe rangefigure;the target
hex is counted.A uni t ’sFireStrengthcan be
great lyaf fec tedby range.

[9.2=1l ]I fa stackcomposedent i re lyofcombat
uni tscarry ing“B”,“C”,“SR”,or “P”uni ts
are fireduponin ei therplayer ’sFirePhase,
the fir ingplayeradjuststhe TotalFire .
Strengthcolutrmone to the lef t .Al l “B”,
“C”,“SR”,and “P”uni tscarr iedweapons
capableofbeingloadedwhi lely ingdown,
thusaffordingthe firermuchgreaterprotec-
t ionthanthe standardr ifledor smoothbore
musltets,“R”,“A”,and “M”weapons.
[925]Unitsthatcarry“B”,“C”,“SR”,and
“P”typeweaponsdo not receivea weapon
typedefensiveshi f twhenfireduponby With-
drawalFire(see case 10.1)or RetreatFire(see
case 10.2).Uni tswith“B”,“C”,“SR”,and
“P”weaponsdo not receivea defensivefire
shi f tforweapontypei ftheyare stackedwith
uni tsthatcarry“R”,“A”,or “M”typeweap-

ons;“B”,“C”,“SR”,and “P”tmitsdo receive
a weapontypeshi f ti fstackedwithart i l lery
batter iesor wi thunarmedwagonsor trains.
[9.2t i ]Uni tsin columnformat ionand
mountedcavalryuni tsdo not receiveany
defensiveshi f tf romtheirweapontypewhen
firedupon.

[9.27]Adjacentopposinguni tscan always
engagein fire combatagainsteachother;
theycan also fire at other,moredistant
opposinguni ts(Except ion:see case 9. ' i '4A).
[9.28]RangeEffectsChart(seechartsand
tab les)

[9 .3 ]FIRESTRENGTHPERHEXSIDE

[9.3l ]The numberofsmal l -armsstrength
pointsthatcan fire out of(not into)a given
hex is l imi tedby the numberoffrontalhex-
sidesto fire through.Up to 4 StrengthPoints
can fire out ofa hex througheachofi ts
f rontalhexsides.However,the totalnumber
ofsmal l -armsstrengthpointsthatcan fire
out ofa hex is l imi tedto 8 SP's.
[9.32]The 4 StrengthPointsthatcan fireout
ofa hexsidcare “Pre-RangeEffectsModifi-
cat ionStrengthPoints.”Thus,the 4
StrengthPointscan be doubled,halved,etc.
as an effectof range.

[9.33]Art i l leryis not l imi tedto 4 Strength
Pointsoffireper hexside.Al l batter iesin a
hex can fireout ofone hexsidc(Except ion:
art i l leryfire outofa woodshex or rough!
woodshex is restr ictedto 4 gunsper hexsidc
(see chart8.19).
[9.34]HexsideFireZoneDiagram

[9.4]MULTIPLEUNITFIRE

[9.-41]I f twoor morefr iendlyuni tsfire at the
same enemy-occupiedhex,al l fir inguni ts

383838$0.09 0.0.0.0 0000sf
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mustcombinetheirfire strengthintoa single
total ,regardlessofwhetherthe fir inguni ts
are stackedtogetheror in di f ferenthexes.
Eachuni t ’sfirestrengthis computedsepa-
ratelyfor range,and thenal l are added
together.Smal l -armsFireStrengthand art i l -
leryFireStrengthare neveraddedtogether;
the two typesoffire are alwaysresolved
separately.
[9.-1l2]Whena uni tis firedon by bothart i l -
leryand smal l -arms,bothattacl tsare resolved
beforeany resul t ingcasual t iesare appl ied.
Thiscan be importantbecausethe chanceof
causinga casual tyis af fectedby the densi ty
ofstrengthpointsin the hex. Al l casual t ies[ i f
any)frombothattacksare thenappl ied
beforeresolv ingany MoraleCheck{see case
13.2).Thus,a uni tdoes not “escape”for
example,art i l leryfire becausesmal l -armsfire
causesi t to routand run away.
[943]Duringa FirePhase,smal l -armsfire
general lyaf fectsonlythe top infantryor
cavalryuni tin a stack(seecase 8.21).
[9.4-f l ]No uni tcan be fireduponmore than
once in any givenFirePhaseby smal l -arms
fire,and no uni tcan be fireduponmore than
once in a FirePhaseby art i l lery.A uni tcan
be fireduponby smal l -armsand art i l leryin
any one FirePhase,but onlyonceby each
(Except ion:see case 10.2).
[9.-45]No tmitcan fire i ts ent i refire strength
morethanonce in any givenFire Phase(Excep-
t ion:see case 10.2).However,wi th inany given
FirePhasea uni tcan chooseto spl i ti ts fire
strength,direct ingi t at any numberoftarget
hexes,as longas i t obeysthe ruleson facing
and on maximumfire strengthpet hexside.A
uni tthatdiv idesi ts fire strengthcan fire at
severaltargets,at the samerangeor at di f ferent
ranges,resolv ingeach fire separately.

EXAMPLE:An infantryregimentwi tha
currentstrengthof3 SP‘scan fire witha
strengthof l at threedi f ferentenemyhexesor
i t can fire witha strengthof2 at one hex and l
at another.Notethatthe currentstrengthis
div ided,not the FinalFireStrength(whichcan
be the currentstrengthmodifiedby terrain,
range,etc) .
[946]In spl i t t ingtmits ‘fire strengths,the
currentstrengthcannotbe so div idedas to
make the FinalFireStrengthagainstany one
hex less than l . Thisrestr ict ionappl iesonly
whenspl i t t ingfire strength;a tmitcan always
fire i tswholestrength—nomatterhow muchit
is reduced—ata singletarget.

EXJUYIPLE:A batteryoffi TE gunscould
not fire at s ix indiv idualtargetssixteenhexes
distant,s incethe final fire strengthwouldbe
‘ ls pointper target.The batterywouldhave to
spl i ti ts fire amongonlythreeofthetargetsto
producethe necessaryl pointminimumper
target.
[$1.5 ]TERRAINEFFECTSON FIRE
COMBAT
Cumulat iveTerrainEffects.Some terrain
featureson the map providecolumnshif tsthat



benelit the dcfende. in iire comblt- A defend-
ing fiierdly uon rs€ives rhe bcnefir ofrerain
6long as ar l€asr ole ofrhe firins.!eny
uits is firing rhrough or ioto thar temin. All
tefrin erects a.e .mulative- Teirain eIlets
are listed in cha.r 9.56 and in c.se 9.57.

[9.5]l Gettycburg H6xes. Ifa friendly targ.t
unit etupies a non<lear Genysburg rown
hq, rhe ror.l firc srreo$h of rhc firing enemy
utrit(s) is shift.d ole column to th. left on the
File CRT. Cl.a! terEi! towD h.xes hav€ no

[9.52] Steep Crcst ud Crcsi H.sides. If a
frieodly target unit ocopies a hex \rith a st*p
cresi h*sid., and dy fring cn.my mit is
Iiring $rcu8h rhe step c.e.t hcxside from
rwo elevations lower rh6 that ofrhe ra.ger
uoit, the rotal firc stlenslh of thc fi.iDg uni(s)
is shift€d one columo to the l€ft on Ih. Fi.e
CRT Unlikc steep crest hqsides, cr€sr hq-
sides have no .ffecr on iire combar-

19.531 wood., lbodsrRough, .nd orh.rd
HGt6. ra ft€ft[y tarFt dit ocopie a
woods, woods/rcugb or orcherd hq, the total
ftre strength ofrhe tuing eneny unit(s) is
sbilied one colllm ro the l€ft on fie Fiie CRT.

[e.54] Pftd, Roeds dd Trrlls. Thorough-
fa..s hlv€ no cff.d on fir€ combat (Excep-
tion: s.. carc 9.57). Fo! af,y terlain efrecis,
.efer to rhe other terain in thc hex.

[9.551Exampl€ of Terrain Eftec$ aod Fire
CRT Colunn Shifts

An u imber€d anilery bqttery in a eoods her
is fited upon by thre endy infmrry .egiments
with a ombined fiE srien8th of l3 SP One of
rhe regimenh is liring rtuough a sreep d6i
hqsid€j another rcgin€nt h firing through onc
ofthe banery'i cnflade h*ides. The battery
rdives tnr€. colllm shifts in its favor (targer
dsiryj td8.t in woods hq; ait liring
thngh step cBt haside). Th. firiDs uirs
rceiv€ one shift i! *En favor (n.gct n eDfi-
laded). The final nd adjusrmcnt is two sn is in
favor ofthe defcnderj dle anack is re$lved o.
rhe "4 ro 6" oltlm. rrhe b6n.ry had nor
b.eo enfl.dcd, n wuld still hlk rcived only
rw olllm shifts (he lwinurn allowed); the
third shift would be ignoied.

[9.56] Ter!.h m.cts on Combat (Se€
Chans and Tables)

t9.5?l Specisl Tc(ain Eftects

A. Th. Sunlen RoNd: Th. Sunken Road
(Lons Lane)ailecrs fire comb.r in that ir acts
as a qu.si-ftcnch. Units in a Sunkcn Rold
hex derive the b€nefii of th€ d€pr€sion; if
they are fired upon, the firing playcr adjusts
rhe fire $rensrh ole column ro the 1.ft
lErceprioD: rhe colum! shifi does nor apply
ifunits in the Sunken Road arc ftring in a
srraight line.long rhe length ofthe Ssken
Road €t enemy uniB also in rhe Sunken
Road.) Aflill€ryulits iD the Sunken Road
caddot fire at .nedy uits outside rhe
Suil(en Road, but can fre along the length
ofthe Sunkcn Road ar eoemy unit. in rhe

B. The Rrihoa.l Cui: Units in a Raihoad
Cut hex (a hex conraining the UnfiDished
Railioad bed that has a Cur hexsidc as a side
of irs h.x) canDor firc throush a Cu hexside.
They caa fir€ inrc any hex or rhrough any
hex that docs not contain a Cut hcxside.
However, unirs outside the unfinished rail-
road hex (i.e., on top ofthe Cut can fire inro
rhe Cut rhrough s Cut hexside !t a unir only
ifrbeyale adjacelr ro rhar panicula! h.xside

C. Breasrwork Markers. See section 20.0 for
effects ofbr.astworks on fire combar.

D. Orchards. Orchards do not blGk Line of
Fnej a uDir rhar r6c€s a litr. of file throush
an orchard hex to a target hex beyord the
orcha.d receiv.s one shift to th. lcfr on fte
Fire CRT.

[9.8] EFFECTS OF FACING AND FOR-
MATION

[e.6ll Ulns can fire ollyrhrough rhei.
frortal bexsidcs; ho{ever, they can be fired
upon ihrou8h any hqside of rhe h.ger hex.

[9.62]hfantry unns in cohmn and lidbered
arrillery cannor file in any Phasc. Mounted
cavalry can fir. only with pisrok (P weapon$
ald thcn only rhioush the thre. floDlal
h.rsid.s. (Scc scctioo 7.0.)

19.6llTh€ tolal nre srength ofrhe nring
unir(s)js shifted one column ro the rishi on
Ihe Fire CRT ifthe tarset is enfilld.d Gee

[9.4 rrNE OF SlGrfT ([JNE OF F|BE)
The abiliry of a unir ro fire from rhe h€x ir is
in to sode othef hex depends on the terain
beiween those hcxes along the Line ofsight
(LOS). An LOS can eithe. be clcar or be
bl*led; "hsving a clear LOS" is defiDed as
the abihy ro see thc ta.s.t. An LOS is !ep!e-
sented by a straight line draqn from the
center of thc fi.ing unirt hex to the cenb. of
rhe target hex. Thc LOS can only be blocked
(depcdins on elcvation)ifit passes throush
a blockiDs hcx or through a blocking hqside
which is dot common *ith eith.r lhe fting
unit\ or rb. target unitt hcr.

A clear LOS always elists out ofa bloclddg
hea containing a firing unit,.nd into ! bloct-
ing hei.ontaining a ra.get rnit, bur gener-
ally f,ot (d€p.ndins on elevation) throush a
bleking hex. Thus, units c.n slMys fire
irro atr adjaccnt h.x (E\ceptions: scc e$s
9.5? and 9.?4A). lfthe LOS is blocked, fire

[9.?l] Ty"es ofbl@kins te@in !r€ li$ed on
rhe TeEain Eff€as on Combst Chan,9.56. In
additioi, 6iu, friendy o. olhc i*, d€ c6-
sidqed blcling t.mh. Wbethe. blatilg
te@io actully block LOS is d.p€ndc upon
the elevadon ofboth the fuing and defending

19.721 For purposcs ofdeteminins LOS,
iofaDtry, anill.ry, aDd dismount€d clvalry
$aod 5' rallj mounrcd evalry and supply
wagols stand l0' rall. Ridges are 20' hish.
Trees in voo.ls, o.chards and \roods/rough

hexes are 20' feer high. Buildings in non-
clea! town hexes a.e 25' high.

19.731 The Lin. ofsi8ht Algorithn .nd rhe
Line ofsight Gauge. Playe6 @ detemine $e
Une of Sigh in rwo Mys:ftey can us the
basic atso hn (marhe@ cal qplession ofrhe
Line of Sish0 or they can use the Line of Sighr
Gauge, which is a gEphic Epresentation ofthe
algorithm. Usually, playes eill nnd rheDelv6
uing the dgo.ithm only to chak thc (@-
sioDal "clc @ll" on tbe gauge.

l- The Bmic Algorithm Procedule.

A clea. Line ofSight exists il

H/D is equal to or grearer rhan hp.5/dp

H = Heisht (in fcco of hishe! posnion ninus
heighr of lower position.
D=Distance (in hexes) fron high* posidon

hp = Heicht (in fee0 ofpotenti.l obsracle
minus h€ighr oflow€r posidon.
dp=Distanc. (in h.ret from potentialobra

2. Lide ofsight Gauge Procedule

Noie that rhe heighs a.e exp.esed iD inc.e-
m€n$ offive f*r. Hodzontally, disrance is
nesured in undivided yard increF€nts (coF
lspoldins to rh€ hexes). O! the 4!o distance
linc,l@ate lh. hcighr ofthe highe. psirion.
Measurins frotn dis poini (hoiizonrally, in
ha*s) locat€ the height ofthe loeef posidon.
Conne.t rh.se two poinis wirh a sfaight edge
(a rransparenr plasric ruler is ideal). Now
locare rhe heigh and disrdce ofany suspeaed
obsracle. Rem.mb.r rher a nan adds 5 feer io
the height ofany level and e {oods hex .dds
20 feei to the height ofany obsl.cl.. Ifthe
obstacle is highcr rhan the Line ofSighr ar rhe
point ofi ..*ction, then rhe Line ofSisht is
blocted- lfth. Line ofsight exacdy intesds
th. obsi.cle, or p.ss. ove. it, then rhe Lire of
Sighr is not blek.d. Ifftere is .ny doubt,
playeB should.csorr ro rhe algo.nhm. Nore
th6l,Iechnically spcaking, the LiDe ofsight
could pa$ as much as five feer b€low rhe
obEtacle dd tdll not b. blek d (his accounts
for the aveoge h.ighr ofa m.nt Dusker and
rhe (arger.bo!e rhe r€min on which rhe

[9.74] Special Line ofSishr Cases

A. The Unfinish€d Railroad Cut. Rlihoad
Cut hexsid.s nc!€r bl@k LOS for h€res
ouKide the Cut. Thus, sits or rh. opposite
side of$e Cut can fire at e6ch orhcr ifrhere
is no other inrerveDine blocking rerain.
Units within lh. Cur cannol fire through a
Cur hexside, eveD ifth€ rarget unn is adja'
cetrr. Unns ourside lhe CUI can only fire inro
rhe Cur rhrough a Cur hexside ifthey ar
adjaccnr to a Cut h.xsid€ that forms a parl of
rhe Cut hex in question.

B. The Sunken Road. The Sunk.n Road has
Do afecr on LOS. Ir only provid.s ! defen
sive benefir againsr ftre- PlayeB thould noi
consid.r rh€ Suntcn Road a rench where
units on th. sadc level can flre over heods of
other units in rhe rrench.

l l

benefitthe defenderin fire combat.A defend-
ing fr iendlyuni treceivesthe benefitofterrain
as longas at leastone ofthe fir ingenemy
uuitsis fir ingthroughor intothat terrain.Al l
terraineffectsarecumulat ive.Terraineffects
are hatedin chart9.56and in case9.57.
[951]GettysburgHexes.I fa fr iendlytarget
uni toccupiesa non-clearGettysburgtown
hex,the totalfire strengthof the fir ingenemy
unit(s)is shi f tedone columnto the lef ton the
FireCRT.Clearterraintownhexeshaveno
effecton f irecombat.
[952]SteepCrestandCrestI- Iexsides.I fa
fr iendlytargetunitoccupiesa hex witha steep
cresthexsidc,and any f i r ingenemyuni tis
fir ingthroughthe steepcresthexsidefrom
twoelevat ionslowerthanthatofthe target
uni t ,the totalfire strengthof the fir inguni t (s)
is shi f tedone columnto the lef ton the Fire
CRT.Unl ikesteepcresthexsides,cresthex-
sideshave no effecton f i recombat.
[953]Woods,We-odsIRough,andOrchard
Hexes.I fa fr iendlytargetuni toccupiesa
woods,woodsfrough,or orchardhex, the total
f i restrengthofthe fir ingenemyunit(s)is
shiftedone columnto the lefton the FireCRT.
[954]Pikes,RoadsandTrai ls.Thorough-
fareshaveno effecton firecombat(Excep-
t ion:see case 9.57).For any terraineffects,
referto the otherterrainin the hex.

[955]ExampleofTerrainEffectsand Fire
CRTColumnShif ts
An unl imberedart i l lerybatteryin a woodshex
is fireduponby threeenemyinfantryregiments
witha combinedfirestrengthof 13 SP. Oneof
the regimentsis fir ingthrougha steepcrest
hexsidc;anotherregimentis fir ingthroughone
ofthebattery 'senf ladehexsides.Thebattery
receivesthreecolumnshif tsin i ts favor( target
densi ty;targetin woodshex;uni tfir ing
throughsteepcresthexsidc).Thefir inguni ts
receiveone shi f tin theirfavor( targetis enfi-
laded).The finalnet adjustmentis two shi f tsin
favorofthedefender;the attackis resolvedon
the "4 to t i “column.I fthebatteryhadnot
beenenfiladed,i t wouldst i l lhavereceivedonly
twocolumnshif ts( themaximumal lowed);the
thirdshi f twouldbe ignored.
[956]TerrainEffectson Combat(See
Chartsand Tables)
[9.5?]SpecialTerrainEffects

A. The SunkenRoad:The SunkenRoad
{LongLane)affectsfirecombatin thati t acts
as a quasi- t rench.Uni tsin a SunkenRoad
hex der ivethe benefitofthe depression;i f
theyare firedupon,the fir ingplayeradjusts
the f i restrengthone columnto the lef t
(Except ion:the columnshi f tdoesnot apply
i funitsin the SunkenRoadare firingin a
straightl inealongthe lengthofthe Sunken
Roadat enemyuni tsalso in the Sunken
Road.)Art i l leryuni tsin the SunkenRoad
cannotfire at enemyuni tsoutsidethe
SunkenRoad,but can fire alongthe length
ofthe SunkenRoadat enemyunitsin the
SunkenRoad.

B. The Rai l roadCut:Uni tsin a Rai l road
Cut hex (a hex containingthe Unfinished
Rai l roadbed that has a Cut hexsidcas a side
ofi ts hex)cannotfire througha Cut hexside.
Theycan fire intoany hex or throughany
hex thatdoesnot containa Cut hexside.
However,uni tsoutsidethe unfinishedrai l -
roadhex ( i .e. ,on topof the Cut)can fire into
the Cut througha Cut hexsidcat a uni tonly
i ftheyare adjacentto thatpart icularhexsidc
(seealsocase9.74).

C. BreastworkMarkers.See sect ion20.0 for
ef fectsofbreastworkson f i recombat.

D. Orchards.Orchardsdo not blockLineof
Fire;a uni tthattracesa l ineoffire through
an orchardhex to a targethex beyondthe
orchardreceivesone shi f tto the lef ton the
FireCRT.
[as]EFFECTSOF FACINGAND FOR-
MATION
[9.6l ]Uni tscan fireonlythroughtheir
f rontalhexsides;however,theycan be fired
uponthroughany hexsidcof the targethex.

[9.62]Infantryunitsin columnand l imbered
art i l lerycannotfire in any Phase.Mounted
cavalrycan fire onlywithpistols(P weapons)
and thenonlythroughthe threefrontal
hexsides.(Seesect ion7.0.)
[9.63]The totalfire strengthof thefir ing
unit (s)is shi f tedone columnto the r ighton
the FireCRTi fthe targetis enfiladed(see
case 7.2).
[9.7]LINEOF SIGHT(LINEOF FIRE)
Theabi l i tyofa uni tto fire fromthe hex i t is
in to someotherhex dependson the terrain
betweenthosehexesalongthe LineofSight
(LOS).An LOS can ei therbe clearor be
blocked;“havinga clearLOS"is definedas
the abi l i tyto see the target.An LOS is repre-
sentedby a straightl inedrawnfromthe
centerofthe fir inguni t 'shex to the centerof
the targethex.The LOS can onlybe blocked
(dependingon elevat ion)i fi t passesthrough
a blockinghex or througha blockinghexsidc
whichis not commonwithei therthe fir ing
uni t ’sor the targetuni t ’shex.

A clearLOS alwaysexistsout ofa blocking
hex containinga fir inguni t ,and intoa block-
ing hexcontaininga targetuni t ,but gener-
al lynot(dependingon elevat ion)througha
blockinghex.Thus,uni tscan alwaysfire
intoan adjacenthex (Except ions:see cases
9.57and 9.?4A).I f theLOS is blocked,fire
is not possible.

[931]Typesofblockingterrainare l istedon
the TerrainEffectson CombatChart ,9.56.In
addi t ion,uni ts,f r iendlyor otherwise,are con-
sideredblockingterrain.Whetherblocking
terrainactual lyblocl tsLOS is dependentupon
the elevat ionofboththe fir inganddefending
uni ts.
[£3.72]For purposesofdeterminingLOS,
infantry,art i l lery,and dismountedcavalry
stand5 ' ta l l ;mountedcavalryand supply
wagonsstand10' ta l l .Ridgesare 20’ high.
Treesin woods,orchardsand woodslrough

l l

hexesare 20’ feet high.Bui ld ingsin non-
cleartownhexesare 25 ' h igh.
[933]The LineofSightAlgor i thmand the
LineofSightGauge.Playerscan determinethe
LineofSightin two ways:theycan use the
basicalgor i thm(mathematicalexpressionofthe
LineofSight)or theycan use the LineofSight
Gauge,whichis a graphicrepresentat ionofthe
algor i thm.Usual ly,playerswi l lfind themselves
usingthealgor i thmonlyto checkthe occa-
sional“c losecal l "on the gauge.
1. The BasicAlgor i thmProcedure.
A clearLineofSightexistsi f :

HID is equalto or greaterthanhp-Sfdp

H = Height( in feet}ofhigherposi t ionminus
heightof lowerposi t ion.
D = Distance( in hexes)f romhigherposi t ion
to lowerposi t ion.
hp = Height( in feet)ofpotent ia lobstacle
minusheightof lowerposi t ion.
dp = Distance( in hexes)f rompotent ia lobsta-
cle to lowerposi t ion.

2. L ineofSightGaugeProcedure
Notethat the heightsare expressedin incre-
mentsoffive feet.Hor izontal ly,distanceis
measuredin undiv idedyard increments(cor-
respondingto the hexes).On the zerodistance
l ine,locatethe heightofthe higherposi t ion.
Measur ingfromthispoint(hor izontal ly,in
hexes}locatethe heightofthe lowerposi t ion.
Connectthesetwo pointswitha straightedge
(a transparentplast icruleris ideal) .Now
locatethe heightanddistanceofany suspected
obstacle.Rememberthata man adds5 feetto
the heightofany leveland a woodshex adds
20 feet to the heightofany obstacle.I fthe
obstacleis higherthan the LineofSightat the
pointofintersect ion,thenthe LineofSightis
blocked.I f theLineofSightexactlyintersects
the obstacle,or passesoveri t , then the Lineof
Sightis not blocked.I fthereis any doubt,
playersshouldresortto the algor i thm.Note
that,technical lyspeaking,the LineofSight
couldpassas muchas five feet belowthe
obstacleat tdst i l lnot be blocked(thisaccounts
for the averageheightofa man'smusketand
the targetabovethe terrainon whichthe
soldiersstand).
[9.?4]SpecialL ineofSightCases

A. TheUnfinishedRai l roadCut. Rai l road
Cut hexsidesneverblockLOS for hexes
outsidethe Cut.Thus,uni tson the opposi te
sideofthe Cut can fire at each otheri fthere
is no otherinterveningblockingterrain.
Uni tswithinthe Cut cannotfire througha
Cut hexsidc,even i fthe targetuni t is adja-
cent.Uni tsoutsidethe Cut can onlyfire into
the Cut througha Cut hexsidci f theyare
adjacentto a Cut hexsidcthat formsa partof
the Cut hex in quest ion.
B. The SunkenRoad.The SunkenRoadhas
no affecton LOS.I t onlyprovidesa defen-
sivebenefitagainstf i re.Playersshouldnot
considerthe SunkenRoada trenchwhere
uni tson the same levelcan fire overheadsof
otheruni tsin the trench.



[9.8] RESULTS OF FIRE COMBAI
Each e$alty nus$er on the Fi.e CRT lepre
sents a s[€ngth poinr of m€n kiued or one gun
destroyed, depending on q,hich rype ofunit is
defendins. Thc other results are "P"(Pin)
"R" (Rout, and "P/R" (Pir/Rouo, which
r€stricr aD afected unit's aclioDs.

[9.81] When the Fire CRT yields a numeri'
cal result and rhe targer unit is inflnrry or
c!v.lry, that unir hls losr that nuhbcr of
Srrenglh Points. The ow Dg playe! adiusts
rhc unn\ st.eneih ma.ker and recofds the
los on his OB Roster. Plsy€rs should keep
an ac$rare count oflo$es as they are impo.
tlnt fo! deterniniog who vins the game. The
owning playe. must make a Mor.le Check
for the sffecrcd unir aftc! all anill.ry aDd
small'arms file hls been rcsolved against thc
ulit Gee case 9.42 and section l3-0)- A uoit
is reooved from the mep if all its sr.ngih

[9.82] Ifan artiuery battery is srlck.d wirh
ao infsnrry or cavalryunit, rhe anillcryuDit
dcs nor sufter casuahies from slltalrarllts
fire dl6s the iofanry or ev.lry unit is
eliminaied by @su.hies- When s batrery is
affeted by small-arms fir€, otrly rhc crcw
suffes casuakies. Ifa banery su|T.6 a lcsult
of "1" frod snall'arms fire, th. gur crew
counter is flipped ovcr to its .educed strength
sidej .nothe. point 16 and rbe crew is elimi-
nated. A smau-arms rcsulr of"2" or "3"
elimimt.s the clew irnmcdiar.ly. Ifan anil
lery crew is eliminaEd, the uni[emains ot
the map and is markcd *ift e Abandon.d
Gms mrler The gus themselves are
allected only by aniu.ry fi.c and cach poinr
h an aniu.ry fir. @mbar lesuh €liminates a
su!. lfa bartery's guls a.. all de$royed,
.enove rhe unir f.oo rhe bap-

t9.831When a PidRout (P/R) r€suh is
obtaitr€d agailsl an ilfarty or cavalry unil,
th. player owding the affcctcd unit musr
detemine *hich will apply. To do so he first
notes the unitrs cur€ot Morale Rating (see
csse I 3. l), rolb one die and coopares th. die
roll ro the orenr morale mting. Ifthe di.
rou is higher than rhe Morul€ R3ring, rh.
unir is routed; ifit is the s.me as or lowe.
rhan the rating, the unit k pinncd. !0hcn
rolliDg fo. P/R r€sultsr ifth€ uDit has beeD
enlilad€d add I to the die.oll. Subtmct I
fiom thc roU if rhe unir is srack.d wnh a
l€ade. ofits own commatrd, lesa.dl.ss ofrhc
numbe. of leadersj se. case 17.4.

[9.84]lv}leDever any firc causes a P/R r.sult
to an artillery batteryr reat th€ effect as an
automatic Pin.esult. Ifany iir€ causes an R
resuh to.n artillery baiiery, treat the rsuh

[9.85] Wben a mir is Pinned, pl.ce a Pin
ma.ker on top ofsll the uirs in rhe hex rhe
pinned unir ocapi€sj irany unir in ! slack
b@m$ pino€d, all udits iD that h€x are
pinned. Units in a pinned hex cannot move
(except to iet.eat as a result of Melee Com-
bao. Pinned uirs can change facing bui they
annot ch.nge fomation. Pinned units ennor

fire in a fri€ndly Orensive Fire Phase, but can
Iire in the fricndly Def€nsiv€ Fire Phde ar
enemy units in their ZOCj rh.y cannoi fir. !t
enemy unns not in th.; ZOC. Thc fiml fire
st.ength of pinned units firing in the Def€n-
sive Firc Ph.F is helv64 .ound fracrions
down. Pinn.d unirs dn $. wnhdBwll fire
(see clse I0.l)and rcrrcat firc Gee case 10.2).
A pinned unit.etains its Zone ofconrrol, ifir
is in ! formltion rhlt would nom.lly givc it s
ZOC (see ecion 10.0). Routed units csn
becomc pidned (add remain routed).

[9.86lPin markers arc remov€d in the
friendly R.Uy Phase b.for. units arc ..llicd.
If! piDn.d unir p.rticipEr$ in mcl.e combar,
ir bcconcs unpinrcdj r.nov. rhe Pin narker

[9.87] Leaders can be killed or $oundcd by
.ncmy fire (scc cqs€ 17.7). A lc.der can bc
pinne.l, but th.leadcrdo.s nor losc his
Effcctivcnc$ R.tiDg wh.n pinncd. A pinn.d
leader camot mov. (exccpl to r.tr.at as a

[9.8814 conbar.csult of"P" or "R"
.equi.cs. mo.qle ch.ck for th..rcctcd unir.
Thc owning pl.y.. roll! a di.; if rhc r$ulr is
g.clrcr than th. unitls mor.l.r it is pinned or
rout.d, r.spccriv.ly (Exception: w case
9.84). Ifthe result is the samc or loeer than
thc unit'r mo.ale, th.r. is no c{fcd.

[9.691Some nuncrical results af. rolloe.d
by Nn asterist('), which m.ans lhgl thc
affccrcd unit c.n aho bccom. pinn.d. Aft.r
thc cssullty is rccord.d, th. owning playcr
nak.s a horal. ch.ct for rh unn. Ifrh.
uDir do.s nor !our, roll a sccond di.' a resuh
g.carc! rhan rh€ unir's c!r'€ moral. hring
rcsults in rh. unn b€irg pinn€d. A r.sult on
th. s.cond roU.qual to or l.ss rh.n rhe unit'.
dr.nr moralc rating has no cff.d.

[9,9] ADVANCE AFIER F|RE COM-
BAT

Ifan cncmy.occlpicd hcx is vacat€d ai a
r€sulr of nrc combat ir th. fii€ndly Off€nsivc
Fir€ Phas., adjacent fricndly unirs rhat fir.d
into the hex in th€ fri.n.lly Oft nsivc Fi..
Phas€ c.n.dvanc. into th. vacant b.r in thc
fri.ndly M.1.. Phak; howcv.r, rhe sdvanc-
ing units a.c atill bound by th. st.ckin8
rcsrricrions for thc v.c.nr hcx (sce ch.ft
8.19). Thc adv.ncc is sutod3tic; the unils do
not have ro msk. ! moralc ch.ck to advanc€.
(This rulc.nd c*. 12.88 cxpl.in the only
m€thods for.Dt.rinr a v.c.nt hcx in the
friendly M.l€€ Phasc).

[9.9llA unit cannor advanc. ss 3 rcsult of
retreat firc or wirhdrawal fir€.

[9.92tFri.ndly units cannot advance ss s
resuh of firc in the fri.ndly D.fensive Fire

[9.93] Batroi$, w.sons, snd rraim c6nnot
sdvadc. !B a lcsult of fire conbat.

[10.01 zoNEs oF coNTRoL
GENERAL RULE

All infantfy units in lin€ fomation, dis.

mounred cavalry units,.nd unlimbered
a.tillery batteries have s Zof,€ of Control
(ZOC)extendins into three hexes adjacent to
rheir fiontll hexsides. Mourted cavalry
exefts a ZOC into !U six adjacent hexes. The
ZOC\ of rhese units aftect withdraval,
letreat, supply, and connand.

Supply wagons, teins, and l.aders have no
zoc.
CASES

u0.tl WITHDRAWAL FIRE

Ifs fiiendly utrit leaves an enedy'confolled
hex during the Friendly Moreoeot Phas o.
the Friendly Rereat Before Melee Phase, the
encmy unit excring ftar ZOC qn tske
Withdiawal Fire at the noving unii before ir

A friendly small-arms ulit can also take
wilhdrawal fire aI any €neny cavalry unit or
.rtiuery battery rhar chaDscs loimaion
within range aod LOS ofthe friendlyunit.In
this fo.n ofwithdra{al fire, ranee is not
linitcd to friendly ZOC haes.

Ioporr.nr NoG: Urits that are our of
ammunition h.re a limited lbiliry ro conduct
Withdiaw.l Fne; see case I L24).

ll0.l ll Withdraeal fre trles place before the
widd.awing unir leaves rhe hexJ i.e., rhe

00.l2l Withdraw.l fire is in addnion rc aDy
normal offef,sive or defeDsive fir€. Urits can
fire wnhdrawal fir. aly nunber oftincs.

ll0.lslIrrhe.e are rwo (or more) unns i! the
same hex in the ZOC ofatr enemy unn and
they both wish to withdlawr lhe eneoy unit
can file o.c. al rhe slact.

ll0.l{l Irrhere are two (or mor€) unus in a
stack and some (but nol all)oftheunits w;h
ro wirhdraw, rhey can do so without being
fired upon; hoP.v.r, i! such a case, the
uDil(s) renaining in th. hex suffers eith-
dEwal fire. ln effect, ihey are "covering" for
the ehhdraeins unitG). Ira unir sune6
withdrawal fir. as a "covcring unir" fo. orher
uni$ that a.e withdr.wing from a bex, (he
densiry .diusrmenr for fire combar is basd
on the size ofthe coverint fore only, not the
siz€ ofthe ef,tire stack.

00.ltlA unit suffe.ing casualties during
wirhdrasal tue is trqred as if n had sufl€red
c.su.lties durif,g any retular Firc Phase; the
owning playcr must .oll for posible rour or
leade.los, etc.Ifs unir sufteB a pinn€d
resulr in withdrawal, it can move ole hex
and rhen it b€comes pim€d. rnponant
Exccpdon: See 12.88.

n0.16lA unit can withdraw f.on an eneny
ZOC through any hexside n wishes, as long
as it do€s not enter.n enemy-ocopied hex.
However, ifin withd.awing the unit preseD$
its enfilade h€xsides to rhe firingunit, the
unir firing withdrawal fire then gets the
b.n€fit ofenfilade ftre. Note:Aunit eith-
drawing will almosr invariably present its
enfilade to an enemy unn.
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[9 .8 ]RESULTSOF FIRECOMBAT
Eachcasual tynumberon the Fi reCRT repre-
sentsa s t rengthpointo fmen k i l ledor one gun
destroyed,dependingon whichtypeofuni tis
defending.Theotherresul tsare “P”(Pin) ,
“R”(Rout) ,and “FIR”(PinfRout) ,which
rest r ic tan af fecteduni t 'sact ions.
[9 .B l ]WhentheFi reCRTyie ldsa numer i -
ca l resu i tand the targetun i tis in fant ryor
caval ry ,thatun i thas lostthatnumberof
StrengthPoints .Theowningplayeradjusts
theuni t 'ss t rengthmarkerand recordsthe
losson his OB Roster .P layersshouldkeep
an accuratecounto flossesas theyare impor-
tantfordetermin ingwhowinsthe game.The
owningplayermustmakea Mora leCheck
for the af fecteduni ta f tera l lar t i l le ryand
smal l -armsfirehasbeenresolvedagainstthe
uni t(seecase9.42and sect ion13.0) .A uni t
is removedf romthe mapi fa l l i tss t rength
pointsare lost .
[982]I fan ar t i l le rybat teryis s tackedwi th
an in fant ryor caval ryun i t ,thear t i l le ryuni t
doesnotsuf fercasual t iesf romsmal l -arms
fireunlessthe in fant ryor caval ryun i tis
e l iminatedby casual t ies .Whena bat teryis
af fectedby smal l -armsfire,on lythecrew
suf ferscasual t ies .I fa bat terysuf fersa resul t
o f“1”fiom smal l -armsfire,the guncrew
counteris fl ippedoverto i ts reducedst rength
s ide;anotherpo in tlossand thecrewis e l imi -
nated.A smal l -armsresul to f“2”or “3”
el iminatesthecrewimmediate ly .I fan ar t i l -
lerycrewis e l iminated,theuni tremainson
the map and is markedwi than Abandoned
Gunsmarker .Thegunsthemselvesare
af fectedonlyby ar t i l le ryfireand eachpoint
in an ar t i l le ryfirecombatresul te l iminatesa
gun.I fa bat tery 'sgunsare a l l dest royed,
removetheuni tf romthe map.

[9 .83]‘Whena Pin!Rout(FIR)resul tis
obta inedagainstan in fant ryor caval ryun i t ,
the p layerowningtheaf fecteduni tmust
determinewhichwi l lapply .To do so he firs t
notestheuni t ‘scurrentMora leRat ing(see
case 13.1) ,ro l lsone dieand comparesthedie
ro l lto thecurrentmora lerat ing.I fthedie
ro l lis h igherthanthe Mora leRat ing,the
uni tis routed;i fi t is the sameas or lower
thanthe rat ing,theuni tis p inned.When
ro l l ingfor PIR resul ts ,i ftheuni thas been
enfiladedadd 1 to thedie ro l l .Subtractl
f romthe ro l li ftheuni tis s tackedwi tha
leadero f i tsown command,regard lessofthe
numberofleaders;see case 1 '14.

[9 . i l4 ]‘Wheneverany firecausesa FIRresul t
to an art i l lerybattery,t reatthe effectas an
automat icPin resul t .I fany fire causesan R
resu l tto an ar t i l le rybat tery ,t reatthe resul t
as P instead.
[985]Whena uni tis P inned,p lacea Pin
markeron top ofa l l the uni tsin the hex the
pinneduni toccupies;i fany uni tin a stack
becomespinned,a l l un i tsin thathex are
pinned.Uni tsin a pinnedhex cannotmove
(exceptto retreatas a resul tofMeleeCom-
bat) .Pinneduni tscan changefacingbut they
cannotchangefonnat ion.Pinneduni tscannot

fire in a fr iendlyOffensiveFirePhase,but can
fire in the fr iendlyDefensiveFirePhaseat
enemyuni tsin the i rZOC;theycannotfireat
enemyuni tsnot in the i rZOC.The finalfire
st rengthofp inneduni tsfir ingin the Defen-
s iveFi rePhaseis ha lved;roundfract ions
down.Pinneduni tscan use wi thdrawalfire
(see case 10.1)and ret reatfire (seecase 10.2) .
A pinneduni tre ta insi tsZoneof .Contro l ,i fi t
is in a format ionthatwouldnormal lyg ivei t a
ZOC (see sect ion10.0).Rooteduni tscan
becomepinned(andremainrouted).
[£1.86]P inmarkersare removedin the
f r iendlyRal lyPhasebeforeuni tsare ra l l ied.
I fa p inneduni tpar t ic ipatesin meleecombat ,
i t becomesunpinned;removethe Pin marker
f romthatun i t .

[£1.87]Leaderscan be ki l ledor woundedby
enemyfire (see case 17.7) .A leadercan be
p inned,but the leaderdoesnot loseh is
Ef fect ivenessRat ingwhenpinned.A pinned
leadercannotmove(exceptto ret reatas a
resu l to fmelee) .

[9 .88]A combatresul to f “P”or “R”
requi resa mora lecheckfor the af fecteduni t .
Theowningplayerro l lsa d ie ;i fthe resul tis
greaterthantheuni t ’smora le ,i t is p innedor
routed,respect ive ly(Except ion:see case
9.84) .I fthe resul tis the sameor lowerthan
the uni t ’smora le ,thereis no ef fect .
[9 .89]Somenumer ica lresu l tsare fo l lowed
by an aster isk(* ) ,whichmeansthatthe
af fecteduni tcan alsobecomepinned.Af ter
the casual tyis recorded,theowningplayer
makesa mora lecheckfor thatun i t .I fthe
uni tdoesnot rout ,ro l la seconddie;a resul t
greaterthantheuni t ’scurrentmora lerat ing
resul tsin theuni tbe ingpinned.A resul ton
the secondro l lequalto or less thantheuni t ’s
currentmora lerat inghas no ef fect .
[9 .9 ]ADVANCEAFTERFIRECOM-
BAT

I fan enemy-occupiedhex is vacatedas a
resul to ffirecombatin the f r iendlyOf fens ive
Fi rePhase,ad jacentf r iendlyuni tsthatfired
in tothe hex in the f r iendlyOf fens iveFi re
Phasecan advancein tothe vacanthex in the
f r iendlyMeleePhase;however ,the advanc-
inguni tsare st i l lboundby the stacking
rest r ic t ionsfor the vacanthex (seechar t
8.19) .The advanceis automat ic ;theuni tsdo
not haveto makea mora lecheckto advance.
(Th isru leand case 12.88expla intheonly
methodsforenter inga vacanthex in the
f r iendlyMeleePhase) .
[9 .9 l ]A uni tcannotadvanceas a resul to f
ret reatfireor wi thdrawalfire.
[ '5-L92]Fr iendlyuni tscannotadvanceas a
resul to ffire in the f r iendlyDefens iveFi re
Phase.
[9 .93]Bat ter ies,wagons,and t ra inscannot
advanceas a resul to ffirecombat .
[10.0]ZONESOF CONTROL
GENERALRULE
Al l infantryuni tsin l ineformat ion,dis-

12

mountedcaval ryun i ts ,and unl imbered
ar t i l le rybat ter ieshavea ZoneofContro l
(ZOC)extendingin tothreehexesadjacentto
the i rf ronta lhexs ides.Mountedcaval ry
exer tsa ZOCintoal l s ix ad jacenthexes.The
ZOC'softheseuni tsaf fectwi thdrawal ,
re t reat ,supply ,and command.
Supplywagons,t ra ins,and leadershaveno
ZOC.
CASES

[1 l l .1 ]WITHDRAWALFIRE

I fa f r iendlyuni tleavesan enemy-contro l led
hex dur ingthe Fr iendlyMovementPhaseor
the Fr iendlyRetreatBeforeMeleePhase,the
enemyuni texer t ingthatZOCcan take
Wi thdrawalF i reat the movinguni tbeforei t
leavesthe hex.
A fr iendlysmal l -armsuni tcan alsotake
wi thdrawalfireat any enemycaval ryun i tor
ar t i l le rybat terythatchangesformat ion
wi th inrangeand LOSofthe f r iendlyuni t .In
th isformofwi thdrawalfire,rangeis not
l imi tedto f r iendlyZOC hexes.
Impor tantNote:Uni tsthatare outo f
ammuni t ionhavea l imi tedabi l i tyto conduct
Wi thdrawalF i re ;see case 11.24) .
[10.1 1] Wi thdrawalfire takesplacebeforethe
wi thdrawinguni tleavesthe hex,i .e . ,the
rangeis one hex.
[ l0 . l2 ]Wi thdrawalfire is in addi t ionto any
normalof fens iveor defens ivefire.Uni tscan
firewi thdrawalfire any numberoft imes.

[ l0 . l3 ]I fthereare two(ormore)un i tsin the
samehex in the ZOCofan enemyuni tand
theybothwishto wi thdraw,the enemyuni t
can fireonceat the stack.
[ l0 .14] I fthereare two(ormore)un i tsin a
stackand some(butnot a l l )o ftheuni tswish
to wi thdraw,theycan do so wi thoutbeing
firedupon;however ,in sucha case,the
uni t (s)remain ingin the hex suf ferswi th-
drawalfire.In ef fect ,theyare “cover ing”for
thewi thdrawinguni t (s) .I fa un i tsuf fers
wi thdrawalfireas a “cover ing;un i t ”forother
un i tsthatare wi thdrawingf roma hex, the
densi tyadjustmentforfirecombatis based
on the sizeof thecover ingforceonly ,not the
s iaeoftheent i restack.

[ l0 . l5 ]A uni tsuf fer ingcasual t iesdur ing
wi thdrawalfire is t reatedas i fi t had suf fered
casual t iesdur ingany regularF i rePhase;the
owningplayermustro l lfor poss ib leroutor
leaderloss,etc . I fa un i tsuf fersa p inned
resul tin wi thdrawal ,i t can moveone hex
and theni t becomespinned.Impor tant
Except ion:See 12.88.

[ l0 .16] A uni tcan wi thdrawfroman enemy
ZOCthroughany hexs idci t wishes,as long
as i t doesnot enteran enemy-occupiedhex.
However ,i fin wi thdrawingthe uni tpresents
i tsenfi ladehexs idesto the fir inguni t ,the
uni tfir ingwi thdrawalfire thengets the
benefito fenfi ladefire.Note:A uni twi th-
drawingwi l la lmostinvar iab lypresenti ts
enfi ladeto an enemyuni t .



ll0.l?lWnhdrawal fte takes place iD th€
Mov€n€nt Phsse and Rctre.r Befoie Melec
Phase, not duiiog sny Fir. Phase. (A unit
that is in the ZOC ofsn .n.my unir duinS a
Fi.c Phale dd is forc€d to lcr€ar our of thar
ZOC during that Fne Phas. does lor suffcr
wirhdraeal fire). Witbdr.wal lre is Dot
considcred pan of .ny Fire Phase, dd units
that us. wirhdrawal firc c.n fire regularly
during any Fire Phase in thsr PlayeFTr.n.
Vithd.awal tue is, in efl€ct, a free shor.
Norc: R€beober to ch€ck filing uf,irs for
amunition depl€rion.

ll0.l8l Leaders that withdEw from d
cncmy ZOC do Dot triggc! wirhdnwal firc.

ll0.l9l Whe! a unir kisscrs wirhdra\ral fifcJ
ir c.n tE nred on once by €very eligible
en.my urit. Ther€ is no limit ro rhe numbc.
ofencmy units *hich car fire ar a wirhdr.w-
itrt unn (provided each encmy unit is eligi-
ble). A silsle enemy unir en pdfom
withdrawal6r€ as msny tim.s as there arc
fricndly units which triggcr such fire.

UO.2I RETREAT FTRE

A utrir forced ro retrcat into the ZOC of an
encfty unit, other than the unit which caus.d
thc rctr.ar, can sdergo Rerren Fire. Th.
precdurc fo. rerear fir. is rh. same ss for
wnhdrawal ii.e (see case l0.l)with lwo
exccptio$r unirs entering thc ZOC trigger
the fir€, as opposed ro unirs leaving the ZOC
(as in withdEwal fire), aod rerear fire can
@or during a CoDbat Phase.

Iopoirdt Note Unirs rhar ale our of
smmunnion hare a limited abiliry ro conducr
R€reat Fi.ei see case 11.24).

ll0.2ll Each time a unit rcrrears into th€ hex
ofa difl€rent enemy unir, the po$ibility of
r.tr.at iirc is tligg€red; thcrcfore, a retrcating
unit can be fir€d on by sedal enemy units

[ 10.221 Encmy unirs fting on rereating
unils caD otrly fire once er. given unit dur-
ing.ny rerre.r. Units firing r€treat fire ousr
check for ammunition dcpletion as for noF
mal Fir€. Retear fue,lil. witkltaeal nre, is

ll0.23l Rct.eados rourcd uniis th.r.uffer
catualtics fion r€tr€ar fi.c do not roll for

lr0.3l EFFECT OF ZOC ON AMMUNT-
TION SUPPLY

Unirs .ftempring to uacc a Lio€ ofsupply to
then supply waSods (s.c clse I I -2) camor
nacc lhis linc rhmu8h an cnemy ZOCj
unlcs the hex is occupi€d by a fri€trdy unit.

[10,41EFFECT OF ZOC ON IjA,DER
CONTROL

Units lttcrnpdng ro r.c. a leadeBhip radius
from a leder to a unit (or another lqd6)
canot rEce this lioe rhrough a hcx in !n
eneoy ZOC uless the hei is occupied by a

Ir0.5l EXTENT OF ZONES OF CON-
TROL

ZOC\ do not €xtend through imp.$.ble
hexsides.rc.pt for fire pu.poses. The p..s-
elce ofa f.i.ndly 6it negat.s an.nemy
ZOC for purposs ofsupply an.l l...lership
lioes. How€ver, rhc presoe of. fricndly
unii do€s not negate atr enemy ZOC for
purpos€s of withdrawl or.ereat fire.

[1r.0] AMMUNTTION SUP-
PLY
GENERAL RULE

All uDits caplbl. of Fire Combet .re subject
to amnunnion depletion. Artillery amDuni
don deptetion h r€present€d by rh€ number
of roads fir€d ar cotnpared ro rhc rorsl
rounds .lailable- Snal'arns u $suff.r
amnuftioD dcpletion er a re$h on the Fire
CRT These units c.n be ftsupplied by beilg
within supply rantc of a supply *.gon or

There ar€ two rypes ofsupply unjts: Divi
sionar and Corps. Diviional supply units
wiu be refcr..l to as "*ago!s" whil. Corps
utrIs (includins rh. Us ReseNe unirl will be
refered ro ss 'lmins-" T..ins ca.ry botb
anilery and slnallarms ammunition while
wagoqs cary otrly smau-ams ammunirion.

Supply wlgons and rrains are always inde-
pendetrt units and are always conside.ed in

CASES

ITT,TI WAGON AND TNAIN CREWS
AND THE PROVOST GUAIID

Ill.lllBoth w.sons and trains includ€ a
fiew. ID addirionr traios incorporat.. P.o-
vost Guald, *hich is indi@ted by . we.pon
ryPe dd sv.ngth numb.r on rhe counr.r,
Normal rmin snd wston c.4s, unlike thc
Provost GulrdJ are uMrmed. Cre{ markeB
.nd Prcvost Guard uDits are teneric lnd are
placed o! the map only if.out.d due to !
combar resulr. Ifthe Provon Guard or crew
is kill€d or rout9 awat rum the train o.
w.8on unit ov.r to indicare irs &ccwcd
srarus ad plsce a P.ovost Guard counr.r
andor a crew count€r on rhe map if a rout is

lll.l2l Wsgon snd lrain crews and P.ovost
Guar& cannor voluntarily eb.ndon thei.
unit. A Provost Guafd or crew counrc! h
otrly placed on the map ifit routs.

I I 1.131 &gon and t.ain cres clnnor elgagc
in any fom of fir. combat. A Provon cuard
can fire orly in thc friendly D€fcnsive Fire
Phase. Provosr Guard uni6 do nor h.ve a
ZOC dd ar€ incapable ofr€trelr firc and

lll.ral tflgon and rrain crews c.nnor iniriare
mele combat; no! can Provosr Guard unirs.
Vhgon &d tr.ir c.ews can d€fc in Melee
Combar bur do so at a value of zero for the
m€lee difte.ential. A P.ovost Guard d€f€nds
with its dorh.l strengrh in Delee combat.

lll.l5lWlgons and [ains can.et.ear in rhe
Rerrclr Before Melee Phase. In other forns
of rcrr.ar, the Provosr Guard andor dew
retrears bur lhe waSon or train does not-

lll.16lwhsoD and t.ain cr.w3 dd Provon
Guard urits suffer es!.hics only from
small-alms file, alrhough th.y on be pinned
o. .outed due to anillcry fir€. Whgons and
trains are affecFd only by a illery fire.

AU casualry lo$es due to n.e andor nelee
combal affect rhe P.ovGt Gusrd li6t brfore
any losses ale taken on thc train crews.
Vfhcnever a Provost Guard routs away froD
its fain, the traid clep is assuE€d ro have
accompanied the Guard. Use a P.oeosr
Guard counter with the app.opriate strensrh
in the same fashioD as a crew marker. rwhet
a train\ P.ovost Guard is eliminare4 ir
cannot b. .eplaced for that rrai!. Flip rhe
Provo$ Gurd uit to i$ cliinilared side and
lcavc it with the t.ain.

Snall Arns Fire Results:

Pirr Th€ wagon or trsin is pinned.nd can-
nor move or resuppry unrts.
Xouri The Provost Guard and.ior cr€w rours.
A Prorost Gu.d dd./o. c.ee narker n ukd,
and .ouc thrce hdes. Th. *.gon or tnin
countcr is rurred over to show ir is

".1," '?" '3"r The Provost Cuar4 if
present, is reduced until €liDiDared; subse-
qu.Ddy, lhe crcw is eliminat€d and rhe
eagon or train is rurDed ov.! ro itrdicate th.r

Aflill.ry Fir€ Results:

PD and Rour results affecr lhe ciew in the
same manner as Pio and Rou esufts from

"1," "2," "3": T\is n\mb.t is used ro dereF
ntirc the colutr on lhe Ammunirion L6i
Table (scc table 11.34). Thc player ownins
fte wason or rain rolls a dic rnd cross-
index.s it wirh rhe column to deternine the
number ofammuDiiion roun& the w.gon or

! LlTlA wagon or tEin can be.sre*ed ir
i$ crcw has been eliminat.d by moviog an
inf.nrry unit onio the ragon or rain aod
removing one strengih poiDt f.om that unit
during th€ fiDal Friendly Command Pbase.
Only on€ streDgth point can ever be asignc.l
ro en uncrewed wagon or oain ar a timej
oncc.$igne4 tbe strcngd poinr ..dot b€
wnhd.aw. and used to augment the sl.ength
ofanoth.! uoil A rcasign.d iDhntry
srcngrh point immediatcly assmes all
re{ricrions placed on crcw.. The .erssign.d
strength point is msrked on the OB Roster

Ill.l8lAn uncrewed supply wagon or [ait
caDlor bc usd to resupply unirs.

Itt.2l SMAILARMS AMMUNITTON
SUPPLY

Infantry and disbounted cavalryulns are
subjcct ro po$ibte ammunition depletio!
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[ l l ] .17] Withdrawalf i retakesplacein the
MovementPhaseand RetreatBeforeMelee
Phase,not dur ingany FirePhase.(A uni t
thatis in the ZOC ofan enemytmitdur inga
FirePhaseand is forcedto retreatoutofthat
ZOCduringthatFirePhasedoesnot suffer
wi thdrawalf i re) .Withdrawall i reis not
consideredpartofany FirePhase,and uni ts
thatuse withdrawalf i recan f i reregular ly
dur ingany FirePhasein thatPlayer-Turn.
Withdrawalfue is, in ef fect ,a f reeshot.
Note:Rememberto checkf i r inguni tsfor
ammunit iondeplet ion.
[1l l .1El ]Leadersthatwi thdrawfroman
enemyZOC do not tr iggerwithdrawalf i re.
[11119]‘Whena uni tt r iggerswithdrawalf i re,
i t can he firedon onceby everyel ig ib le
enemyuni t .Thereis no l imi tto the number
ofenemyuni tswhichcan f i reat a wi thdraw-
ing uni t(providedeachenemyuni tis el ig i -
ble).A singleenemyuni tcan perform
withdrawalfire as manyt imesas thereare
fr iendlyuni tswhichtr iggersuchf i re.

[1I l ' .2]RETREATFIRE

A unitforcedto retreatintothe ZOCofan
enemyuni t ,otherthanthe uni twhichcaused
the retreat,can undergoRetreatFire.The
procedurefor retreatfire is the sameas for
withdrawalf i re(seecase 10.1)wi thtwo
except ions:uni tsenter ingthe ZOCtr igger
the l i re,as opposedto uni tsleavingthe ZOC
(as in withdrawalfne),and retreatfirecan
occurdur inga CombatPhase.

ImportantNote:Unitsthatare outof
ammunit ionhavea l imi tedabi l i tyto conduct
RetreatFire;see case 11.24).

[ l0.21] Eacht imea uni t retreatsintothe hex
ofa di f ferentenemyuni t ,the possibi l i tyof
retreatfire is t r iggered;therefore,a retreat ing
uni tcan be f i redon by severalenemyuni ts
as i t retreats.
[1022]Enemyunitsf i r ingon retreat ing
uni tscan onlyfire onceat a givenuni tdur-
ing any retreat.Uni tsfir ingretreatf i remust
checkforammunit iondeplet ionas fornor-
mal Fire.Retreatf t re,l ikewithdrawalfire,is
a freeshot.

[1023]Retreat ingrouteduni tsthatsuffer
casual t iesfromretreatf i redo not rol lfor
addi t ionalrout.

[1n.a]EFFECTo1= zocon AMMUNI-
TIONSUPPLY
Unitsattempt ingto tracea LineofSupplyto
theirsupplywagons(seecase 11.2)cannot
tracethisl inethroughan enemyZOC,
unlessthe hex is occupiedby a fr iendlyuni t .
[ l [ l .1I ]EFFECTOF ZOCON LEADER
CONTROL

Unitsat tempt ingto tracea leadershipradius
froma leaderto a uni t(or anotherleader)
cannottracethisl inethrougha hex in an
enemyZOCunlessthe hex is occupiedby a
fr iendlyuni t .

[10.5 ]EXTENTOF ZONESOF CON-
TROL

ZOC’sdo not extendthroughimpassable
hexsidesexceptfor f i repurposes.The pres-
enceofa fr iendlyuni tnegatesan enemy
ZOCfor purposesofsupplyand leadership
l ines.However,the presenceofa fr iendly
uni tdoesnot negatean enemyZOC for
purposesofwithdrawalor retreatf i re.

[ l l.0] AMMUNITIONSUP-
PLY
GENERALRULE
Al luni tscapableofFireCombatare subject
to ammunit iondeplet ion.Art i l leryammuni-
t iondeplet ionis representedby the number
ofroundsfiredas comparedto the total
roundsavai lable.Smal l -armsuni tssuffer
ammunit iondeplet ionas a resul ton the Fire
CRT.Theseuni tscan be resuppl iedby being
withinsupplyrangeofa supplywagonor
corpstrain.
Thereare two typesofsupplyuni ts:Div i -
s ionaland Corps.Div is ionalsupplyuni ts
wi l lbe referredto as “wagons”whi leCorps
uni ts( includingthe US Reserveuni t ) ,wi l lbe
referredto as " t ra ins."Trainscarryboth
art i l leryand smal l -armsammunit ionwhi le
wagonscarryonlysmal l -armsammunit ion.

Supplywagonsand trainsare alwaysinde-
pendentuni tsand are alwaysconsideredin
command.
CASES
[11.1]WAGONANDTRAINCREWS
ANDTHEPROVOSTGUARD
[1 1. 11] Bothwagonsand trainsincludea
crew.In addi t ion,trainsincorporatea Pro-
vostGuard,whichis indicatedby a weapon
typeand strengthnumberon the counter.
Normaltrainand wagoncrews,unl ikethe
ProvostGuard,are unarmed.Crewmarkers
and ProvostGuarduni tsare gener icand are
placedon the map onlyi frouteddue to a
combatresul t .I fthe ProvostGuardor crew
is ki l ledor routsaway,turnthe trainor
wagontmitover to indicatei ts uncrewed
statusand placea ProvostGuardcounter
andlora crewcounteron the map i fa rout is
cal ledfor.

[1 1.12]Wagonand traincrewsand Provost
Guardscannotvoluntar i lyabandontheir
uni t .A ProvostGuardor crewcounteris
onlyplacedon the map i fi t routs.
[1 1.13]Wagonand traincrewscannotengage
in any formoff i recombat.A ProvostGuard
can f i reonlyin the fr iendlyDefensiveFire
Phase.ProvostGuarduni tsdo not have a
ZOCand are incapableofretreatf i reand
withdrawalfire.
[11.14]Wagonand traincrewscannotin i t iate
meleecombat;nor can ProvostGuarduni ts.
Wagonand traincrewscan defendin Melee
Combatbut do so at a valueofzerofor the
meleedi f ferent ia l .A ProvostGuarddefends
withi ts normalstrengthin meleecombat.
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[1 1.15]Wagonsand trainscan retreatin the
RetreatBeforeMeleePhase.In otherforms
ofretreat,the ProvostGuardandiorcrew
retreatsbut the wagonor traindoesnot.
[1 1.16]Wagonand traincrewsand Provost
Guarduni tssuffercasual t iesonlyfrom
smal l -armsfire, al thoughtheycan be pinned
or routeddue to art i l leryf i re.Wagonsand
trainsare affectedonlyby art i l leryf i re.
Al l casual tylossesdue to fireandiormelee
combataf fectthe ProvostGuardf i rstbefore
any lossesare takenon the traincrews.
Whenevera ProvostGuardroutsaway from
its train,the traincrew is assumedto have
accompaniedthe Guard.Use a Provost
Guardcounterwi ththe appropr iatestrength
in the samefashionas a crewmarker.When
a train’sProvostGuardis el iminated,i t
cannotbe replacedfor that t ra in.Fl ipthe
ProvostGuarduni tto i ts el iminatedsideand
leavei t wi ththe train.

Smal lArmsFireResul ts:
Pin:Thewagonor trainis pinnedand can-
not moveor resupplyuni ts.
Rout:The ProvostGuardandiorcrewrouts.
A ProvostGuardandjorcrewmarkeris used,
and routsthreehexes.The wagonor train
counteris turnedoverto showi t is
uncrewed.
“ I , ”"2,"“3”:The ProvostGuard,i f
present,is reducedunt i le l iminated;subse-
quent ly,the crewis el iminatedand the
wagonor trainis turnedoverto indicatethat
i t is uncrewed.

Art i l leryFireResul ts:
Pin and Routresul tsaf fectthe crewin the
samemanneras Pin and Routresul tsfrom
smal l -armsf i re.

“ I , ”"2,""3":Thisnumberis usedto deter-
minethe columnon the Ammunit ionLoss
Table(see table11.34).The playerowning
the wagonor trainrol lsa die and cross-
indexesi t wi ththe columnto determinethe
numberofammunit ionroundsthe wagonor
trainloses.
[ I 1.17]A wagonor traincan be recrewedi f
i ts crewhas beenel iminatedby movingan
infantryuni tontothe wagonor trainand
removingone strengthpointf romthatuni t
dur ingthe f inalFr iendlyCommandPhase.
Onlyone strengthpointcan everhe assigned
to an uncrewedwagonor trainat a t ime;
onceassigned,the strengthpointcannotbe
withdrawnandusedto augmentthe strength
ofanotheruni t .A reassignedinfantry
strengthpointimmediatelyassumesal l
restr ict ionsplacedon crews.The reassigned
strengthpointis markedon the OB Roster
(seecase 13.42).
[11.18] An uncrewedsupplywagonor train
cannotbe usedto resupplyuni ts.
[11.2 ]SMALL-ARMSAMMUNITION
SUPPLY

Infantryand dismountedcavalryuni tsare
subjectto possibleammunit iondeplet ion



.ach dse they tue Cavalry units ale not
subject ro ammunition depledoD vhile
mouf,ted (se case I l.2l).

Unir.6 only be raupplied with sulla!ru
ammunition flom a wagod liom their oM
division or a divisiod to {hich the uir is
anached (cc ese l?.6).Ifa division wagon is
d.stroyed or oprNd, rho* uns b€lolgilg
to thal divisioD ca! theo draw rflpply frod
rheir Corps Tain. Tb$ is the oDly situadon
wh€cby udits can <haw smrll-ams supply
dircdly from thet Corp. Tmin. Urior wits
can b. .esupplied by the Union Resene Train
ifdet Cn.F 'Ii.in has been lcl

ll l.2llEach tine a small-arms unit lires and
a "1" is roUed on ihe Fire Combar Results
tble, there is a posibility ofthe unit run'
nins oui ofammunition. Gee exceptions
below). The rlrins player rolls asain ro. each
unit that fired in that combai result: ifthe
number roUed is "1" or "2," rhar unir is
"ammo deplered'j rhe filins playe. places an
Ammunition Depledon narke. on top of the
unir ro show i$ siatus. Units {ith ce.iain
{eapon rypes are subjecr ro AmmunirioD
Dcpletion on a second die roll of lJ 2 or 3
(see chan 9.28).

E ccptions to Almo Depletion: P.ovost
Gualds wh.n sracked with rheir traio a.e not
subi.ct to enmuniiion depledo!. Mounted
calalry units a.e not subjecr to ammo dcple-
tion- Ira dismounred evalry unit tbal is
arcntly ammo depleted modts, leave rhe
mlrl€r wirh the unit, bui i8lore ir for all fi.e
purposcs while the Dit is Doured. The unn
*ould r.tum to it. ammo deplered srarus

lll.22lAunit out of elmuition cao move
and cngag€ in Delee coDbat normallyj amno
d.plcrion neve. allects a unir\ ability ro

Il1.23lAn ammo deplet€d unit cannot rtre in
the Ofensive or Defensive Fne Phases until
it is resuppli€d (Exc€ption: see case ll-21).

[11.24] lmportatrtr Ammo depletedunits
csn conduct Rerr€at Fire and Vithdrawal
Fire at €n€my units in theii ZoC: rhe tmmo
dcpl€ted unit Iircs at one-half its noroll iile
strengihj .ou.d fractions dosn. However, it
cannot fi.e \rithdrawal tue in the Retrelt

lI1.251'Ib b€ resupplied, aunii musr be able
ro rrlce ! supply path to a friendly supply
wagon h ils Frieldly Resupply Phase. This
supply path is taced fron the uDir to the
wagon, nor vice versa. The muidum l€n$h
of the parh is equal ro rhe disrance thar aD
infant.y 6it in colllm could normally nov€
in . single Movement Pha$, based otr the
normal dovemenr allowance, .or Rapid
March (ree sectiod 29.0). The no.Dal mov€-
mcnt point cosrs are paid for rhe teFai!
through which rhe parh is rlacedi this day
tready alled rhe acrual led8lh ofthe supply
path. The unir racing supply does not actu'
ally move; rarher, ihis is sinply ihe method
of tracins the mdimum length of the supply

path. The supply path c.nnot pas ftrough a
hex in an eneDy ZOC (lDlcs it is occupied
by a fiiendly uoir)or rhrough an ef,emy
occupied h.x or an idpaseble hexside.

lll.26lA division's unns can be resupplied
wnh admunnion during a f.i.ndly AmDuni'
tion R.supply Phas., as long as lhe requne
rnenrs ofcas. I1.25 are satisfi.d and thc
.upply oagon has erough ammunidon.
Dieision.l wagon. bcgin pl.y wirh a fuu load
of6 roun& ofsmslfarms ammuanioD
(Exc.ption: Buford's cavaky divisio! wason
ca..i€s 8 .ounds). No wagon can carry nore
than irs fullloa.l ofammunition. On€ round
of smau-ams .mmo .emoves an Ammo
Deplered msrkcr from one fiiendly unit of

Ill.2?lr{Tagons c€n be.esupplied wirh smau-
arms ammunition by rhcir Corps Train. For a
wagon to be r$upplied it mu$ be stacked
with its co.ps oain fo. one tull game turn.
Each co.ps rrain canies an unlimited smounr
of smaU-lrms 6mmunition. The ammunition
supply l€v€l for csch wason ir noled by
placing a Supply S[ength MarkermdeF
nrath fte waSon countcr.

ll1.28lA wagon or tfaiD cannot resupply
units in the samc PlaycrTifn in shich the
waEon or rrah has hovcd.

II1.3I ARTILLERY AMMUNITION

Artill€ry battdies b.gin thc g.me caryif,g a
full load of.mmunition: eitht rounds fo!
Union baneli.s, sir fo. Conf€d.Et. bancr-
ics. No barc.y crn ever hav. more than iis

ll l.3ll E3ch tinc an anill.ry ban.ry rres, it
expc!& onc round ofannunition (Exep
tion: ite secrion 26.0). A battery dcs nor
dpend addition.l rounds by splitting fire
among sev.ral rartcrs. Place an ammutririon
markcr uDd€rn€atb the banery coutrt€r to
show the numbcr of rounds the battery has
available. Vhen all rounds havc been
.xpended, the bauery cannot fire until resup-
plied vrirh ammunition.

lll.32l Batt€ries can r€c€ive additional
rounds ofammunition by tracing a supply
line to hs proper train, usine the proceture
ofcas€ IL25. Generally, aniue.y barte.ies
can only be rcsupplicd by their own corps
rrsin, with th. touowing excepdons:

. Union batterics can be resupplied direcdy
from the US ResePe Train ifthen own
Corps Tr.in i! l$r, h8s ror our orammu-
nirion, o. bcdns the gsm. wirh no artillery
rounds in the train.

. HoN Artiucry b.rtcrics c.n be resupplied
by lny fri.ndly toif,.

. US Anillc.y R€sne ba(eries ca! only be
re.uppli.d by th. US Rcscfle unles lhe
Anillc.y R.Fdc b3(ery has been attach.d
to a spccific colps (s.e cl* 15.2). An
amched Anillcry Res€Ne ba(€ry on be
rcsuppli.d cith.r by the Res€rye'Iiai! or
by rhc appropriare corys tmin-

lll.lsl Plsycrsen rr.nsfq rounds of anmu-

nirio! between friendy aniUery batteli.s of
rhe sde wapon type. Both batteri.s involved
nust spend one entke Cnoe-Tud, wirhout
frring, in the em€ or adjlcenr hexes. In fte
Respply Phe of rhri GmeTi'm rhc owo-
ilg playtr 6 redisribure rhe .ounds of
amuition berwen rhe rwo bane ries. If an
anile.y bntery is eprur.d or elininatcd in
.ombat, irs mmuniion supply is lilc*ise
eliminated. No u* @ be mde ofcaptured
Eoemy guDs or amnunition (Exception: see

ll1.34l Ammunition Loss Table Gee chlrrs

[11.]5lUS Corps rrains ca.ry certain
amounc ofanillery annunition into the
barrle. Each iraio cln be resupplied up ro its
original level by ihe US Resene Tmini using
ihe procedure in case I1.26. NoterThe US
III and Vl Corps lefi lhei. artillery supply
wagons behind on the mr.ch, rhus those
Co.ps trains can neve. be supplied with

[11.36]Use the OA Rosre6 ro keep track of
rhe rounds canied by e6ch trlin. Ar rhc
beginnirs ofthe gane, w.ire rhe numbc. of
lounds caried by each corps flin o! the
corps roster io pencil. As ba(eries ale lesup'
plied, e.!se and chalge rhe nunber.

lll.lTlTrains enrer th€ gane nap {irh
varying a.tiuery ammulition levels as tol-

US Trains

I Co.ps
U Corps
m Corps

Vl Corps
Xl Co.ps
XII Corps

CS Trains

I Corps
II Co.ps
III Co.ps

[1I.4] CAPTURING WAGONS AND
TRAINS

lll.4ll A wason or rain is considered cap.
tured ar the eDd ofany Phase in which.n
unrouted eneny infantry or cavalry unit
@opies the eoe hex vrilh an uncrewed
fiiendly wasod or tain.

tll.42l Ifa friendly c.e{ or Ptotost Guard is
away fiom its wagon or rain and rhe {!gon
or rai! is subsequently captured, iDhedi
ably.emole rhe fiiendly clew or Provost
Guar4 rega.dle$ ofits posilion on rhe m.p;
rhe fiiendly c.ew or Provosr Guard d@s rot
couot as a lo$ for vicrory condirions.

lll-43lWhen a wagon or tni! is caprur.d, n
ilmediarely becooes friendly to its new
omei Caprured wlgons and tains can be
used ro re$pply friendly unirs on the GaDe-
'ILm afte! they hlve b&n reffewed Gee ds
l  l .  r7) .

400
50
25
0

50
0

50
50

100
100
100

eacht imetheyf i re.Cavalryuni tsare not
subjectto ammuni t iondeplet ionwhi le
mounted(seecase 11.21) .

Uni tscan onlybe resuppl iedwi thsmal l -arms
ammuni t ionf roma wagonfromthei rown
div is ionor a d iv is ionto whichtheuni tis
at tached(seecase 17.6) .I fa d iv is ionwagonis
destroyedor captured,thoseuni tsbelonging
to thatd iv is ioncan thendrawresupplyf rom
theirCorpsTrain.Thisis the onlysi tuat ion
wherebyuni tscan drawsmal l -armssupply
di rect lyf romthei rCorpsTrain.Unionuni ts
canbe resuppl iedby the UnionReserveTrain
i fthei rCorpsTrainhas been lost .

[1 1.21]Eacht imea smal l -armsuni tfiresand
a “ l ”is ro l ledon the FireCombatResul ts
Table,thereis a possib i l i tyoftheuni trun-
ningout ofammuni t ion.(seeexcept ions
below).The fir ingplayerro l lsagainforeach
uni tthatfiredin thatcombatresul t :i fthe
numberro l ledis “ I ”or “2,"thatuni tis
"ammodepleted’ ;thefir ingplayerplacesan
Ammuni t ionDeplet ionmarkeron topofthe
uni tto show i ts status.Uni tswi thcer ta in
weapontypesare subjectto Ammuni t ion
Deplet ionon a seconddie ro l lo f 1, 2 or 3
(seechart9.28) .

Except ionsto AmmoDeplet ion:Provost
Guardswhenstackedwi ththei rt ra inare not
subjectto ammtmit iondeplet ion.Mounted
cavalryuni tsare notsubjectto ammodeple-
t ion.I fa dismountedcavalryuni tthatis
current lyammodepletedmounts,leavethe
markerwi ththeuni t ,but ignorei t fora l l fire
purposeswhi letheuni tis mounted.Theuni t
wouldreturnto i tsammodepletedstatus
wheni t d ismotmts.

[1 1.22]A uni toutofammuni t ioncan move
and engagein meleecombatnormal ly ;ammo
deplet ionneveraf fectsa uni t "sabi l i tyto
move.

[1 1.23]An ammodepleteduni tcannotfire in
the Offensiveor DefensiveFirePhasesunt i l
i t is resuppl ied(Except ion:see case 11.21) .

[1 1.24]Important :Ammodepleteduni ts
can conductRetreatFi reand ‘Withdrawal
Fi reat enemyuni tsin thei rZDC:the ammo
depleteduni tfiresat one-hal fi tsnormalfire
strength;roundfract ionsdown.However,i t
cannotfirewi thdrawalfire in the Retreat
BeforeMeleePhase.

[ l 1.25]To be resuppl ied,a uni tmustbe able
to t racea supplypathto a f r iendlysupply
wagonin i tsFr iendlyResupplyPhase.This
supplypathis t racedfromtheuni tto the
wagon,not v iceversa.Themaximumlength
ofthe pathis equalto thedistancethatan
infantryuni tin columncouldnormal lymove
in a s ingleMovementPhase,basedon the
normalmovemental lowance,not Rapid
March(seesect ion29.0) .Thenormalmove-
mentpointcostsare paidfor the terra in
throughwhichthe pathis t raced;th ismay
great lyaf fectthe actuallengthofthe supply
path.Theuni tt rac ingsupplydoesnotactu-
a l lymove;rather ,th isis s implythe method
oft rac ingthemaximumlengthofthe supply

path.The supplypathcannotpassthrougha
hex in an enemyZOC(unlessi t is occupied
by a f r iendlyuni t )or throughan enemy
occupiedhex or an impassablehexside.
[1 1.26]A div is ion 'suni tscan be resuppl ied
wi thammuni t iondur inga f r iendlyAmmuni-
t ionResupplyPhase,as longas the require-
mentsofcase 11.25are sat isfiedand the
supplywagonhas enoughammuni t ion.
Div is ionalwagonsbeginplaywi tha fu l lload
of6 roundsofsmal l -armsammuni t ion
(Except ion:Buford 'scaval ryd iv is ionwagon
carr ies8 rounds) .No wagoncan carrymore
thani ts fu l lloadofammuni t ion.One round
ofsmal l -armsammoremovesan Ammo
Depletedmarkerf romone fr iendlyuni to f
thatd iv is ion.
[11.27]Wagonscan be resuppl iedwi thsmal l -
armsammuni t ionby thei rCorpsTrain.For a
wagonto be resuppl iedi t mustbe stacked
wi thi tscorpst ra inforone fu l lgameturn.
Eachcorpst ra incarr iesan unl imi tedamount
ofsmal l -armsammuni t ion.Theammuni t ion
supplylevelforeachwagonis notedby
plac inga SupplyStrengthMarkerunder-
neaththe wagoncounter .

[11.28]A wagonor t ra incannotresupply
uni tsin the samePlayer-Turnin whichthe
wagonor t ra inhas moved.

[11.3]ARTILLERYAMMUNITION
Art i l lerybat ter iesbeginthe gamecarry inga
fi i l lloadofammuni t ion:e ightroundsfor
Unionbat ter ies,s ix forConfederatebat ter-
ies.No bat terycan everhavemorethani ts
fi i l lloadofrounds.
[11.31]Eacht imean ar t i l lerybat teryfires,i t
expendsone roundofammuni t ion(Excep-
t ion:see sect ion26.0) .A bat terydoesnot
expendaddi t ionalroundsby spl i t t ingfire
amongseveraltargets.Placean ammuni t ion
markerunderneaththe bat terycounterto
showthe numberofroundsthe bat teryhas
avai lable.Whenal l roundshavebeen
expended,the batterycannotfireunt i lresup-
pl iedwi thammuni t ion.

[ l1 .32]Bat ter iescan receiveaddi t ional
roundsofammunit ionby tracinga supply
l ineto i ts propert ra in,us ingthe procedure
ofcase 11.25.General ly ,ar t i l lerybat ter ies
can onlybe resuppl iedby thei rown corps
t ra in,wi ththe fo l lowingexcept ions:

I t Unionbatter iescan he resuppl ieddirect ly
f romthe US ReserveTraini fthei rown
CorpsTrainis lost ,has run outofammu-
ni t ion,or beginsthe gamewi thno ar t i l lery
roundsin the t ra in.

‘ I HorseArt i l lerybat ter iescan be resuppl ied
by any f r iendlyt ra in.

I US Art i l leryReservebat ter iescan onlybe
resuppl iedby the US Reserveunlessthe
Art i l leryReservebat teryhas beenat tached
to a specificcorps(seecase 15.2) .An
attachedArt i l leryReservebatterycan be
resuppl iedei therby the ReserveTrainor
by the appropriatecorpstrain.

[11.33]Playerscan transferroundsofammu-
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ni t ionbetweenfr iendlyar t i l lerybat ter iesof
the sameweapontype.Bothbat ter iesinvolved
mustspendone ent i reGame-Turn,wi thout
fir ing,in the sameor adjacenthexes.In the
ResupplyPhaseofthatGame-Turnthe own-
ing playercan redist r ibutethe roundsof
ammuni t ionbetweenthe twobat ter ies.I fan
ar t i l lerybat teryis capturedor el iminatedin
combat ,i ts ammuni t ionsupplyis l ikewise
el iminated.No usecan be madeofcaptured
Enemygunsor ammuni t ion(Except ion:see
case 11.4) .
[11.34]Ammuni t ionLossTable(see charts
and tables)
[11.35]US Corpstra inscarrycer ta in
amountsofar t i l leryammuni t ionintothe
bat t le .Eachtra incan be resuppl iedup to i ts
or ig inallevelby the US ReserveTrain,us ing
the procedurein case 11.26.Note:The US
I l landVI Corpslef tthei rar t i l lerysupply
wagonsbehindon the march,thusthose
Corpstra inscan neverbe suppl iedwi th
ar t i l leryammuni t ion.

[11.36]Use the OB Rostersto keeptrackof
the roundscarr iedby each t ra in.At the
beginningofthe game,wr i tethe numberof
roundscarr iedby eachcorpst ra inon the
corpsrosterin penci l .As bat ter iesare resup-
p l ied,eraseand changethe number.
[11.37]Tra insenterthe gamemap wi th
vary ingar t i l leryammuni t ionlevelsas fo l -
lows:
US Trains
Reserve 400
I Corps 50
I I Corps 25
I I ICorps 0
V Corps 50
V1 Corps U
XI Corps 50
XI ICorps 50

CS Trains
1 Corps l l l f l
I I Corps l l l f l
I I ICorps 100

[1t.4]cavruntnowaooussun
TRAINS
[1 1.41]A wagonor t ra inis consideredcap-
turedat the end ofany Phasein whichan
unroutedenemyinfantryor caval ryuni t
occupiesthe samehex wi than uncrewed
fr iendlywagonor t ra in.
[11.42]I fa fr iendlycrewor ProvostGuardis
awayfromits wagonor t ra inand the wagon
or t ra inis subsequent lycaptured,immedi-
ate lyremovethe f r iendlycrewor Provost
Guard,regardlessof i tsposi t ionon the map;
the f r iendlycrewor ProvostGuarddoesnot
countas a lossforv ic torycondi t ions.
[11.43]Whena wagonor t ra inis captured,i t
immediate lybecomesfr iendlyto i ts new
owner.Capturedwagonsand tra inscan be
usedto resupplyf r iendlyuni tson the Game-
Turnaf tertheyhavebeen recrewed{seecase
11. l7) .



ll1.441 lfrh. Coofcdcrat6 arc lucty .noush
to c:prur. rh. US R.s.rve Train, rh. rulcs of
crs.s ll.32.nd I1.35 apply to th. n.w CS
Rlrcrve Trdin.

[12.0] MELEE COMBAT
GENERAL RULE

M.lc. CoEbar b hr.d.to-brnd fighring rh.r
tak.s plrc€ vh.n fri.ndly dits a cmpr ro
dislodg..n€my unit! from. hcx. Mcl..
combEt occurs in rh. Melec Pbrsc whcn a
Ph$ing pl.ycr nov.s a uI (or units) into an
.r.myaopi.d hd. Thc eNuing combat is
n.nd:tory, lnd th. rcsuft is obr.itr.d froD
thc Mcl6 Combct Rcsults Tabl. (M.le
CRT). A5 a r4ult ofode conbet. uni6
o.y b. captur.d, iuffcr 6udrie, bc forc.d
ro r.tret dd po$ibly b. rcurcd, or .cmsin
.ng:g.d in rhc m.l.r. Mele conb.r en
oc6!r only in thc Mclce Pbase; it crnf,or
occur during 5ny orher phase.

PROCEDURE

To fuhr mlc. clmbat wir! o .!My uit, a
fiicrtdly uit hr'st b.si. t!€ fii.idly M.le
Phr!. adi.c.nr ro rtEi 6oy uir. Thcn in tbc
M.lce Ph.sc, th. fri.ndy uir inirbrG m.lc
(c ca 12.24 and tnoE irto dE h.a with
th. .n@y ui!. Th. clnhat Erio i! dprt3s.d
as ! dilhmc b.rw..n rtf, total nrsrgrh poi.rs
ofthc ittack$ (rhc PhBing plaFr) and th. tord
stEngh poin$ ofth. d.fcodq. Thc d.f.ndcr'B
srsglh points (adjult.d for l@deB, t.Esin,
and InoFl.).rc dwrys subta.Ld from dE
anrdcr's Rg.rdL.s ofebo las rnon poinrE
thus diffcn ri.ls of ao or n€gatirr dilhM-
rjrb.r! pciblc. Th. olllm of th. Md.!
CRT rhlt con6pond5 rc 6. dill.rcnti.l is u..d
to rslv. th. qttrck. Diff.Entids low! lhsn 4
or hiShd rha +9uscdle-4or +9 col|lms,

CASES

u2,rl nEFtNmoN oF MET.EE
STRENGTH

ll2.lllThc m.1.. rm8lh ofm iof.nry
uit i. it3 Currc Sr..ogrh (which m.y b.
dircrcnr from th. Inirial Srr.nsrh).

ll2.l2lThc m.1.. srrcrsth ofa mountcd
cavalry unn L itu orenr sfiedsth (which
DEy bc diffcr€nr froF rh. iririrl lrrcngth).
How., if mo|lnld cavalry b cb!rying (!.€
C.$ 16.21 thcir m.l6 srrogrb i. doubl.
rhci. ofttri irrcngrh.

ll2.l3l Dismount.d €valry uirs.nd unns
h stimish formation have hodificd m.lcc
strcngtb (sr. c:$ 16.5 dd s.qion 23.0.)

ll2.l4lAnill.ry bru.rica Delec with rh.
strcogth ofth.ir cr.w. The mclcc urcnSth of
a full{fco8th gutr .r.w is "l]' Th€ mclc.
srcngth of a r.duc.dffi8rh gun crcs/ ii
"0." (R.d.!db.r, ft.le coDhar usci . diff.F
.otiil, e th. '10" c.n b. u$d $ . comp.ri-
son figuE.)

ll2.l5lWqson ond tEin crew mcl.. wnh o
str.nglh of"0". Th.r. is no hllfrrcw status
for wdgon .nd tain c..F.

Il2.16l Provosr Gurds b.le wirh rhci!

lr2.2l MELBA mTTATTON AND
RESTRTCTIONS

ll2.2ll To.trr.r. i! b.lcc co!!ba!:D.n.ct-
iry uit mu.r b.8in rb. frictrdly M.l.c Ph.$
adi.eot ro thc .nGEy uir rhlr i5 ro b.
anact.d. Funh.rmorc, rh. alt.ding unit
must bc abl. to movc ioto thc dcf€nding
unit'i hcx ond rhrough on. of th€ artlcking
unir's frontrl h.xsid.s.

ll2.22lA unir c.nnol fi!. ar an.n.Fy unit io
r Ofi.rsiv. FiE Phr!. and lhcn mclcc wirh.
diffe.ert.n.fty unir i. rhc cnsuing fri.ndly
M.lee Ph.s.j thc fri.Ddy 6ir cEn m.l.c
only with. unit.l ehicb ir fircd. A uir rhar
did oor fir. in th. frimdly Of|n5iv. Firc
Ph.!. can m.1.. witb dy €acmy unit, wirhin
rhe restrictioni ofcase 12.21.

02.231Udits rhit splir fire (se€ case 9.4)
bc$€.n t*o or morc hd€s cen mel.. uni$ in
only on. oftho.. hd6- Individu.l udri
emot split tbcir n.lc artutrh b.rv.c!

ll2.24lIf. unit in colum forh.rion is
rn.l€.d, ir to€ into lin€ form:tion a3 loon ca
m.l€. cohb.t b r6ohrd.

ll2.25lThc following un rypB otrror
initiat. !n.l6 combft: infantry in coluhn;
..riUe.y cr.{,6, wsgon dd rEin crcws, and
Provost Gu$d!' pinrcd bir! (Exccptionr:
s ca 12.91). Rout.d utu en ncv.r
initi|tc E.le comt t.

112.26lAuait is oot r.quir.d ro iririrrc
nclcc omb.t limply beca$c ir i3.ligiblc ro
do 3o; howcvcr, if. unit do.s initiat. m.1..,
thc attact !n$r b. r.solved.

ll2.27l M.le Initi.iion

Uoirs @ro! rutomni@lly iniri.r. hcl.c
coinbar. Th.y must tr in cornrnlnd Gc. cr!.
l7.l l) and In$( p.ss r modifid mor:I.

PROCEDURE

A. In th. Rctr.it B.fore Mclcc Phes., th.
Phssing playcr announes aU mcl.. auacks
h€ will arcmpt in his Mcl.. Ph$.. Hc indn
cat$ @h .n.hy.ocopied hcx hc wiU .rt.ct,
as wcu d thc fricodly unirs p.niciFri.t it
c.ch:ttuct. Orc. h. dccbi6 his .nacls, rh.
.tt.cting phy.r onor cbaog. nis mind l.r.r
in rhe s.qucncc. H. b omirtc.l ro rh.s.
.tt.ck and th.s .n.cts odly.

B. Thc dcfcnding phyff mly r€trd all units
that ar. .litibl. ro rct.cn bcforc m.l.c G..
carcs 12.61 ond 12.84). Any adjrccnt.ncfty
unitG)otr.dvrncc into thc vac8t.d hcx aDd
or .(.!t. wirhdrEw.l fre.

C. Atl .nrctirg unhs annouc.d iD Si.p A
{thich a. 3tict.d eith l€adds ofrh.ir om
co@nd .utometic.lly itriri.r. hclc
(Erccption3: s Bonlc chect is n..cas.ry if
the l.adcr h8s. aro Command Poinl rating;
se .lso Mcl€c Inniadon Morsl. Chcct
Modi6.rs, md c!*s l?.14 21.25, el|d s.c-

tion 2?.0).

D. Th. anacking play.r cooducrs. MorNlc
Check fof qttacking uni$ which sre nor
stacked wirh lcadcrs. Th. playcr roll!..lic
(se M.le Iniri.don Moral. Chek Modi
fi6) atrd if thc r6ult is cquar to o! ls rh.n
the urit's Mor.l. Rdng, it Du$ ar.ch if
the r6ult is 8r.ar.., ir c.nnor aihct ar all.
Eech unit mslcs rhc mor.l. check scparacly
ules it is in. 6tack, if, which c.se only lhc
rop uit mrk.s. check, rhc rcsuh.pplics ro
rh. errirc atEck. Thc top unir h8r be cligi.
bl. to hclc. in or.l€r to usc i$ eorale ErinS
for th. srach orbcmis., th. sccond unn (if

E. &l.cting units thn succ€$tully inirirr.
Del.c cat.r thc dcfcodcr's h.r- Mclc. is
rshc.l, uling th. G.ncnl Rul. .rd Pro.c.
due fo. mclcc combot.

MELEE INITIATION MORALE CHECK
MODIFIERS

A Delc initietion Mor.l. Chcc} di. roll is
oodificd if $c following f..to6 apply. All
Dodifi.B .rc obul.tiw.

Ad.l I to thc di. toll if:
. Th. chcclins unir L.hmo d.pl.r.d.
. A hifr crr.nt sr.trgrh is l.s rhan onc-

halt irs irilill str.n8rh.
. Ifth.r. lrc units from iwo or morc bri

gades strckcd tog.thcr in a hcx (r.ga.dlcss
ofwhcthcr or not th.y lll anempr ro

. Th. ft.16 eca durinC . diShr g.m.
tum (s.r Turn Trrct).

Subtfi.t I fi@ th. dic rc it
. Arl rhc dcfcnding unil3 src ammo

. Th. ch.ctint unit occupiB ooe ofrh.
d.f.ndin8 unir's.nfi lrdc hdes-

. The chccking unir is srlckcd wirh itt
brigrdc command.r *irh . aro Commmd

. Th. cherins udr(s) is:dia@r ro irs
l@d.r duriry. dlytim. Game'Iilrn,
unlett thc l.adcr t. b.ig.de coomandcr
with a z.ro Conmand Poinr Ering.

. Thc chcckiq unh b srack.d wirh its
lsd.r durinS a f,itht G.m.-Tum . Sc.
Niglt Comblr (c.* 2 L25) dd Izd.rship
(ce 17.11), R.plien.nr ConMrd..s
R6rriclioB (option.l i.crion 27.0).

IT23I EFFECTS OF TERRAIN

ll2.3ll If a.ting unitscntcra del6 h.x
by dossing e it@m, cr.u, ridge, or br..rr-
eo.k hc$idc, thc mcl.. itrcngth of rhar
attac&itrE Btock b r.ducc.l by I SP. A 6tack
that crosscs 0 st.cp crcsr, bridSe, or ford
helside i6 rcduccd by 2 SP!. Thd .cduc.
tioDs {. only for purpcs of t&lving rhc
aftch rh.y rr. r.opomry rnd do oor chrng.
the adual Currc Sr.ngrh.

ll2.32lA dcfcndins shck.dds I sP ro irr
roral mcl.. str.ngth if d.fcnding in 2 wood.d

ll2.33lA d.f.ndins st.ck subr.cts I SP
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[1 1.44]l fthe Confederatesare luckyenough
to capmrethe US ReserveTrain,the rulesof
cases 11.32and 11.35applyto the new CS
ReserveTrain.

[12.0]MELEECOMBAT
osztsaar.aura
MeleeCombatis hand-to-handfightingthat
takesplacewhen fr iendlyunitsattemptto
dis lodgeenemyunitsfroma heit .Melee
combatoccursin the MeleePhasewhena
Phasingplayermovesa unit(or units)intoan
enemy-occupiedheir .Theensuingcombatis
mandatory,and the resultis obtainedfrom
the MeleeCombatResul tsTable(Melee
CRT).As a resul tofmeleecombat,uni ts
may be captured,suffercasual t ies,be forced
to retreatand possiblybe routed,or remain
engagedin the melee.Meleecombatcan
occuronly in the MeleePhase;i t cannot
occurdur ingany otherphase.
PROCEDURE
To fightmeleecombatwi than enemyuni t ,a
f r iendlyuni tmustbeginthefiiendlyMelee
Phaseadjacentto thatenemyunit.Thenin the
MeleePhase,the fr iendlyuni tin i t iatesmelee
(seemse 12.27)and movesintothe hexwith
the enemyunit.The combatrat iois expressed
as a di f ferencebetweenthetotalstrengthpoints
oftheattacker(the Phasingplayer)and the total
strengthpointsofthe defender.The defender's
strengthpoints(adjustedfor leaders,terrain,
and morale)are alwayssubtractedfromthe
attaclter‘sregardlessofwhohas morepoints;
thusdiflbrent ia lsofzeroor negat ivedi f feren-
t ia lsarepossible.Thecolumnofthe Melee
CRTthatcorrespondsto thedi f ferent ia lis used
to resolvetheattack.Di f ferent ia lslowerthan-4
or higherthan +9 use the-4 or +9 columns,
respectively.
CASES
[12. l ]DEFINITIONOF MELEE
STRENGTH
[l2.l 1] The meleestrengthofan infantry
uni tis i ts CurrentStrength(whichmay be
differentfromthe Init ialStrength).
[ l2.12] The meleestrengthofa mounted
cavalryuni t is i ts currentstrength(which
may be differentfromthe init ialstrength).
However,i fmountedcavalryis charging(see
Case 16.2},theirmeleestrengthis double
theircurrentstrength.
[ l2.13] Dismountedcavalryunitsand units
in skirmishformat ionhavemodifiedmelee
strengths(seecase 16.5and sect ion23.0.)

[1114]Art i l lerybatter iesmeleewiththe
strengthoftheircrew.The meleestrengthof
a ful l-strengthgun crewis “1."The melee
strengthofa reduced-strengthgun crew is
" f l . "(Remember,meleecombatusesa di f fer-
ent ia l ,so the “D”can be usedas a compari-
son figure.)
[ l2.l '5] Wagonand traincrewsmeleewitha
strengthof“D”.Thereis no hal f -crewstatus
for wagonand traincrews.

[ l2. l6]ProvostGuardsmeleewiththeir
currentstrength.
[tea]statesmrrurrrortAND
nrtsrarcrrorvs
[ l2.2l ]To engagein meleecombat,an attack-
ingunitmustbeginthe fr iendlyMeleePhase
adjacentto the enemyuni tthatis to be
attacked.Furthermore,the attackinguni t
mustbe able to moveintothe defending
uni t ‘sheirand throughone ofthe attacking
uni t ’sfrontalhexsides.
[ l2.22]A uni tcannotfire at an enemyuni tin
a OffensiveFirePhaseand thenmeleewitha
differentenemyunitin theensuingfr iendly
MeleePhase;the fr iendlyuni tcan melee
onlywitha uni tat whichi t fired.A uni tthat
didnot fire in the fr iendlyOffensiveFire
Phasecan meleewithanyenemyuni t ,wi th in
the restr ict ionsofcase12.21.
[ l2.23]Unitsthatspl i tfire (see ease 9.4)
betweentwoor morehexescan meleeuni tsin
onlyone ofthosehexes.Indiv idualuni ts
cannotspl i ttheirmeleestrengthbetween
hexes.
[ l2.24]I fa uni tin columnformat ionis
meleed,i t goes intol ineformationas soon as
meleecombatis resolved.
[ l2.25]The fol lowinguni ttypescannot
in i t iatemeleecombat:infantryin column;
art i l lerycrews,wagonand traincrews,and
ProvostGuards;pinneduni ts(Except ions:
see case 12.94).Routeduni tscan never
in i t iatemeleecombat.
[ l2.26]A uni t is not requiredto ini t iate
meleecombatsimplybecausei t is el ig ib leto
do so; however,i fa uni tdoes in i t iatemelee,
the attackmustbe resolved.
[ l2.2 ' i " ]MeleeIni t iat ion
Unitscannotautomat ical lyin i t iatemelee
combat.Theymustbe in command(seecase
17.11)and mustpassa modifiedmorale
checkto do so.
PROCEDURE
A. In the RetreatBeforeMeleePhase,the
Phasingplayerannouncesal l meleeattacks
he wi l lat temptin his MeleePhase.He indi-
cateseachenemy-occupiedheathe wi l lat tack,
as wel las the fr iendlyuni tspart ic ipat ingin
eachattack.Oncehe declareshis attacks,the
attackingplayercannotchangehis mindlater
in the sequence.He is committedto these
attacksand theseattacksonly.
B. Thedefendingplayermay retreatal l uni ts
thatare el ig ib leto retreatbeforemelee(see
cases 12.81 and 12.84).Anyadjacentenemy
unit (s)can advanceintothe vacatedhex and!
or ertecutewithdrawalfire.
C. Al lattackingunitsannouncedin StepA
whichare stackedwithleadersoftheirown
commandautomat ical lyin i t iatemelee
(Except ions:a moralecheckis necessaryi f
the leaderhas a zeroCommandPointrat ing;
see alsoMeleeInit iat ionMoraleCheck
Modifiers,and cases17.14,21.25,and sec-
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t ion2’ i ' .D).
D. Theattackingplayerconductsa Morale
Checkforat tackinguni tswhichare not
stackedwithleaders.Theplayerrol lsa die
(seeMeleeIni t iat ionMoraleCheckModi-
fiers)and i fthe resul tis equalto or lessthan
theuni t 'sMoraleRat ing,i t mustat tack;i f
the resul tis greater,i t cannotat tackat al l .
Eachuni tmakesthe moralecheckseparately
unlessi t is in a stack,in whichcaseonlythe
topuni tmakesa check;the resul tappl iesto
the ent i restack.The top uni tmustbe el ig i -
ble to meleein orderto use i tsmoralerat ing
forthe stack;otherwise,the seconduni t( i f
el ig ib le)is used,etc.

E. Attackinguni tsthatsuccessful lyin i t iate
meleeenterthe defender ‘shert .Meleeis
resolved,usingthe GeneralRuleand Proce-
durefor meleecombat.

MELEEINITIATIONMORALECHECK
MOIJIFIERS
A meleeini t iat ionMoraleCheckdie rol l is
modifiedi fthe fol lowingfactorsapply.Al l
modifiersare cumulat ive.

Addl to the die rol lf l ‘?
I t Thecheckinguni tis ammodepleted.
l l A uni t 'scurrentstrengthis lessthanone-

hal fi ts in i t ia lstrength.
I I fthereare uni tsfromtwo or morebr i -

gadesstackedtogetherin a hert(regardless
ofwhetheror not theyal l at temptto
melee).

' The meleeoccursdur inga nightgame
nun(see TurnTrack).

SubtractI f romthedie rol li f . ‘
I Al l the defendinguni tsare ammo

depleted.
' Thecheckinguni toccupiesone of the

defendinguni t 'senfiladehexes.
I Thecheckinguni tis stackedwithi ts

br igadecommanderwitha aeroCommand
Pointrat ing.

l l Thecheckinguni t (s)is adjacentto i ts
leaderdur inga dayt imeGame-Turn,
unlessthe leaderis a br igadecommander
wi tha aeroCommandPointrat ing.

I The checkingunit is stackedwithits
leaderdur inga nightGame-Turn. See
NightCombat(case21.25)and Leadership
(case 17.14),ReplacementCommanders
Restr ict ions(opt ionalsect ion2' l ' .D).

[ l2.3]EFFECTSOF TERRAIH

[ l2.3l ]I fat tackinguni tsentera meleeheir
by crossinga stream,crest ,r idge,or breast-
workherts ide,the meleestrengthof that
at tackingstackis reducedby l SP. A stack
thatcrossesa steepcrest ,br idge,or ford
heksideis reducedby 2 SPs. Thesereduc-
t ionsare onlyfor purposesofresolv ingthe
attack;theyare temporaryand do not change
theactualCurrentStrength.
[1232]A defendingstackadds l SP to i ts
totalmeleestrengthi fdefendingin a wooded
roughheir .

[1133]A defendingstacksubtractsl SP



from its tolll melee srretrerh ifd€fcDding in !

ll2.34l Ifunirs are cns:sed ("Ens"; s.. c.s.
12.94) in mcl.., rerrsiD eft cls ar€ ignor.d
after rhc fir$ round ofmele for th€ original
combatantsj th€ terraid effects do apply to
any additional units ioinidg it.

ll2.35tA udit can m€lee iDto a hex only ifit
could movc imo rhat hex normslly.

u2.11 EFFECT OF LEADERS ON
MELEE STRENGTII

lfa stact ofunits conraios a l€ad€. ofirs own
conmand, add I SP to the stack's ncl..
sfength, regardles ofwhethe. the stack is
artacking or.lefending. Only onc lea.ler pcr
side can be used in ihe melee, regardlcss of
the actualnumb.r ofleaders in th€ hex.

[T2.5I EFFECTS OF MORALE AND
ROUT ON MELEE

ll2.5llWhcn dcfending in oelee, e routcd
uDir\ hcl.. strengrh is divid€d in half,
rcud fBcrions down. Rourcd unirs cannor
initiatc mcl€ej if "ctrgaged" i! [|cl€e, a
.outed unit must rereat from mele€ .luring
the nqt Rcoeat Bcfo.e Melee Phase, if
posibl.. Ifthc routed lnir cannor rctr.at
from thc.ngaged melee withour cat$ing.n
enemy ZOC, ir is caprured.

ll2.52l Ifthe unit with the lowesr p.intcd
mo6le in. st.ck offriendy neleeirg units
bas ! morElc Ering rhat is at lessr 2 points
higher than th€ highest pdnted morale radng
ofe .n.my udit that is in th. saDe m.lee,
rbe f.icndly uDits add I SP b rhei. m.lc€
slrcngth. Mor.le ratings of..riUery b.ttc.i.s,
traio3, provost guards, ard wagons aic
igno.ed for this purpose.

[12,6] MELEE AND FIRE COMBAT

Neither player caf, hav€ audt fi.e into a hex
in which uni$ ar. eDgag€d in nelee (Excep-

TT2.7I STACIqNG IN MELEE

[12.7 I ] The Edimum numbe! of uni$ and/
or strength points thar a player can hav€
conduci a mel.c in a single hex is li.t€d in
rhe Sracking Restricrions Chart Gee ch.rr
8.19). A hex cln slways be ocopicd by !
single unit, €veD ifthe unit's curr€nt strength
is highe. than the terain in the her would

ll2.?2lNcith€r thc attacter no. the.lcf..dcr
cu .n8.8c in melee *ith mo.e unir3 or
sircngrh poinb rhe tbe remin io th. coD-
bat hcx lllows (Exception: a play.r can
alwiys engag. in B€lee with a singl. friendly
unit, even ifthe uoitt oelee strength is
highe. than th€ tenain in the hex would
allow; th€ sr.ength poinrs ore. rhe maximum
arc ignorcd when calobriog rhc combat
diftc.cdtislj however, rhey ar€ affecEd by
such combat h all respects.)

ll2.73lSr5cking liDits in Del.. apply to c.ch
sid€ s.parar.ly. Thus, borh playcc en csch
have up ro th. Bdimum str€ngth hnir for

ll2-?41 Fricndly units occlpying diffcrent
hdes 6 ente. th. samc hex to mele. edemy

ll2.75l Mele. loss$ arc always raten f.on
the ropDost unit in a stack (Exception: if
inf.liry or dismountcd cevalry is sracked
with a barrert w.gon, tain, wagon crew or
gun crew in mclcc, loses 6re takeo from the
inhDlry o. cavslry before rhe orbe6, regard-
le$ ofthe stacking order ofth€ unirs). Ifrhe
attacking units l'lcr. origitrally l@aled in
dilTerc hcxcs ($. c*. 12.?4), dy mulripl.
$rcoelh poinr loss cad be taien from any of
the foder topmost ,ttacking u $,

tl2.?6lUtrits cannor move throush a hex
shere udits.re cngaged in melee.

U2.8I RETREAT BEFORE MELEE

Duitrg lhe Ret.eat B.fore Melee PhaFJ the
aftacking playcr (i.c., rhe player whoF Mclc.
Pbd iem€diat.ly follows rhe orreDr Retlat
Before Mclee Pha3.) must mouce which
ddending 6its he int.nds to nelee. The
defef,ding player m6t cider imediately
qercise hb option ro r.u.at beforc melee (if ir
is available to hnn), or deche rhat hc will
accept the mel€€ Gce clscs 12.81 and 12.84).

[12.81]Allunits in hcxes aDdounced as
melee rsrgers 6rc cligible to.et.eat before
melee cxc€pt for Ih. following: unlidbcrcd
artill€ry units, uDcrew.d v.gon or $ain
units, pinncd units, lout.d utrirsJ ad units
entiftly su..oundcd by en.my units or en.ny
ZOC. Eligiblc units c.n .e[ear beforc m€lee
.egardes ofwh.th.r or nor they a.e in

t12.82lThe nof,-Phssins player can refeat
any eligible uDirs od. or rwo h€x€s away
fron the hex thcy ar€ in.

[12.83] Uni$ r.fcatid8 before melee caoot
eorer an cncdy zoc.

lr2.84l Nom.lly, only unns rmodced as
mele large$ c.n .crrc.t bcfor mele. How-
ev€r eh€n a d.fcnding 6it ihar is not a
melee targ.t ir adjacent ro oo€ or nole
defendiog units that are melee targets and are
actullly refteating before melee, the adjacent
non-targ€t unit ef, also retrear before melec,
ifit is within th. Effectiven$s R.dius of its

Il2.85lUnirs rhlr r.rrc.r before dele€ are
subiect to withdrawal firc. Th€ owDils
player must conduct a morale ch.ct for thos€
rcrrcaring units, .cga.dlcss ofwhether o. not
rhey are nred upon by withdr.eal tue
(Exceprion: s.. cA.23.l). Each uir is sub-
jed to only onc Mo6le Check when rerreat-
ing before mcl€€ even ifcasualti$ are
received by withdra$,al fire. The norale
check ocdB at the end ofthe rerear beforc

l12-861 Mounted csvalry unns (see case 16. I )
ud liDbercd bols. .niU.ry batie.ies ($.
case 15.7) c.n icrrc.t bcfoft mele virhoor
drawif,g wirhdraw.l ftre. They d simply

mored the one or lwo hexes. A mo.ale check

ll2.87lIfe uir isartempting to r.treat
bcforc melc dd is pinn.d by {ithdre*al
fir., it caDnor rctear (ke 12.81); it is fo.ced
to stand and accept a mclcc attack.

ll2.s8lPhasins units qn be advanced inio.
hex v.c.red by a unir rerrelring before melee
by any units rhar we.e going to melee the
.ete.ting uDits. The advaDcing units are sdll
bound by the Stsckint R.strictions Table
(8.19). A unir so advancins caf,f,ot iniiate
mcl.. in ihai Gde-Tirn.

IT2.9I RF-SULTS OF MELEE COMBAI

As a r€sulr of m.l*, udits and/or sirengh
points ofboth sid.s ca! be captured, suffe!
casualties, be fo.c€d to retr€at, o. remain
cngaged. Also see lt.2 fo. further explana'
tion ofmele resdts reg.r.ling anillery bat

ll2.91lA resuh of"K" plus ! numb€r on the
M€l.c CRT shos the lutnber ofsrreDsrb
poin$.liminated fron thc ar.cr.d utrr(s), if
the affected uirs are inf2ntry or cavalry A
"Kl" reslr od an.niuery unit eliminates
on.-h.lf a tull-strength tun oew, or com-
plerely eliminates a half-crcw.

ll2.92lA resulr or"R" plus a number (e.s.,
R2)msns tha( aU the affccred uni$ must
rerresr rhe siven truhbcr of heres. The parb
ofretr€at is gene.ally away fion €n€my liDes
aod toward one's o*r liner (sce scction 14.0).
Units that 6noi .e r..t legally a.e captGd.
Units which a.e forced to rctr.ar as a ftsult
ofoelee combai inro or through an €oeoy
ZOC trigser the applopriarc r.tr.ar fire. Ar
th€ end ofthe prcscib€d r€trcat dovement,
th€ owniog player conductr a morale check
for each bit. Units thlt fail rheir morale
check ar€ rourcd aDd perform rhe thiee-hex

ll2.93lA resulr of "C" plus a nmber indi-
cates rhe f,umb€r ofconbar Srength Points
that bave b@ captur.d. Th. aff.ctcd dit is
r.duced by rhar nsber of Srength Poinu as
ifit were a Dormal casulty, excepr lhe los is
recorded on the OB Rosrcr ss ! c€pture, not
a kill. Captured strengrh poinls are more
cosrly, in Victory Pointsj ro lose. Prisone6
csnnot escape bur guns cln be recaprured.

ll2.94l An "Ens" resuh mcens that all 6ils
in thst hq arc cngag.d; i.c., rhe fighting is
still raging. Eogaged unhs ca! rcirh.! tue no.
move, lor can tllal hcx be fir.d upo! by other
un.nSaged uirs. Engagcd units have oo
ZOC\- Iede6 itr.r ar€ ".n8.9.d" dnot
relly oder sirq rhey rct.in rhet Eflecdve-
nes R.dii. Orher units canf,ot move through
a hex conminitrs ensagcd units, alrhough units
can be nov€d into the hex. Place an Engaged
(ENGD) Mdker in the hcx to indicaie thar
thc beleeinS uits .re engaged. lh the ensuing
Plsye.-'Iim, rh€ form.r dcfcnding plaler h6

l. Hc tu fight anorho m.1.. in his Melee
Phas wirh the same units, r.computing lhe

l6

fromits totalmeleestrengthi fdefendingin a
townhex.
[1134]I funitsare engaged(“Eng”;see case
12.94)in melee,terraineffectsare ignored
afterthe first roundofmeleefor the original
combatants;the terraineffectsdo applyto
any additionalunitsjoiningit.
[1235]A unit can meleeintoa hex only if i t
couldmove intothat hex normally.
[12.4]EFFECTOF LEADERSON
MELEESTRENGTH

I fa stackofunitscontainsa leaderof its own
command,add I SP to the stack’smelee
strength,regardlessofwhetherthe stackis
attackingor defending.Onlyone leaderper
side can be used in the melee,regardlessof
the actualnumberofleadersin the hex.
[12,51]EFFECTSOF MORALEAND
RDUTUN MELEE

[12:51]Whendefendingin melee,a routed
unit 'smeleestrengthis dividedin half,
roundfractionsdown.Routedunitscannot
init iatemelee;i f“engaged”in melee,a
routedunitmust retreatfrommeleeduring
the nextRetreatBeforeMeleePhase,i f
possible.I f the routedunitcannotretreat
fromthe engagedmeleewithoutenteringan
enemyZOC, it is captured.
[1252]I fthe unitwiththe lowestprinted
moralein a stackoffr iendlymeleeingunits
has a moraleratingthat is at least2 points
higherthanthe highestprintedmoralerating
ofan enemyunitthatis in the samemelee,
the fr iendlyunitsadd l SP to theirmelee
strength.Moraleratingsofart i l lerybatteries,
trains,provostguards,and wagonsare
ignoredfor thispurpose.

[12.s]statueAND FIREcostnar
Neitherplayercan have a unitfire intoa hex
in whichunitsare engagedin melee(Excep-
t ion:see case 15.64).
[12:11sracxntotn MELEE
[1231]The maximumnumberofunitsand!
or strengthpointsthata playercan have
conducta meleein a singlehex is l istedin
the StackingRestrict ionsChart(see chart
8.19).A hex can alwaysbe occupiedby a
singleunit,eveni fthe unit ’scurrentstrength
is higherthanthe terrainin the hex would
normallyal low.

[ l2. '?2]Neitherthe attackernor the defender
can engagein meleewithmoreunitsor
strengthpointsthan the terrainin the com-
bat hex allows(Exception:a playercan
alwaysengagein meleewitha singlefr iendly
unit,even i f the unit ’smeleestrengthis
higherthan the terrainin the hex would
allow;the strengthpointsoverthe maximum
are ignoredwhencalculat ingthe combat
dif ferential;however,theyare affectedby
suchcombatin al l respects.)
[1233]Stackingl imitsin meleeapplyto each
sideseparately.Thus,bothplayerscan each
haveup to the maximumstrengthl imitfor

thathex.

[1174]Friendlyunitsoccupyingdflerent
hexescan enterthe same hex to meleeenemy
unitsthere.
[1175]Meleelossesare alwaystakenfrom
the topmostunit in a stack(Exception:i f
infantryor dismountedcavalryis stacked
witha battery,wagon,train,wagoncrewor
gun crew in melee,lossesare tal-tenfromthe
infantryor cavalrybeforethe others,regard-
lessofthe stackingorderoftheunits).I fthe
attackingunitswereoriginallylocatedin
differenthexes(see case 12.74),any mult iple
strengthpointlosscan be takenfromany of
the formertopmostattackingunits.
[ l2.76]Unitscannotmove througha hex
whereunitsare engagedin melee.
[12.a]RETREATBEFOREMELEE
Duringthe RetreatBeforeMeleePhase,the
attackingplayer(i .e.,the playerwhoseMelee
Phaseimmediatelyfol lowsthe currentRetreat
BeforeMeleePhase)mustannouncewhich
defendingunitshe intendsto melee.The
defendingplayermusteitherimmediately
exercisehis optionto retreatbeforemelee( i fi t
is avai lableto him),or declarethathe wil l
acceptthe melee(see cases 12.31 and 12.84).

[12.81]Allunitsin hexesannotmcedas
meleetargetsare el igibleto retreatbefore
meleeexceptfor the fol lowing:unl imbered
art i l leryunits,uncrewedwagonor train
units,pinnedunits,routedunits,and units
entirelysurroundedby enemyunitsor enemy
ZOC.Eligibleunitscan retreatbeforemelee
regardlessofwhetheror not theyare in
command.
[12.82]The non-Phasingplayercan retreat
any el igibleunitsone or two hexesaway
fromthe hex theyare in.
[12.83]Unitsretreatingbeforemeleecannot
enteran enemyZOC.

[ l2.84]Normally,onlyunitsannouncedas
meleetargetscan retreatbeforemelee.How-
ever,when a defendingunitthat is not a
meleetargetis adjacentto one or more
defendingunitsthatare meleetargetsand are
actual lyretreatingbeforemelee,the adjacent
non-targetunitcan alsoretreatbeforemelee,
i fi t is withinthe EffectivenessRadiusof its
brigadecommander.
[12.85]Unitsthat retreatbeforemeleeare
subiectto withdrawalf ire.The owning
playermustconducta moralecheckfor those
retreatingunits,regardlessofwhetheror not
theyare f ireduponby withdrawalf ire
(Exception:see case 23.3).Eachunit is sub-
iectto onlyone MoraleCheckwhenretreat-
ing beforemeleeeven i fcasualt iesare
receivedby withdrawalfire.The morale
checkoccursat the end ofthe retreatbefore
meleemovement.
[1186]Mountedcavalryunits(see case 16.1)
and limberedhorseart i l lerybatteries(see
case 15.7)can retreatbeforemeleewithout
drawingwithdrawalf ire.Theyare simply
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movedthe one or two hexes.A moralecheck
is not required.
[1187]Ifaunitis attemptingto retreat
beforemeleeand is pinnedby withdrawal
f ire,i t cannotretreat(see l2.-B1);i t is forced
to standand accepta meleeattack.
[ l2.ElB]Phasingunitscan be advancedintoa
hex vacatedby a unit retreatingbeforemelee
by any unitsthatweregoingto meleethe
retreatingunits.The advancingunitsare st i l l
boundby the StackingRestrict ionsTable
(8.19).A unitso advancingcannotinit iate
meleein thatGame-Turn.

[123]RESULTSOF MELEECOMBAT

As a resultofmelee,unitsandforstrength
pointsofbothsidescan be captured,suffer
casualt ies,be forcedto retreat,or remain
engaged.Alsosee 15.2 for furtherexplana-
t ionofmeleeresultsregardingart i l lerybat-
teriesand gun crews.

[ l2.91]A resultof“K”plusa numberon the
MeleeCRT showsthe numberofstrength
pointsel iminatedfromthe affectedunit ls},i f
the affectedunitsare infantryor cavalry.A
“Kl”resulton an art i l leryunitel iminates
one-halfa ful l-strengthgun crew,or com-
pletelyel iminatesa half-crew.
[ l2.92]A resultof“R”plusa number{e.g.,
R2) meansthatal l the affectedunitsmust
retreatthe givennumberofhexes.The path
of retreatis general lyaway fromenemylines
and towardone’sown lines[seesection14.0).
Unitsthatcannotretreatlegallyare captured.
Unitswhichare forcedto retreatas a result
ofmeleecombatintoor throughan enemy
ZOC triggertheappropriateretreatf ire.At
the end ofthe prescribedretreatmovement,
the owningplayerconductsa moralecheck
for eachunit.Unitsthat fai l theirmorale
checkare routedand performthe three-hex
routmovement.
[ l2.93]A resultof“C” plusa numberindi-
catesthe numberofCombatStrengthPoints
thathave beencaptured.The affectedunitis
reducedby thatnumberofStrengthPointsas
i f i t werea normalcasualty,exceptthe loss is
recordedon the DB Rosteras a capture,not
a ki l l .Capturedstrengthpointsare more
costly,in VictoryPoints,to lose.Prisoners
cannotescapebut guns can be recaptured.
[1234]An “Eng”resultmeansthatal l tmits
in thathex are engaged;i .e.,the fightingis
st i l lraging.Engagedunitscan neitherftrenor
move,norcan thathex be fireduponby other
unengagedunits.Engagedunitshave no
ZOC's.Leadersthatare “engaged”cannot
ral lyotherunits;they retaintheirEffective-
ness Radii .Otherunitscannotmovethrough
a hex containingengagedunits,althoughunits
can be movedintothe hex. Placean Engaged
(ENGD)Markerin the hex to indicatethat
the meleeingunitsare engaged.In the ensuing
Player-Turn,the formerdefendingplayerhas
the fol lowingoptions:
l . He can fightanothermeleein his Melee
Phasewiththe sameunits,recomputingthe



diff.rcnrial- For this purpos, units tbar
could nor no@lly initiat. melee (see case
12.2t) are suowed ro do so, unless they..c

2. He can, wiibin stacking .esftictions, bring
in mor. units sd nght.nother melee as in l.
3. H. crn r€tr@t his engrged unirs lwo b.rcs
during th. Rerre.t Befor. M.lee Phase,
makiag norale checks st th. ed ofthe
retreatj u.its thar fail ar. routed. Unirs
.etreated fron a melee do not sufitr with-
drawal fire fron th€ enemy unit(s) wnh
{hich lh.y sere engaged- Note that this is
diffcr.nr fiob retret b.for. melee. There is
no adeance by rhe unit(s) lcfr in rhe hex. A
play.r cln choose to rctrcat one o. more
unirs. Unlimbered anillery clnnor be
r€tr€at€d. Option 3 csn nor be combined

Unns thar we.e.out.d.r the begiming of
m€1.. combat hare no choice when engag..l.
Thcy mu$ rerre.r in th.ir Pl.yer-Tum.

ll2.95lAn "Rpls" resuh indicates ihat the
Phasing player must.eoeat two hdesr then
roll tbr leder loss on th€ Lead€r Ca$alry
Table (i.c table 17.76) ifa led.r is pre$n!
,nd then pe.fon a noral. ch.cl for d!.
afte(cd urit(s). Th. non.Phaing plairr des
not rct.eat althoud h€ rolk fo. leads lo6s and
performs a mo.ale check fo. his afected
mirG)j unils thai fail thei. mo.ale checl$ ar€

[12.961Pin markers a.e rcmoved f.om units

l12-971 Il, in a nelee combat, the result is
such ftar borh sides are totaUy eliminat€d
(eithe. thrcugh a "K" or "C", etc.), istror€
rhat resulr aod consider the uniti engag€d.

ll2.9El M.l.c CoEb.t RcsulB Tabl. (see

[13,0] MORALE AND ROUT
GENERAL RULE

Each combat unit possess.s a Morale Rating.
A unh\ do.ale rating is us.d for rwo pur-
posc$ djusting mel.. s[enSths and det€r
mining whether or not a unir eill rout. A
moralc check mrsr be m.de for ! sit each
time ir suffeB a casualty: /, "R", "P/R;' or
tr resulr on the Fire Combat ResuLts Table,
and whcd€ver ir rete.ts b.fo'€ melee o.
r6eivcs an "R" result in ln.lee. Routed units
..e forced ro refiet and th.y .emin roured
undl rallied- Routed units .re resfticted in

CASES

U3.U MORALE RAIINGS

ll3.l ll Each.onbat unir has a oo@le laring
consisting ofa nmber from 6 (best rc 2
(wo.s0. See the sample units-

ll3.l2lGreen uits havc a printed morale
rstins of"r" (see case 13.14).

ll3.lllNumbered no.al€ ratings are p€rma'

dedtj th.y Devc! chdge.

tl3.l4lEach rimc that ! sreen unit (of,c with
a "?" morsl. rarins) is required ro dak€ a
morale ch€ck (known as "sceins rhe ele'
phanl') rhe ownitrs player ibm.dilt€ly
refe6 rc th. Seeing th. Elephant Tible
(ll.l5). H. th€n rolls ode dic to d.t.min.
rhe monle rating ofthe grccn unir du.ing
that phase. Grc.n udits do nor.cquire a
pernan€nl rating. They musr ch.ck for a
no.al€ raiing ev€ry game phas. if required.
They retain that fating during that entire

ll3.l5lSe.ing the El€phan( Tabl. (s.. chans

U3,2] MAKING MORALE CHECKS

ll3.21lWhen there is a possibility that a rour
will cdr, $c plsyer wi|h the .ff.cred unit
oaks a Mo€le Chcck he rolls a di. af,d
comp.res th. roU ro the uif. moElc radng
(see e$ l3.l{). Ifth. numb€r roucd is
greaEr thad the uDit's moral. raritrEJ lhat
unit has routed. Flip infaDtry units to their
routed sidcsj for other unjts, placc a Rout
Marker on a routcd unit.

ll3.22lAll casualties are lakef, prio! to mak-
ing a moral. ch€ct (Etcprion: $. case
't3.25).

U3.23iA morale check die rou can be modi-
fi€dby various ciramstarces. Whcn m€king
a oor€le check, all modifiers are cunulative

Subl.act I hon rhe.Iie roll il:

The unit is slacked with a lqd.r of irs own

Add 1tothedieb i l :

l The ulit har suffered glearer rhan 50%
losses fion ns itririal stensrh.
2. The unn is cnfiladed.
l. The unit is stackcd with a unit fron a
different f.icndly brigade.

ll3.24l Unlimbe.ed suns never rour. How-
ever, their crc\rs may rour, thus abandodrg
the sds (s.. case 15.16).

ll3.25l Wh.tr.v.r ! uDit tales muhipl.6u-
alties during its o$/n Movement Phase due rc
withd.awal ftre, ii immediately chccts oorale
in qch hex where ir sustains a casuahy.

[13.q EFFECTS OF ROUT

03-3llUnits that a.e.out.d Bu$ retr.at
tbte hcr.s (nor as an elperdnur€ oftuove'
ment points), in .ddition to any other refeats
rhar may hav. been required in rhai Comber
PhaF. Units unsble to rerreat rholc three
hexes ibr any reason (prohibired rcmin or
eneny unitt arc captured. Unirs catr, how-
ever, rout through en€oy ZOCS, und..soiog
Reft.r Firc (see c*e 10.2).

lll.l2l Rout.d unns have a Movemeot
Alloeance of ore hex per turn, rcga.dlesr of
terrain cost; however, they cannot enter oi
c.o$ impa$able tcruin. They hlv€ no Zone
ofconrol. RouEd units cannor cngage in

ady kild of nr€ combrt. They e!!or .etr.ar
bcfo.e roelee or initiare melee conbar; if
forccd to melee thcy mclee ar half{treneth
(round fraciions do\rn).

ll3.33l A urit lhat is routed and sufre.s
lddnional casualti€s while i! a stare of.out
will roul asain. Rour.d units suf.liag a
s.cond rout .esuh (e.8., frod a P/R rcsulr on
th. Fire CRT)must rcrrcrt an.ddnion.l
three hcxcs, remaining rour€d. Rou(ed uf,irs
that become pinned ar€ both pinned and
routed; bur a pinned unit that .outs is no
lotrg.r piuedj n is rour.d.

ll3.34lLeaders are aev.r routed or.recred
by a rout r$uh rhar sftcds ulits with which
rhey ar€ stlcked (how.vc!, se€ cas€ 13.43).

III.4] EFFECTS OF STACKING ON
ROUT

ll3.4ll Ifthe.e is mo'e than one unir in.
hcx for which a morale ch€ck is necessry
each uDit is checked s.pa.ately.

ll3.42iIfonly the top unir is sffected by rhe
combat (as in fire), rh3t unn's mo.ale is
chcck€d fir$.Ifrhe top uDiI does nor rout,
no morale check is nccdcd ro. lhe units
bef,.ath ir; ifit routs, the ulits beneath B$t
chcck noral..Ifrhe top unit is climinated
entnely, Ihe utrn benerth n nu$ nake a
morale ch€ck as ifn wele the top unit.

ll3.43lLelde.s only orect uni(s wiftin their
own comosd in a hcx. Le6deB in ! stack
may choose to retrear with a routed unit or
..main wilh . unir b.nearh (and lale their
chlnces therE- How.ver, a l€ad.! caf,nor
r.mah in a hq ifsllhis uoirs are no longcr
P.esetrri he must ret.ear,

IT3.5] RALLY

Il3.5ll RouGd uni$ r€mai! routed until
thcy lre rallied in a fiicndly Rally Phas..

ll3.52l Non-independ.nt units (excepr ba(c.-
ies)a.c Ellied uf,der thc follopins circun-

l They are shcked wirh the brig.de, divi
sion, corps, or amy comnander for that unit
Ghis d@s lot lequile .xpcndrng a Rally
Poinr; see cases 17.15 and l7.ll).
2. They are wihir thc Effeciivene$ Rediiof
the brigade cobmendcr for that unit and rhar
brigade commander cxpends a Rrlly Poinr
(see c.se l?.15) ro rllly thar unit.

ll3.53lThe Eff.ctiv.n.ss Redius ennor be
r.ced rhrough enemy combat uni6, enemy
ZOC'S (alrhoush thc p..sc!ce ofa fiiendly
uan iD that hq negatcs Ih. er€ct ofsuch a
ZOC) or impassabl. t€rrain.

ll3.54lRout€d a illery crews, wagon and
rRin crewE provost guards, and independcnr
unirs ca! rally without leade6.Ifsuch a unit
has be€n routed, tb. owning playe. rolls orc
dic during the Rally Phas.. Iftbe die roll
resulr is highcr than rhe unids moale ratinS,
the unit remains routcd. Ifthe die roll is
equ3l ro or lowe! than the unit\ Morale
Rating, it ELlies. LeadeB can €lly indep.o-
dcnt units only by beins stacked wnh th€m
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dif ferent ia l .For thispurpose,uni tsthat
couldnot normal lyin i t iatemelee(seecase
12.25)are al lowedto do so, unlesstheyare
current lyrouted.
2. He can,wi th instackingrestr ict ions,br ing
in moreuni tsand fightanothermeleeas in 1.
3. He can retreathisengageduni tstwo hexes
dur ingthe RetreatBeforeMeleePhase,
makingmoralechecksat the end ofthe
retreat;uni tsthatfa i lare routed.Uni ts
retreatedfroma meleedo not sufferwith-
drawalf i refromthe enemyunit (s)wi th
whichtheywereengaged.Note thatthisis
dif ferentfromretreatbeforemelee.Thereis
no advanceby the uni t (s)lef t in thehex. A
playercan chooseto retreatone or more
uni ts.Unl imberedart i l lerycannotbe
retreated.Opt ion3 can not be combined
withopt ions1 or 2.

Uni tsthatwereroutedat the beginningof
meleecombathaveno choicewhenengaged.
Theymustretreatin theirPlayer-Turn.

[1295]An “Rpls”resul tindicatesthatthe
Phasingplayermustretreattwo hexes,then
rol lfor leaderlosson the LeaderCasual ty
Table(see table17.76)i fa leaderis present,
and thenperforma moralecheckfor the
affecteduni t (s) .Thenon-Phasingplayerdoes
not retreatal thoughhe rol lsfor leaderlossand
performsa moralecheckfor his af fected
uni t (s) ;uni tsthatfa i ltheirmoralechecksare
routed.

[1236]Pin markersare removedfromunits
involvedin melee.

[12,92]I f , in a meleecombat,the resul tis
suchthatbothsidesare total lyel iminated
(ei therthrougha “K”or “C”,etc.) ,ignore
thatresul tandconsiderthe uni tsengaged.

[12.9El]MeleeCombatResul tsTable(see
chartsand tables)

[1311]MORALEAND ROUT
osnsaatRULE
Eachcombatuni tpossessesa MoraleRat ing.
A uni t’s moralerat ingis used for two pur-
poses;adjust ingmeleestrengthsanddeter-
miningwhetheror not a uni twi l lrout .A
moralecheckmustbe made for a tmiteach
t imei t suf fersa casual ty:f l , “R”,“P/R,"or
#* resul ton the FireCombatResul tsTable,
and wheneveri t retreatsbeforemeleeor
receivesan “R” resul tin melee.Routeduni ts
are forcedto retreatand theyremainrouted
unt i lra l l ied.Routeduni tsare restr ictedin
whattheycan do.

CASES

[13. l ]MORAI. .ERATINGS

[13.11]Eachcombatunithas a moralerat ing
consist ingofa numberfroms (best)to 2
(worst) .See the sampleuni ts.
[ l3.12]Greenuni tshavea pr intedmorale
rat ingof“?”(seecase 13.14).
[13. l3]Numberedmoralerat ingsare perma-

nent;theyneverchange.

[13.14]Eacht imethata greenuni t(onewith
a “ i i ”moralerat ing)is requiredto make a
moralecheck(knownas “seeingthe ele-
phant”)the owningplayerimmediately
refersto the Seeingthe ElephantTable
(13.15).He then rol lsone die to determine
the moralerat ingofthe greenuni tdur ing
thatphase.Greenuni tsdo not acquirea
permanentrat ing.Theymustcheckfor a
moralerat ingeverygamephasei frequired.
Theyretainthat rat ingduringthatentire
phaseonly.

[ l3. l5]Seeingthe ElephantTable(seecharts
andtables)

[13.2]MAKINGMDRALECHECKS
[13.2l ]Whenthereis a possibi l i tythata rout
wi l loccur,the playerwi ththe affecteduni t
makesa MoraleCheck:he rol lsa die and
comparesthe rol lto the uni t ’smoralerat ing
(seecase 13.14).I fthe numberrol ledis
greaterthanthe uni t ’smoralerat ing,that
tmithas routed.Fl ipinfantryuni tsto their
routedsides;forotheruni ts,placea Rout
Markeron a routedmi i t .

[ l3.22]Al lcasual t iesare takenpr iorto mak-
ing a moralecheck(Except ion:see case
13.25).

[13.23]A moralecheckdie rol lcan be modi-
fied by var iouscircumstances.Whenmaking
a moralecheck,al l modif iersare cumulat ive
(Seealsocase 14.5).
SubtractI Rom thedierol li f :

Theuni tis stackedwitha leaderof i ts own
command.
AddI to the dierol li f?
l . Theuni thas sufferedgreaterthan50%
lossesfromits in i t ia lstrength.
2. Theuni tis enfiladed.
3. Theuni tis stackedwitha uni tf roma
di f ferentf r iendlybr igade.

[ l3.24]Unl imberedgunsneverrout.How-
ever,theircrewsmay rout,thusabandoning
the guns(see case 15.16).
[13.25]Whenevera uni ttakesmult ip lecasu-
al t iesdur ingi ts own MovementPhasedue to

any kindof f i recombat.Theycannotretreat
beforemeleeor in i t iatemeleecombat;i f
forcedto meleethey meleeat half-strength
( roundfract ionsdown).
[ l3.33]A uni tthat is routedand suffers
addi t ionalcasual t ieswhi lein a stateofrout
wi l lroutagain.Rooteduni tssuffer inga
secondroutresult(e.g.,froma FIR resulton
the FireCRT)must retreatan addi t ional
threehexes,remainingrouted.Routeduni ts
thatbecomepinnedare bothpinnedand
routed;but a pinneduni tthat routsis no
longerpinned;i t is routed.
[1134]Leadersare neverroutedor affected
by a routresul tthataf fectsuni tswithwhich
theyare stacked(however,see case 13.43].
[ [3,4]EFFECTSOF STACKINGUN
ROUT
[l3.41]l f thereis more thanone tmitin a
hex forwhicha moralecheck.is necessary,
eachuni tis checkedseparately.
[ l3.42]I fonlythe top uni t is af fectedby the
combat(as in f i re) ,thatuni t ‘smoraleis
checkedf i rst .I fthe top uni tdoesnot rout,
no moralecheckis neededfor the uni ts
beneathi t ; i fi t routs,the uni tsbeneathmust
checkmorale.I fthe top uni tis el iminated
ent i re ly,the uni tbeneathi t mustmakea
moralecheckas i fi t werethe top uni t .
[13.43]Leadersonlyaffectuni tswi th intheir
own commandin a hex.Leadersin a stack
may chooseto retreatwi tha routeduni tor
remainwitha uni tbeneath(andtaketheir
chancesthere).However,a leadercannot
remainin a hex i fal l h is uni tsare no longer
present;he mustretreat.

|ta.s]RALLY
[ l3.5l ]Routeduni tsremainroutedunt i l
theyare ral l iedin a fr iendlyRal lyPhase.
[1352]Non-independentuni ts(exceptbatter
ies)are ral l iedunderthe fol lowingcircum-
stances:

1. Theyare stackedwiththe br igade,div i -
s ion,corps,or armycommanderfor thatuni t
( th isdoes not requireexpendinga Ral ly
Point ;see cases 12.15and 12.31).
2. Theyare withinthe Effect ivenessRadi iof

wi thdrawalf i re,i t immediatelychecksmorale the br igadecommanderfor thattmitand that
in eachhex wherei t sustainsa casual ty.

[13.3]EFFECTSOF ROUT
[ l3.3l ]Uni tsthatare routedmust retreat

br igadecommanderexpendsa Ral lyPoint
(seecase 17.15)to ral lythatuni t .

[1353]TheEffect ivenessRadiuscannotbe
tracedthroughenemycombatuni ts,enemythr h t dit f - , .

thatmay have been requiredin thatCombat
Phase.Uni tsunableto retreatthosethree
hexesfor any reason(prohibi tedterrainor
enemyuni ts)are captured.Uni tscan,how-
ever,routthroughenemyZOCs,undergoing
RetreatFire(seecase 10.2).
[13.32]Routeduni tshavea Movement
Al lowanceofone hex perturn,regardlessof
terraincost;however,theycannotenteror
crossimpassableterrain.Theyhaveno Zone
ofControl .Routeduni tscannotengagein
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1.11' l1[tn thathex negatesthe effectofsucha
ZDC)or impassableterrain.
[ l3.54]Routedart i l lerycrews,wagonand
traincrews,provostguards,and independent
uni tscan ral lywithoutleaders.I fsucha uni t
has been routed,the owningplayerrol lsone
die dur ingthe Ral lyPhase.I fthe die rol l
resul tis higherthanthe uni t ’smoralerat ing,
the uni tremainsrouted.I fthe die rol l is
equalto or lowerthanthe uni t ’sMorale
Rat ing,i t ra l l ies.Leaderscan ral lyindepen-
dentuni tsonlyby beingstackedwiththem



[14.0] RETREATS
GENERAL RULE

Units can be forced to retreat as a r$ult of
rout or as a direcr r€sult from the Melee
Combai Resul$ 'ftblej the number ofhexes
retreated depends on the circumstances rhat
apply. Playe.s oust observe cerrain r$nic-
riors when retrqring uni$.

PROCEDURE

All .etreats are condDcred by the player
owning the rerrqrnrg unir. A retreating unit
musr slways end its retear Ih€ number of
hexes it iB requi!€d to retreat away liom the
hex id which it began the reoeat- A unir
cannot dter the see hex iwice during ey
one .eiret. unirs musr rerrear away from
eneoy unirs ed toward rheir owD lines. S€€

CASES

[14.11 RESTRICTTONS ON RETREATS

A unir @nnot rereat through an eDemy unlt
or sn impasable h*Bidej nor caD it .et.€at
offthe Eap. Ifa unit is unable to ret.eat
because it is completely sufounded by
eneoy units, impassable terrain andor edge
of ihe map, it is optured.

I14.2I RETRBITTING THROUGH
ENEMY ZOC'S

Units can reoeat th.ough or into hdes in
enemy ZOCS (Exeption: unirs retreating
before melee @nnor efter enesy ZOC).
Units that retreat into enemy ZOC are sub-
j€ct to rerrear fi.€ (see ase I0.2).

[14.3I PRESENCE OF FRIENDLY
I'}IITS AND RETREAI

ll4.3llA uir cannot be rerre.red rhroush a
hq conraining a friendly unir ifthere is
snorher parh open to ir (unl€s thar path
includ€s one or more her€s in enemy ZOC).

ll4.32l Ifa unit must reoest onro or through
a frieddly unit, except arrillery bafteries that
frieo<[y unir is displaced (rereated) one h€!
and the owning player must conduct a
Do.lle check (Exception: see case 14.33).If
ihe displlced uir is alresdy roure4 it rout8
again and must reteal aD additional three
hexes. A diplaced unit must retret into a
vacsnl hex ifpossiblej ifnol, the third unit jn
rurn b diplaced oDe hex aDd the owning
player must conduct a noiale check for that
unit. In this manner, a chain reacrio! of
retreats and routs is theoreticaly possible. If
a stack is displece4 a oo.ale chect is peF
foeed or the rop unir. Ifir does nor rout,
the other units need not male momte ch€cks.

ll4.33l Rereating crews and skirmishers do
not cause displacemenr ifrhey are forced ro
.eftet onro o. through friendly unirs. The
.rew or skirmisher r€rrears rhrough rhe other
unir uodl it relches the fiBr avaibble open
hex. Their rercst do€s nor euse a uoit Io

04.341 If an unlinbered anillery battery
suflers a retreat resultj the a.tille.y ds
retrcstsj and the Suns remain in rhe hex. If
the guns a.e not imediately caprured by ihe
enemr plac€ an Abandoned Guns roa*er on

u4.41 TrtE PATH OF RETBEITI

U4.4rl The p.th ofretrest should follow rhe
rerEin oflcast resistanc, (i.€., the "cheapest"
in t€rms ofMovem€nt Points), wheneve.
pnctielj for qamplej ifthe chespest path
would fo.e rhe uit io sdsgo ret@r fire, a
diJterent plth can be sed insred. In anona-
lous situations ue commoo Fnsq howeverj
the retreting player ha8 the finll say.

[14.421 There is usually no advance after
ret.eat by a friendly unit into an eneoy"
vacat€d hexj unless such rereat is a .eust
befo.e nelee (see case 12.8) or oco.s afier
offensive fft combst (see case 9.9).

u4.51EFFECTS OF ToWN HEXES
(GETTYSBURG) ON RETREAT AND
ROUT

ll4.5rl Aunir forc€d to olke a morale ch€ck
while in a Gettrbulg town hex subt.acts I
from it8 printed Moiale Rating. This modifi-
cation is in addition to any othe. morale
oodification rhe unir may be subjec to.

[14.52] Units forced to .ettet inro a rown
ha from a non-twn hd !.e .uromarically

ll4.53lRouted units which begin a Final
Commdd Phase b a rown hs clnnot be
ralUed Dnles they are sta&ed directly with

u5.01 REsTRrcTroNS oN
ARTILLERY MOVEMENT
AND FIRE
GENERAL RULE

Anillery units can eithe. move or tue in any
one PlayeFTim. They c.nnot do borh. Once
an s.rillery uit hls fire4 it may not move,
and one an arriuery lnir has Dove4 ir my
nor fre. However, ifao arrillery unir does
not dove but chanses fo.mation (fro'n lie'
bered to unlimbered), it may fire. See arso
Rerire by Prolonge, case 15.5.

CASES

u5.11 ARTTLLERY CREWS

Each ariillery mir includes a barrery cew.
These are the men needed ro sepice ard fir€
the canron. Thc fir€ strength ofa battery
may be r€duc€d or €liminated by killinc and
capturios rhe batrery crew. An anillery crew
is pan ofits original unit and not reprsented
by a separate marLer unl$s a combar resuh
allects the ffs; when cirmshnces requie
it, place a crew marker on the map. Each
cren ma.ke. has a letter code on n. PhyeB
should record on a srap psper which crew
belongs ro which bsrrery. The crew marker is
removed from play only ifthe crcw msMge8
ro gct .€unired with the guN ofits original

lI5.IllGun dews suffer casualries only !s a
result of Melee CoDbar or smll-arms Fire
Combat, thou8h crews @ be .outed or
pinned as s result ofartillery fire. Cobbat
rcsults inflict€d by anille.y Iir efiecr rhe
gun8 orlyJ leaving the gun oew inracr.

[15.121Esch sun cree cat suslain a ma:i'
mum ofrwo steploses. When s barrery's
gun crew t tes I StreD$h Point lo$, that
battery's crew couoter is turned ove. to the
half-crew side. When the gun crew loses a
second Strength Poiot, the crew is elimi
nated.Ifaoes is eliminsred, place an Aban-
doned Guns m.rker or rhe batt€ry

[]5.131 Abattery.ritha half-crew my
Umber, move, aDd unliober f,ormally. A
battery with s hslf-crew can fire Do more
rhd halfits Inirial Gutr StreD$h (round
f€ctions up). Iflosses to the cuns ieduce a
batt€ry\ Curent Gun Stfogth lo hllfirs
initial srength or les, rhe half-crew can fire
the batteryi fuU dtrent srrengrh.

lI5. l4l The Melee Strcngh or a bauery is
"1" wirh a tull crew and "0" with a tDlf-

ll5.15l Gu crews may not b€ tranrf€rred
from uit ro urit or replacd jn any way.

ll5.16lwher an unlimb€r€d artillery battery
sufl€s a rout.esult, the de\r rcuis bur ihe
guN remain in the ofiginal hd; place .n
Abandoned Guns IMker on fte blitery.
When a limbered bauery rou$, the enti.e
battery is moved in rour movement.

ll5. l7l A battery is recrewed when it is
stacLed wiih its original, rallied crew. Both
rhe C.ew .nd rh€ Absndon€d Guns narkers
.re removed and the battery nay fire nor
mally in the same Turn (i.e., a cre{ may
move back and fi.e the guns in rhe Oftensive
Fire Phase of the same'IUrn). Ifan aban-
doned baitery is caprured snd lhen leBken
by tlE owning Player, h€ may recr€w the
battery wirh ts original crew and use it

tl5.l8lAbandoned suns have no sis.ilicaoce
until recrNed. Abandoned 8rlns do nor block
lioe ofsight and may be freely 6oved
through by both Friendly and Enemy ubits.

lr5.l9l Batreri€s a.€ removed fron play only
when on€ ofthe following condltions is met:

l. All rhe guns ofrhe bs ery hav€ beeo
elmbated by counreFbaltery fi.ej or
2. An enemy inflntry or cavalry udit spends
rwo cons€etive enemy M€lee Phases id ihe
hex wirh rhe abandor€d euns. For this pDr
pose, rhe enemy unit nust .emain in the h4
with rhe abandoned guns, althoDgh ir could
p€.fo.m other actions (chadging facing, ftre
corobatj etc.). NOTE: This rule luows
friendly unirs iwo rurns ofcount€Fartack to
rciake a caprured barrery lfth€ enemy units
have nor becn dislodged by th€ end ofth€
second Friendly Mel€ Phas€J the Cuns are
caprured and remov€d f.on the @p. Cap-
tured guns and batery almuition can

18

in the Ral lyPhase.

[1-4.0]RETREATS
GENERALRULE

Unitscan be forcedto retreatas a resul tof
routor as a directresul tf romthe Melee
CombatResul tsTable;the numberofhexes
retreateddependson the circumstancesthat
apply.Playersmustobservecertainrestr ic-
t ionswhenretreat inguni ts.
PROCEDURE

A11 retreatsare conductedby the player
owningthe retreat inguni t .A retreat inguni t
mustalwaysend i ts retreatthe numberof
hexesi t is requiredto retreatawayfromthe
hex in whichi t beganthe retreat.A uni t
cannotenterthe samehex twicedur ingany
one retreat.Uni tsmustretreatawayfrom
enemyuni tsand towardtheirown l ines.See
alsocase 14.4.
CASES

[1-4.1 ]RESTRICTIONSON RETREATS

A unitcannotretreatthroughan enemyuni t
or an impassablehexsidc;nor can i t retreat
of fthe map.I fa uni tis unableto retreat
becausei t is completelysurroundedby
enemyuni ts,impassableterrainandloredge
of the map,i t is captured.
[14.2]nnrrtnarnvotrtnouen
ENEMYzocts
Unitscan retreatthroughor intohexesin
enemyZOCs(Except ion:uni tsretreat ing
beforemeleecannotenterenemyZOC).
Uni tsthat retreatintoenemyZOC are sub-
ject to retreatfire (seecase 10.2).

[14.s]PRESENCEor FRIENDLY
tmrrsAND RETREAT
[14.31]A uni tcannotbe retreatedthrougha
hex containinga fr iendlyuni ti fthereis
anotherpathopento i t (unlessthatpath
includesone or morehexesin enemyZOC).

[14.32]I fa uni tmustretreatontoor through
a fr iendlyuni t ,exceptart i l lerybatter iesthat
f r iendlyuni tis displaced(retreated)one hex
andthe owningplayermustconducta
moralecheck(Except ion:see case 14.33).I f
the displaceduni tis alreadyrouted,i t routs
againand mustretreatan addi t ionalthree
hexes.A displaceduni tmustretreatintoa
vacanthex i fpossible;i fnot,the thirduni tin
turnis displacedone hex and the owning
playermustconducta moralecheckfor that
uni t .In thismanner,a chainreact ionof
retreatsand routsis theoretical lypossible.I f
a stackis displaced,a moralecheckis per-
formedon the top uni t .I fi t does not rout,
the otheruni tsneednot makemoralechecks.
[14.33]Retreat ingcrewsand skirmishersdo
not causedisplacementi ftheyare forcedto
retreatontoor throughfr iendlyuni ts.The
crewor skirmisherretreatsthroughthe other
uni tunt i li t reachesthe f i rstavai lableopen
hex.Theirretreatdoes not causea uni tto
checkmorale.

[14.34]I fan unl imberedart i l lerybattery
suffersa retreatresul t ,the art i l lerycrew
retreats,and the gunsremainin the hex. I f
the gunsare not immediatelycapturedby the
enemy,placean AbandonedGunsmarkeron
the guns.
[14,41]THEPATHOF RETREAT

[14.4l ]Thepathofretreatshouldfol lowthe
terrainofleastresistance,( i .e. ,the “cheapest”
in termsofMovementPoints) ,whenever
pract ical ;forexample,i fthe cheapestpath
wouldforcetheuni tto undergoretreatf i re,a
di f ferentpathcan be usedinstead.In anoma-
loussi tuat ionsuse commonsense;however,
the retreat ingplayerhas the f inalsay.
[ l4.42]Thereis usual lyno advanceafter
retreatby a fr iendlyuni tintoan enemy-
vacatedhex,unlesssuchretreatis a retreat
beforemelee(seecase 12.8)or occursafter
of fensivef i recombat(seecase9.9).
[14.5 ]EFFECTSOF TOWNHEXES
(GETTYSBURG)ON RETREATAND
ROUT

[14.51]A uni tforcedto make a moralecheck
whi lein a Gettysburgtownhex subtracts1
f romits pr intedMoraleRat ing.Thismodifi-
cat ionis in addi t ionto any othermorale
modif icat ionthe uni tmay be subjectto.
[ l4.52]Unitsforcedto retreatintoa town
hex froma non-townhex are automat ical ly
routed.
[1453]Routeduni tswhichbegina Final
CommandPhasein a townhex cannotbe
ral l iedunlesstheyare stackeddirect lywi th
theirleader.

[15.0]RESTRICTIONSON
ARTILLERYMOVEMENT
AND FIRE
GENERALRULE

Art i l leryuni tscan ei thermoveor f i rein any
one Player-Turn.Theycannotdo both.Once
an art i l leryuni thas fired,i t may not move,
and oncean art i l leryuni thas moved,i t may
not f i re.However,i fan art i l leryuni tdoes
not movebut changesformat ion(froml im-
beredto unl imbered),i t may l i re.See also
Ret i reby Prolonge,case 15.5.
cases
[1s.1]ARTILLERYcntzws
Eachart i l leryuni tincludesa batterycrew.
Theseare the men neededto serviceand fire
the cannon.The f i restrengthofa battery
may be reducedor el iminatedby ki l l ingand
captur ingthe batterycrew.An art i l lerycrew
is partofi ts or ig inaluni tand not represented
by a separatemarkerunlessa combatresult
affectsthe crew;whencircumstancesrequire
i t , placea crewmarkeron the map.Each
crewmarkerhas a let tercodeon i t . Players
shouldrecordon a scrappaperwhichcrew
belongsto whichbattery.Thecrewmarkeris
removedfromplayonlyi fthe crewmanages
to get reuni tedwiththe gunsofi ts or ig inal
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battery.

[15.11]Gun crewssuffercasual t iesonlyas a
resul tofMeleeCombator smal l -armsFire
Combat,thoughcrewscan be routedor
pinnedas a resul tofart i l leryfire.Combat
resul tsinflictedby art i l leryf i reaffectthe
gunsonly,leavingthe gun crewintact .
[ l5.12]Eachgun crewcan sustaina maxi-
mumoftwo step- losses.‘Whena battery’s
gun crewtakes 1 StrengthPointloss,that
battery’screwcounteris turnedoverto the
hal f -crewside.‘Whenthe gun crewlosesa
secondStrengthPoint ,the crew is el imi-
nated.I fa crewis el iminated,placean Aban-
donedGunsmarkeron the battery.

[15.13]A batterywitha hal f -crewmay
l imber,move,and unl imbernormal ly.A
batterywitha hal f -crewcan f i reno more
thanhal fi ts In i t ia lGun Strength(round
fract ionsup).I flossesto the gunsreducea
battery’sCurrentGun Strengthto hal fi ts
in i t ia lstrengthor less,the hal f -crewcan frre
the battery’sfh l lcurrentstrength.

[ l5. l4]The MeleeStrengthofabatteryis
“ I ”witha ful lcrewand “U” witha hal f -
crew(seecase 12.14).
[15.15]Gun crewsmay not be transferred
fromunitto uni tor replacedin any way.
[ l5. l6]Whenan unl imberedart i l lerybattery
suffersa routresul t ,the crewroutsbut the
gunsremainin the or ig inalhex;placean
AbandonedGunsmarkeron the battery.
‘Whena l imberedbatteryrouts,the ent i re
batteryis movedin routmovement.
[15.1 ' i ' ]A batteryis recrewedwheni t is
stackedwithi ts or ig inal ,ra l l iedcrew.Both
the Crewand the AbandonedGunsmarkers
are removedand the batterymay fire nor-
mal lyin the sameTurn( i .e. ,a crewmay
movebackand fire the gunsin the Offensive
FirePhaseofthe sameTurn).I fan aban-
donedbatteryis capturedand thenretaken
by the owningPlayer,he may recrewthe
batterywithi ts or ig inalcrewand use i t
normal ly.
[15.18]Abandonedgunshaveno significance
unt i lrecrewed.Abandonedgunsdo not block
l ineofsightand may be freelymoved
throughby bothFr iendlyand Enemyunits.
[ l5.19] Batter iesare removedfromplayonly
whenone ofthe fol lowingcondi t ionsis met:
1. Al l the gunsofthe batteryhavebeen
el iminatedby counter-batteryfire;or
2. An enemyinfantryor cavalryuni tspends
two consecut iveenemyMeleePhasesin the
hex withthe abandonedguns.For thispur-
pose,the enemyuni tmustremainin the hex
withthe abandonedguns,al thoughi t could
performotheract ions(changingfacing,f i re
combat,etc.) .NOTE:Thisruleal lows
fr iendlyuni tstwo turnsofcounter-at tackto
retakea capturedbattery.I fthe enemyunits
havenot beendis lodgedby the end of the
secondFr iendlyMeleePhase,the gunsare
capturedand removedfromthe map.Cap-
ruredgunsand batteryammunit ioncan



ncver be us.d by the .ncmy player

EXAMPLE: A Utrion.cgiment E€lees a
Confcderate battery lnd thc crew b forced to
r€tr€at, theieby abandoning the guns. Ifthe
Union regiment is still in the saoe hex with
thc .brndoned gus at th€ .nd ofthe s.cond
following Confederat. Mel.. Phas, th. guns
.rc eprured and arc .cmov.d from rhe m.p.

3. Whcn rhe owning pl.yo occupies rhe hd
wirh sn unroured friendly infanrry or cav.lry
unit, thc guns may be remov€d from the m.p
in rhc fii€odly Finsl Commatrd Phase at rhe
ownirg playcis discr.tion.

U5.2I MELEE RFSUXIS ON BAI'TERY
CREWS

ll5.2ll Ifa battery is stacked in a hex wirh
infantiy aod/or cawlry and th€ hex receiv$.
"K" or "C" !e$h in lnelcc combat, rhe lost
strength points ar. raten fir$ flom Ih. infan-
ry or c|valry uits. Anillcry cr*s sufl€r
casualties only ifall inhnfy or cavalry
strength points in the hex arc elininated, and
there are loses yet untuUilledj one-tralfc.e\t
tuliius I SP los. All units in rhe hd are
subj.cr ro any addition.l rcft@ts dd.outs,
including aniUe.y c.ews Gcg.rdes of
whethcr or f,ot they actuaUy sufrered casu.l
tiet. Vhen a cr.w.outs or fcreatsj place an
Aban.loncd Guns narker on the battery If
rhe enemy player.ous a "K" or "C" result
in a mclee in which the only f.iendy unit i6 a
gun crcw, the eniire cr.w is elimidated,
regardlcs ofrhe Dmbcr of strengih poini

ll5.22lwhen a "K" or "C" rcsult in nel.c
conbat eliminales s crew, rhe guns sre ab.n-
doned and a.€ subjecr ro capru.e under rhe
conditions of cas€ 15.19.

ll5.23lWh.n an "R" resuh arainst.n
$limbcred battery occlrs during hel..
combat, the oew rereats the .equired num-
ber of hexes, mr-kes a Mo.ale Chect, and the
suns a.. then conside.ed abandoned and
subj.cr ro caprure as per cas. 15.19.

u5.31 EXPLODTNG CATSSONS

Any tim. that @ anillery bancry is hir by
a.tilkry nrc and sufren a los6 of!11," rr2;'.rc.,

there is a chance that som€ ammunition iB
lost, too Ghe sheus hit thc caissons, blowing
!p ihe .mo.) The playe. suffding the loss
rous a diej ifhe.ols a "1," a eisn hrs b..n
hit. Th. pla]€r now .olh one die a8ainj ih.
result.nr numbe. is th. nuDb.r of almui
rion rMds lost. tf a cxploding @ison
d€stro)s all a batrery\ smmunitionr pllce .n
Ainmo Depleted marker on the bstrery

II5.4I ARTILLERY SUBORDINATION

Arrill.ry units * subjcct to a limited com-
6.od con(rol. CSA baftoies a.e subodinate
to eirhcr division.l or corps commed. USA
batterics, with the exception ofthe Anillery
ReseN., are $boidinatc to co.ps command.

ll5-all 'Ib b. in coeedd, bat.rics mu$ be
{ithin th. commqnd radius ofany leader
from within thc same conman.l.

ll5.42lTobc in comrnd4 bln€rics ofthe US
Anill€ry Rca.Ne nut eirh€r be within the
comDand radi$ ofcede.als Hunt or Tyler
(s cn 17.3) or may be assisncd to a specmc
orps. Entirc R.s.Ne brigad.s o. individu.l
Repe hn.ri.s My be asigned ro . Corps
in the sane mtnner as e infantry brigad€ js
attacbcd ro ! division (Fe cak 17.64).

[ 15.43] Arrillcry baueries rhat.rc clcarly
b€bind thcir own lines but not within rh.
cotu.d rldius of d approp.i.t. lcEdd a.e
sdll coBid.r.d in coMd. Pl.ycN should
use comson s.nse in rbese siru.riof,s.

EXAMPLE: Confederate batterics on Oak
Hill are in command even ifth. closest
lqders bavc advanced eith thc infartry to
Gettysbu.S town ed ee bcyond no.m.l

ll5.44l Arrillery batteries that are out of
connand sur€f the following .flcctsl

A. They carnot unlimber.
B. Th.y anDor fi.. io an Ollctrsiv. Fir.

C. Th€y carrot cntcr e eDemy ZOC.

lI5.45l Out ofcommand batt€rics havc the
following cspabihies:

A. They can limbcr lnd 6ovc normaUy.
B. They can fir. in a Defensive Firc Phase.
C. They on lire wnhdrawal Firc and

D. They can reti.e by prolonge.

[I5.5I RETIRE BY PROLONGE

Anillery battcri.s cligible ro fir. iD a D.fen-
sive Fir€ Phasc may Reti.. by Prolodg. in
ttrat phase. Rctire by prolong. enables a!
unlinbered ba(€ry to fire atrd move ir th€
Defensive Firc Ph.se, alrhough Dovement is
limired. Retir. by prolorge occuB only in
th€ Defersiv. Fire Phas.

ll5.5ll Thc owning pl.yer must.nnouce
that a b.ti.ry viU arrempr ro.crirc by prG
longe, indic.rif,g the retiring unir, b.fore tbe
atlempt is h!dc. The reriring blttcry hust
fi.e, halvinr its final Fire Str€nsth(Exc€p-
tion: see casc 15.55).Immediat€ly after fiF
in& and before any oth€rbat.ry fir€s, rhe
retiriog battcry retreats one h.x dir.crly to
ihe r{. ld .ffcct, il back out ofrh. he!,
meinteining its originl facing. The banery

ll5.52l A battery can attempr to r€the oDly if
ii begins and.nds its dov€n€nt in a €lea!
hd. Th. h€$ide ffossed nust also b. a clea!
hdside- Any tho.ou8bfdes in cither hd, or
berwed th. two hdes, d i8nored. The
b8nery cannot cros s ela.tion hcxside.

ll5.53lA blttcry can reiire by prolonge from
an en€ny Zon€ ofcont.ol, uf,dcrgoids Wnh-

dra*al Firc. Howev€r, anill€ry cannor r.ri.e
by prolonge i o an Encoy ZOC. Ifth.
battery is pinn€d by wirhdrawal fire it is
pinned in the original hex and cannot rethe.

ll5.54lA barrery with a half{r€w has ,
r.duc.d abiliry ro r.rir. by plolonge. A hrll
crcw loay olly !.novc (retire by prolong.)
up to one-halfth. batt.ryt Initial Gun
Srr.ngrh, rounding fiscrio$ up.

ll5.55l Ifa batie.y must abshdon some s!rs,
us. a Ablndoned Gus mlrker and a
Sr.ngrh Make. ro show how Dady.rc lcft
b€hind. The owning pl.y.r bust male a notc
ofthb on the OB Rost.r, or on doth.. pi.ce
ofp.per IfcosrcFbattery ftre reduccs a
b.nery's gu si.en8rh to one-half or less of
thc iniri.l st.ength,. half-crew could remove

EXAMPLE: A batt.ry with d initial
str.ngd of6 Euns,loscs h.lfits dee to
*ithdra{al fire; th. batt$y has not lost any
8uns. The half-crcw D.y only retire I gum,
abandoning the othe. 3 in the o.iginal hex.
(Ifthe batie.y's d(cnr sirengrh were I grlns
or l.$J aU tbe guB could r€tir€.)

Il5.t6l Generally, only a battery that fircs
c.n rcriF by p.olongc. However, if thcrc Erc
rwo batteries sr.ckcd in rhe same hex, borh
may r€tir€ by prolongc €v€n ifonly one

ll5.57lA pinncd ba .ry cannot redre by

ll5.58lA baltfy ftst b.sins a Defensile Firc
Phas. out of ammunirion cannot retire by
prolonse (E\ceprionr ,€€ cas€ 15.56). How-
cv.q a batiery thsr fircs its last round of
ammo in a Defensir€ Fire Phase can r.ri.e in

ll5.59l A ba$ery cannot .etire by prolongc if
ir is charyed by mounred cavalry (see cas€
t6.2).

115.6l ARTIrERY OVERSHOOT

GENERAL RULE

Whcn a b€nery fir$ st a rarg.t at a raf,t. of
t h.xcs or dorc, thcrc is a cbance th3t thc
firc will miss rhe t3rEct lnd llnd in a hex
behid th€ hex rhe tsrgct occupi€s. {ThiB rule
simulates the som€timcs gfoss inacclracy of
long'range anillery firc at Gettysburg.)

Th. folloeing prcedu!. is used ro resolve
all arillery firc ohbats.x.oted aI a lansc
of t h€xes or sr.ate! (Optional Excepdon: see
cls€ 15.65).

PROCEDURE

L The Player announc€s.loud all th. anil-
lcry units which a.. combining fre .g.insr
units id the sdc targcr hd-
2. The firi.g playcr rolls one die for clch
bauery firing at a r.ng. of t hexes or more
and conlults fte Ovc6hoor'Ibble ro detcF
min. wherher or nor rhc bart€ry has hir thc
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neverbe usedby the enemyplayer.
EXAMPLE:A Unionregimentmeleesa
Confederatebatteryand the crewis forcedto
retreat,therebyabandoningthe guns.I fthe
Unionregimentis st i l lin the samehex with
the abandonedgunsat the end ofthe second
fo l lowingConfederateMeleePhase,the guns
are capturedand are removedfromthe map.

3. Whenthe owningplayeroccupiesthe hex
withan unroutedfr iendlyinfantryor cavalry
uni t ,the gunsmay be removedfromthe map
in the fr iendlyFinalCommandPhaseat the
owningplayer ’sdiscret ion.

[15.2 ]MELEERESULTSON BATTERY
CREWS

[ l5.2l ]I fa batteryis stackedin a hex with
infantryandforcavalryand the hex receivesa
"K"or "C" resul tin meleecombat,the lost
strengthpointsare takenfirstf romthe infan-
t ryor cavalryuni ts.Art i l lerycrewssuffer
casual t iesonlyi fal l infantryor cavalry
strengthpointsin the hex are el iminated,and
thereare lossesyet unfulfi l led;one-hal fcrew
fulfi l ls1 SP loss.Al luni tsin the hex are
subjectto any addi t ionalretreatsand routs,
includingart i l lerycrews(regardlessof
whetheror not theyactual lysufferedcasual-
t ies).Whena crewroutsor retreats,placean
AbandonedGunsmarkeron the battery.I f
the enemyplayerrol lsa “K”or “C” resul t
in a meleein whichthe onlyfr iendlyuni tis a
gun crew,the ent i recrewis el iminated,
regardlessofthe numberofstrengthpoint
lossescal ledfor.

[ l5.22]Whena “K”or “C”resul tin melee
combatel iminatesa crew,the gunsare aban-
donedand are subjectto captureunderthe
condi t ionsofcase 15.19.

[ l5.23]Wltenan “R”resul tagainstan
unl imberedbatteryoccursdur ingmelee
combat,the crewretreatsthe requirednum-
ber ofhexes,maitesa MoraleCheck,and the
gunsare thenconsideredabandonedand
subjectto captureas per case 15.19.

[1s.a|axrtonmocarssons
Any t imethatan art i l lerybatteryis hi tby
art i l leryfire and suffersa lossof“ I , ”"2,"etc. ,
thereis a chancethatsomeammunit ionis
lost,too (theshellshit the caissons,blowing
up the ammo.)Theplayersuffer ingthe loss
rol lsa die; i fherol lsa "1,"a caissonhas been
hi t .The playernow rol lsone dieagain;the
resul tantnumberis the numberofammuni-
t ionroundslost .I fanexplodingcaisson
destroysal l a battery ’sammunit ion,placean
AmmoDepletedmarkeron the battery.

[15,11]ARTILLERYSUBDRDINATION

Art i l leryuni tsare subjectto a l imi tedcom-
mandcontrol .CSA batter iesare subordinate
to ei therdiv is ionalor corpscommand.USA
batter ies,wi ththe except ionofthe Art i l lery
Reserve,are subordinateto corpscommand.

[15.41]To be in command,batter iesmustbe
withinthe commandradiusofany leader
fromwithinthe samecommand.
[ l5.42]To be in command,batteriesofthe US
Art i l leryReservemustei therbe withinthe
commandradiusofGeneralsHuntor Tyler
(see case 17.3)or maybe assignedto a specific
corps.Ent i reReservebr igadesor indiv idual
Reservebatter iesmay be assignedto a Corps
in the samemanneras an infantrybr igadeis
attachedto a division(see case 17.64).
[ l5.-43]Art i l lerybatter iesthatare clear ly
behindtheirown l inesbutnot wi th inthe
commandradiusofan appropr iateleaderare
st i l lconsideredin command.Playersshould
use commonsensein thesesi tuat ions.

EXAMPLE:Confederatebatterieson Oak
Hil lare in commandeveni fthe closest
leadershaveadvancedwiththe infantryto
Gettysburgtownandarebeyondnormal
commandradius.

[15.44]Art i l lerybatter iesthatare outof
commandsufferthe fol lowingeffects:

A. Theycannotunl imber.
B. Theycannotfire in an OffensiveFire
Phase.
C. Theycannotenteran enemyZOC.

[15.45]Out ofcommandbatter ieshavethe
fol lowingcapabi l i t ies:

A. Theycan l imberandmovenormal ly.
B. Theycan fire in a DefensiveFirePhase.
C. Theycan fireWithdrawalFireand
RetreatFire.
D. Theycan ret i reby prolonge.

[1s.s]RETIREBY PROLONGE
Art i l lerybatter iesel ig ib leto fire in a Defen-
siveFirePhasemay Ret i reby Prolongein
thatphase.Ret i reby prolongeenablesan
unl imberedbatteryto f i reand movein the
DefensiveFirePhase,al thoughmovementis
l imi ted.Ret i reby prolongeoccursonlyin
the DefensiveFirePhase.

[1 5.51]Theowningplayermustannounce
thata batterywi l lat temptto ret i reby pro-
longe,indicat ingthe ret i r inguni t ,beforethe
attemptis made.Theret i r ingbatterymust
f i re,halv ingi ts finalFireStrength(Excep-
t ion:see case 15.55).Immediatelyaf terfir-
ing,and beforeany otherbatteryfires,the
ret ir ingbatteryretreatsone hex direct lyto
the rear.In effect ,i t backsoutofthe hex,
maintainingits originalfacing.The battery
remainsunl imbered.

drawalFire.However,art i l lerycannotret i re
by prolongeintoan EnemyZDC.I fthe
batteryis pinnedby withdrawalfire it is
pinnedin the originalhex and cannotret ire.
[ l5.54]A batterywitha hal f -crewhas a
reducedabi l i tyto ret i reby prolonge.A hal f -
crewmay onlyremove(ret ireby prolonge)
up to one-halfthe battery‘sInit ialGun
Strength,roundingfract ionsup.

[ l5.55]I fabatterymustabandonsomeguns,
use a AbandonedGunsmarl terand a
StrengthMarkerto showhow manyare lef t
behind.Theowningplayermustmakea note
ofthison the OB Roster,or on anotherpiece
ofpaper.I fcounter-batteryfire reducesa
battery’sgun strengthto one-hal for lessof
the in i t ia lstrength,a hal f -crewcouldremove
al l the guns.

EXAMPLE:A batterywithan ini t ia l
strengthof6 guns,loseshal fi ts crewto
withdrawalfire,- ,the batteryhas not lostany
guns.The half-crewmay onlyret i re3 guns,
abandoningthe other3 in the or ig inalhex.
( I fthe battery 'scurrentstrengthwere 3 guns
or less,a l l the gunscouldret i re.)

[1 5.56]General ly,onlya batterythatfires
can ret i reby prolonge.However,i fthereare
two batter iesstackedin the samehex,both
may ret i reby prolongeeveni fonlyone
batteryfires.

[ l5.5 ' l ' ]A pinnedbatterycannotret i reby
prolonge.

[1558]A batterythatbeginsa DefensiveFir :
Phaseoutofammunit ioncannotret i reby
prolonge(Except ion:see case 15.56).How-
ever,a batterythatfires i ts lastroundof
ammoin a DefensiveFirePhasecan ret i rein
the samephase.

[ l5.59]A batterycannotret i reby prolongei f
i t is chargedby mountedcavalry(seecase
1s.2).
[15.6]ARTILLERYOPERSHDUT

GENERALRULE

Whena batteryfiresat a targetat a rangeof
9 hexesor mote,thereis a chancethat the
fire wi l lmissthe targetand land in a hex
behindthe hex the targetoccupies.{Thisrul t
s imulatesthe sometimesgrossinaccuracyof
long-rangeart i l leryfire at Gettysburg.)
The fol lowingprocedureis usedto resolve
al l ar t i l leryfire combatsexecutedat a range
of9 hexesor greater(Opt ionalExcept ion:se:
case 15.65).

[ l5.52]A batterycan attemptto ret i reonlyi f PROCEDURE
i t beginsand endsits movementin a clear
hex.The hexsidccrossedmustalsobe a clear
hexside.Any thoroughfaresin ei therhex,or
betweenthe two hexes,are ignored.The
batterycannotcrossan elevat ionhexside.

[ l5.53]A batterycan ret i reby prolongefrom

1. The Playerannouncesaloudall the art i l -
leryuni tswhichare combiningfire against
uni tsin the sametargethex.
2. Thefir ingplayerrol lsone die for each
batteryfir ingat a rangeof9 hexesor more

d l ts h D h T bl d. . an consu t e vers not a e to eter-an enemyZoneofControl ,undergoing‘W1th- . .
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minewhetheror not the batteryhas l' l1 l ‘ Ithe



3. All batteries wbich received an "accurate"
result on the Ove6hoor Table (atrd all batt€!-
ies firing at a range of8 hex€s or le$) con'
bine rhen ftre srength and .esolve tue

4. The fi.e fro6) an overshooridg baitery will
land either one hd o. two hexes behird the
o.iginal ta.gei hd, as indi@ied on the OveF
shoot Table (15.66).
5. rihe hd is uoopie4 rhere is no com'
bar; if Gopied by any uirs, enemy or
friendly, the pLyer rsolves a normal attacl
lgainsr the hex, according to lhe roles of tue
combai. The srr€ogrh ofal batteri6 which
oveFhoot into the san€ hq are combioed as
u$al and are not reated as indiaidul ltiacls.

115.6llA player may D€ve. anack a vacant hd
in ihe hope lhat his fi.e will oveNhoi iiro a
hq enraining €nemy units. A target hs for
anillery Iirc musr contain an enehy unit.

ll5.62l lf the line ofihe oveFhot fire dir€ctly
splirs berween rwo hexes rou one die to
determine hs final location.

U5.631 Ifanill€ry fire overshoots into a hd ro
which ihe firing battery does noi have . clea.
Line ofsisht o. rnto a he! beyond mdimu
.ange for tbat gun q?e, tle fe is srill qF
oted norullr Ghe sbove rwo fire effects
commorly ocarled on the battlefield.)

115.64l Ifove6hot fire lands ir a hex in
which an engaged melee is in progre$, the
batiery resolves a normal fire attack against
each side. This is rhe orly way in which a
melee hs can be afleded by fi.e conbat.

ll5.65l (Optional)The cs whilwonh unit,
Hardaway B, comprised iwo advanced
b.eech' loading steel ges which po$e$ed
qceptional acoracy ar long ranges, m€nned
by a highly-trained cew. Players may
dempr rhis unir f.oo rhe Ov€rshool Rule.

ll5.66l Overshoot Table (see chalts and

[T5.7] IIORSE ARTILLERY

Ho6e srrillery consi*s ofall bafteries origi
nllly !$igned ro cavalry comdadds. Horse
arrillery tuncrions as no.mal artillery, bur
also has some ofthe abilities ofcavalry.

[1t.71] Horse a illery has a Movenent
Allowance of loJ nor 8 as with nornal a.til-

ll5.72lWhen linbered, horse anillery on
retr€lt b€{b.€ nelee as ifii were dolnred
cavalry Gee case 12.86).

[15.73] Horse artillery can retire by prolonse

[16.0] SPECTAL CAVALRY
RULES
CASES

[T6.1I CAVALRY RETREAT BEFORE
MELEE

I16.IllAny dounted cavalry siis in dang€r
ofbeing attacked only by infsrtry or db-
mounred cavalry can refirse loelee combat
and relreat oD€ or two hexes. Unlike norm.l
R€tieat Before Melee (see 12.8) a morale
check is not necesMry and rhere is no with-
dJawal Ii.e. Disnooted @valry units r€tr€at
before melee as if they wcre infantry

II6.I2l Limbered horse artillery baiteries (see
case 15.?) can rerrear before melee as ifthey
we.e dounted cavalry dns

[16.2I CAYAI.RY CIIARGE

Mounted cavalry units caD cha.ge enemy
uoits. Mounted cavalry can abo nelee in a
rormal mann€!, combat strength values a.e

ll6.2llMounted cavalry can charge any unil
including orher oounied cavllry.

116.22l Caealry charges are prohibited jn
ce.tain iypes ofierantr o. lcros cerraif,
hexsides. The rerain types which cavalry
csdnot charge inb, rhrough or acro$ are
iisred in tlE Terlin Ell'ects on Combat Chart
9.56. These remin prohibitiotrs do not afecr
normal d€lee combat.

[16.23] tn order for a roounted cavatry mii
ro chargeJ it dust begin the friendly Move-
nent Phase no more rhan fou hses from
the enemy unit it is chdging, and it mwt
have a cleaf LOS to tllli unir. When rhe
cwalry hit charges, it ignores th€ pr€s€oce
ofany rhoroughflres in th€ hex$ it moves
rh.ough ard pays rhe cosr ofth€ othef te[rin
in ihe hex. The mounEd caval.y unit nust
movc iD as di.ect a path as possible io the
enemy units it is chargingj i.e., ir cannot ride
around to the rear of. unir iftbis requires
the caval.y to eapend mo.e Movemenl Poin$
ihad charging the front ofrhe unir would.

116.24lIn order to conduct a charge, ihe
owning playe. ooves a m@nred cavalry unir
that is situated in accord wiih Case 16.23
adjacenr ro the hrsei hex. Ifit is still adja-
cenr at the beginniog ofthe Mel€e Phase, ir
may th€n charse, participating in the Melee
Combat at twice iis curent Melee Sftength.

l16.25lCavllry units conducting a cha.ge are
auromatically routed after the complerion of
the Mel€€ Conba esulting frcb the chlrge.
Ifthe nelee combat yields an "engaged"
result, the charging uir does not bccome
roured until rhe mel€€ combat is resoleedj
rhe chlrging unit is then autonatically
rout€d. Mounted caval.y uits rhar rour as a
result ofa charge can be rallied in lhe nornal

116.26l Uoi$ bdns charsed (eKpt moutd
ovrlry fd liDbered hose anilery) (:Dot
rer@r before mele. Mounted cavalry units
ed limb€red hoe artilery tattdis d ftireai
b€fore 6el€e in the Ace ofm demy charge, in
which 6e the chdging uits !r€ not rouied.
Aitillery cdnor redr€ by prolonge when being
chaq€d by m@ted ca€lry.

UO.3I SPECIAL MOUNTED CAVALRY
RULES

ll6.3llA nounted cavalry uit has s ZOC
(for the purposes of tmcing enemy supply
and leader Effecdvene$ Radi$ patht thai
comprises all six su(ounding hdes. For
purposes ofvithdrawal Fi.e dd Refte.r
Fire, only th€ frodtal hexes a.e considered
ZOC hexes.

116.32lTh€ nelee srength of a cavalry unir
variesr dep€nding on its formation and
whethe. it is iditiating or defeldilg in melee

when initiating nelee conbat, the cunenr
streaElh ofthe ,nit is:

Unchanged wh€o mounted but not charging.
Doubl€d wheD charging.
Unchansed whed mounted againsr mounled

Vhn defending in nelee conbat:

Doubled \rhen mounred and meleed by

Unchanged when meleed by moulted cav'

l16.33l Mounted cavalry units can fire
through any ofthen th.ee front€l hexsids

116.?41Unirs firing upon mount.d cavalry
receive a rwo-column shift to the ri8ht on rhe
Fi.e CRT (See 9.16).

[16.35] Whenever a mounEd cavalry unii
b€comes Pinne4 fte owDing play€r day
dismoDm rhar unir immediaElyj receiving no
wirhdrawal fire as a r€sul! ofthe change of

ll6.36lMounred cavslry never sufler amoo
deplerion when firins "P" weapons.

[T6.4I MOUNTED CAVALRY AND
LEADERS

116.41lA mounted cavalry unii not in com-
maDd may nove f.eeLy and dismounr. A
disnounted cavalry unit cannot mount uniess

116.42lA nomred cavalry unil canlot
charge o. initiate melee combar unless it is in

[ 16.43] Dismounred cavalry unirs are rreated
rs infanry for command pu.poses (see also

[10.5I LIMITATION ON DISMOUNTED
CAVALRY

[16.51] Mosr cavalry units will hate a lower
Morale Rstiog wh€n drsoounted, to reflect
their low€r efficiency when operaring as

lI6.52l Dismosied ov€Iry can initiate
melee coobat only agaiost edemy artillery,
srpply wagonsr traiDs, o. other cavalry. They
cannor iniriate m€lee combat against infanrry
However, a drsmomted cavalry unit can
continue an engaged melee agaiost en€ny
infanfty (see c.se 12.94).
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targethex.
3. All batterieswhichreceivedan “accurate”
result on the OvershootTable (and all batter-
ies firingat a range of3 hexes or less) com-
bine their fire strengthsand resolvefire
normally.
4. The fire from an overshootingbatterywill
land eitherone hex or two hexes behindthe
originaltargethex, as indicatedon the Over-
shoot Table (15.66).
5. Ifthe hex is unoccupied,there is no com-
bat; if occupiedby any units, enemyor
friendly,the playerresolvesa normalattack
againstthe hex, accordingto the rules offire
combat.The strengthsofall batterieswhich
overshootinto the same hex are combinedas
usual and are not treatedas individualattacks.

[1 5.61] A playermay never attacka vacanthex
in the hope that his fire will overshootinto a
hex containingenemyunits.A targethex for
artilleryfire must containan enemyunit.

[15.62]If the line of the overshotfire directly
splitsbetweentwo hexes roll one die to
determineits final location.

[l 5.63] Ifartilleryfire overshootsinto a hex to
which the firingbatterydoes not have a clear
Line ofSight or into a hex beyondmaximum
range for that gun type, the fire is still exe-
cuted normally.(The above two fire effects
commonlyoccurredon the battlefield.)

[15.6-4]Ifovershotfire lands in a hex in
which an engagedmelee is in progress,the
batteryresolvesa normalfire attackagainst
each side. This is the only way in which a
melee hex can be aifectedby fire combat.

[1 5.65] (Optional)The CS Whitworthunit,
I-IardawayB, comprisedtwo advanced
breech-loadingsteel guns whichpossessed
exceptionalaccuracyat long ranges,manned
by a highly-trainedcrew. Playersmay
exemptthis unit from the OvershootRule.

[l5.66]OvershootTable (see charts and
tables)

[15.T]HORSEARTILLERY

Horseartilleryconsistsofall batteriesorigi-
nally assignedto cavalrycommands.Horse
artilleryfiznctionsas normalartillery,but
also has some of the abilitiesofcavalry.

[1 5.7 l] Horseartilleryhas a Movement
Allowanceof 10, not 8 as with normalartil-
lery.

[1 5.72] When limbered,horse artillerycan
retreatbefore melee as ifit were mounted
cavalry(see case 12.56).

[l5.73]Horseartillerycan retireby prolonge
(see case 15.5).

[1s.0] SPECIALCAVALRY
RULES
CASES

[lB.1]CAVALRYRETREATBEFORE
MELEE

[16.l1] Any mountedcavalryunits in danger
ofbeingattackedonly by infantryor dis-
mountedcavalrycan refuse melee combat
and retreatone or two hexes. Unlikenormal
RetreatBeforeMelee (see 12.8) a morale
check is not necessaryand there is no with-
drawalfire. Dismountedcavalryunits retreat
before melee as if they were infantry.

[1 6. 12] Limberedhorse artillerybatteries(see
case 15.7) can retreatbeforemelee as ifthey
were mountedcavalryunits.

[1B.2]CAVALRYCHARGE

Mountedcavalryunitscan chargeenemy
units.Mountedcavalrycan also melee in a
normalmanner.Combatstrengthvalues are
listedin case 16.32.
[l6.21]Mountedcavalrycan charge any unit,
includingothermountedcavalry.

[l6.22]Cavalrychargesare prohibitedin
certaintypesof terrainor acrosscertain
hexsides.The terraintypes whichcavalry
cannotcharge into, throughor acrossare
listedin the TerrainEffectson CombatChart
9.56. These terrainprohibitionsdo not affect
normal melee combat.

[16.23]In order for a mountedcavalryunit
to charge, it must begin the friendlyMove-
ment Phase no more than four hexes from
the enemyunit it is charging,and it must
have a clear LOS to that unit. When the
cavalryunit charges,it ignoresthe presence
of any thoroughfaresin the hexes it moves
throughand pays the cost of the other terrain
in the hex. The mountedcavalryunit must
move in as directa path as possibleto the
enemyunits it is charging;i.e., it cannot ride
aroundto the rear ofa unit ifthis requires
the cavalryto expendmore MovementPoints
than chargingthe frontof the unit would.

[16.24]In order to conducta charge,the
owningplayermoves a mountedcavalryunit
that is situatedin accordwith Case 16.23
adjacentto the targethex. If it is stilladja-
cent at the beginningof the Melee Phase, it
may then charge,participatingin the Melee
Combatat twice its currentMelee Strength.
[l6.25]Cavalryunitsconductinga chargeare
automaticallyroutedafterthe completionof
the Melee Combatresultingfrom the charge.
If the melee combat yieldsan “engaged”
result,the chargingunit does not become
routeduntil the melee combat is resolved;
the chargingunit is then automatically
routed.Mountedcavalrytmits that rout as a
resultofa chargecan be ralliedin the normal
manner.

[l6.26]Unitsbeingcharged(exceptmotmted
cavalryand limberedhorseartillery)cannot
retreatbeforemelee. Mountedcavalrytutits
and limberedhorse artillerybatteriescan retreat
before melee in the face ofan enemy charge,in
which case the chargingunitsare not routed.
Artillerycannot retireby prolongewhen being
chargedby mountedcavalry.
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[1li.3]SPECIALMUUNTEDCAIFALRY
RULES

[l6.31]A mountedcavalryunit has a ZCIC
(for the purposesof tracingenemy supply
and leaderEffectivenessRadius paths)that
comprisesall six surroundinghexes. For
purposesofWithdrawalFire and Retreat
Fire, only the frontalhexes are considered
ZCIC hexes.

[l6.32]The melee strengthof a cavalryunit
varies,dependingon its formationand
whetherit is initiatingor defendingin melee
combat.
When initiatingmelee combat, the current
strengthofthe unit is:
Unchangedwhen mountedbut not charging.
Doubledwhen charging.
Unchangedwhen mountedagainstmounted
cavalry.
When defendingin meleecombat:
Doubledwhen mountedand meleedby
infantry.
Unchangedwhen meleedby mountedcav-
alry.

[l6.33]Mountedcavalryunits can fire
throughany of their three frontalhexsides
(see also case 16.36).

[l6.34]Unitsfiringupon mountedcavalry
receivea two-columnshift to the righton the
Fire CRT (See 9.16).
[l6.35]Whenevera mountedcavalryunit
becomesPinned,the owningplayermay
dismountthat unit immediately,receivingno
withdrawalfire as a resultof the changeof
formation.
[1636]Mountedcavalrynever sufferammo
depletionwhen firing “P” weapons.
[16.4]MOUNTEDCAVALRYAND
LEADERS

[l 6.41] A mountedcavalryunit not in com-
mand may move freelyand dismount.A
dismountedcavalryunit cannot mount unless
it is in command.
[l6.-42]A mountedcavalryunit cannot
charge or initiatemelee combatunless it is in
command.

[l6.43]Dismountedcavalryunitsare treated
as infantryfor commandpurposes(see also
case 16.5).

[16.5]LIMITATIONON DISMDUNTED
CAVALRY

[1651]Most cavalryunitswill have a lower
MoraleRatingwhen dismounted,to reflect
their lowerefficiencywhen operatingas
infantry.
[l6.52]Dismountedcavalrycan initiate
melee combatonly againstenemy artillery,
supplywagons,trains,or othercavalry.They
cannot initiatemelee combat againstinfantry.
However,a dismountedcavalryunit can
continuean engagedmelee againstenemy
infantry(see case 12.94).



l16.5ll wh€naer dismounted cavalry in a
stack is idvolved in bclec with encmy ihfd-
try e.ch dbmouted c.v.l.y unir subtmds I
SP fro6 its meLee srrength for pu.poscs of
cllolating rh. oel.e diff€r€Drial (it is trot an
acual casualty)j ifthis subraction would
reduce th. unit's mele. srength to zero or

116.54lHistoricallyJ when a cavalry resim€ot
dismmni.d, eee.y third or fourth man 

'rasrsigned ro hold $veral ho.ses. 'Ib renccr
rhis, rhc fouowing tulc is used: A dis-
moeted cavllry unir wirh a orrent stength
of3 SP or hore has its Fire Combat srrengrh
.€duc€d by I SP for ev.ry 3 SP in rh. uni(
(round fractions dowtr) b€fole @mpurilg
rdge effects. This panicular reducdon
affecis Fir€ Combat Str€ngth onlyj not den'
sity, melee srrengih etc.

117.0! LEADERSHIP
GENERAL RULE
For combat uits and bdgsd€ commddcs to
firction at th€ir firll pot.ntia! they dst b.
udd tbc mt)ll'hd of then imediaRly slpe
rior leadei tlNde6hip alh.1s *E abiliry of
thee dits to move, fight Melee Combat, and
conducr Orensive Fire. Isdus also afha
M@le Ch.cks md ralying .ouied units-

Combar unirs arc commlndcd by brig.de
cobe!nd.6, thesc in turo are commlnded
by division cobmanders. Union and Conf€d'
eraie corys command are handLd difterendy.
Speial rules apply ro d.rached and ind.p€n-
dcnt uni$, and to ccnain coEEande6.

A comm.nd.r's command r!di6 cen be
iDcreased or decreased under vsrious cnc@-
stances, but a unit or lcad.! stacked with irs
appropriatc comand.r i3 always iD coin-

PROCEDURE

In the Infti.l CoMd Ph!r, rhe Pbasing
plays check ro s which of his otmudeB
and uits arc i! (rnl:tmd aDd also deid6
wheth€r or not to derach or anach brigldd or
divisions for the curcnt GameTum.

l. Th. PhasiDs player chcck his britrdc
coromanders to sec which are within rh.
Division lotegriry Radius ofrh€ir divisioD
comdandcrr brigade commandeB outside the
Divisionsl Inresriry Radius sre out ofcom-
ned, utrl.ss the brigld. com@der is
d.tacb€d or ind.pendenr.

2. The PhlsinE Player chccks bis comblr
units to B€e which are wirhio the Ellcctive-
n$t Radius ofthei! brigade conmand.r.
Combat units outsid. the Efectiv.n.ss
Radius of th.ir brigadc commdder arc out of
command unles they arc if,dependcot.

3. The Phasing player dccides whether or not
to attach or derach brig.d.s or divisions this

CASES

[17.1] BRIGADE COMMANDERS

Bri9de ohmandeB .r. brigade lc.d.B,

connollils all rcgioenls asiglcd rc a bri-
g.de. All rcgim€dtswithin a brigade, atrd
clch regimental coomand unit has th€ rarne
ofits brisad€ commander (CSA) or o.saniza-
rion {USA) prinred on rhe coumer B.i8ad.
cootluder couDtes have thr.. Ratirg
Numb€6. The fi.st is rhar brigade com-
maoder\ Effectivene$ Radius, the s€cond is
his Rally Rlting (usable sch Game-lurn),
.nd the thnd is his Divisional Coqnand
Poinr rating (thc DCP ratinS is ur.d if th€
brigade comm.nder is t quir.d ro b€cooc N
divisiod comm.nder; see c.!c l?.8).

?.lllThe Efectiveness R.dius is the
twimu numb.r of hd4 ! sit cd b.
from irs brigadc ot|lmod.r during th.
lnirial Co6m.nd Ph.se.nd sriU be in com-
mand (pos.ssins tull movemenr and combat
capability). A uon thar is out ofcomm.nd
car nov€ only one hq during the friendly
Mov.ment Pbas. and @nnor move .di.ccnr
to an enemy unit. ft can fir€ during rhe
Offensive Fire Phase only at en€my uni$
rhar are adiac€nt and in LOS. A unit that h
our of.onnand cannot initiaE n€l€e conb
(unless.rrady cn8a8ed in on.) or changc
fomsrion (Exceptions: scc c..c. 15.45 and
16.41). However, s sit our ofcommand can
srill iic in ihc Defensive Fi.c Phase, can use
With<ltaRl Firc and Rcrrcer Fire, dd
r.rains irs ZOC.

0?.l2lThe Effectiveness Radius ofa brisade
command€r can be incr€as€d by hi division
col)ll'fude., if thc bdgade coddmd€r is
wirhin the Divisional Intcgrity Radi$ ofhis
division ommander md ifthc division com-
m.nder possesses the necers|ry Command
Points (see 17.22).

ll7-l3l A brigadc co@andcr's Effectiven.ss
Radius b.comcs hb Divisiooal InEgriry
Rldius ifhe is promoted to .livision com'

ll7. l4l Bisade comanders Iversolr
O'Neal, Ro{ley, md Kane, due to illn.ss,
drunkemers, o. ineptitudc, have a Rally
Rsting ofzcro; they can only rally subordi-
nate uniis sracked with rhem. In addirion,
ihcse omcrs are resrricred in th€ir abiliry to
initiate ro.l.. combat Gee cas. 12.27). Offi-
c.n without a Divisional Connand Poinrs
raring cannot asrme divisional connand.

llT.l5lBngadc coino4d€B' Rally Rarinss arc
urd to EIy rout€d units dudng the liicndly
Final CilrllMd Ph.*. Fo..ach Poi in hit
Pdlly Rating. b.igrde 6lmsde. @ Bly
one rcgin€nt in hi comnd rh8t is wirhin
that b.igade connand€r's aF{t Etr€crivcns
RdiB. Any units stacked pith a brisad€ com-

'md6 
m aurodariely ralli.d ar no co6t in

R:Uy Poinrs.

llT.l6lUnits within the Efectivene$ Radius
of a brigade commander ar. in command,
.vcn iftbe brigadc comD.ndcr himself is out
ofcomnatrd (G 17.21).

ll7,2l DrvrsloN CoMMANDERS

Division commaDd€s a.e ledcB respomible
fo! rh. moveh.nt and der.chhe ofb.igsd.

commandeN and thcir brigad.s. Division
cohnander count.6 have two rating num-
b.6. The fi!$ is the command€ls Divisional
Int€grity Radius and the second i3 his Com-
msnd Points raring, usable.ach Game- Turn.

0?.2llTh€ Divisonal ltrt.srity Rldius is the
nariinun numbcr of hqes a subordiaate
brisade commander can be avay rron his
divisioo connander and still bc in cod'
mand. A brig.d. combddd {hich is out'
sidc lhe Division.l Integdiy R.dius aod not
derached o. indcpcndenr cen mde ohly orc
hex durjns rhe Friendly Mov€ncrt Phase,

Il7.22l Durins th. Itritial commaDd Phak,.
divisioD command.! catr spend his Comdand
Points to iDcreasc thc Efl€ctiveness Radius of
subordinate biigadc co@andcN which are
within his Divisonal lot.grity Ra.!us. On€
Commdd Point is spcnt for cach hex add€d
ro a bligade conftalder's ElTectiv.less
Radius. A division connarder may splir his
Command Poidts among several brigade
commdde6 so long 6 ell th. brigade cod.
oa.dcB a.e eithir hh Divison.l Inreeriiy
R.dius. A briSadc.ommddcr can h.ve his
Effeciivenes R.dius increlsed by only one
comnlnd€r ar a rimc. This incrqse in Eftec-
tiv.n.s Radius cannor be uscd in rhe Rally
Ph.s.; b.igad€ commandeB us rhei. romal
Eff.crivcnes Radius when EUyiDg units.

ll7.2llA dirision cobnander can comnand
any combat unirs ofhis division which are
stacked wfth him .luring the Fri.ndly Inirial

ll7.24lCaval.y brisades aie not subjeff ro
divisional irt€griry for commard control
purposesj in efr.ct, they are in.l.penddt.
Howaer, calal.y brig.de comm.nders musr
be within rhei. divbion codm.ndels Diti-
sional Inregriry R.dius to receive an inoease
in Eftecriveness Radius.

07.25lwhen a division conmande. is pro
motcd to corps comman4 h. uscs his p.int.d
Divkion Inregrity Radius as his Corps Com-

II7.3I OTHER COMMANDERS

07-3ll Amy Commande.s. Hisrorically, Lee
and Meade left rhc conduct of the battle
largcly to rhei. subordimtes, so the.my
comDandeF hav. f,o codB.nd.ftecr on rhe
coulse ofplay. (As a! optional rulc, the army
commarden can comnmd or rally any
frien.Uy Dits sracked with them.) The loss
of eirher amy commlnde. will be disastous
for th. owDing play.r; see secrion 33.0.

07.121 Uniod wins Co@nd.r (optiooal

ll7.l3l Co.ps commanders

A. Using Conmand Points. In the Initirl
Colmdd Phes., . corps command.r 6
sp.nd his Comm.nd Poiris to increbe the
Divisional Integrity Radius of subordiMte
division comandeB ehich.re within his
Corps Inregrity Radius. Ooe Cnmmnd Point
is aFnded fo. ach hq added ro. division
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[1653]Wheneverdismountedcavalryin a
stackis involvedin meleewithenemyinfan-
try,eachdismountedcavalryuni tsubtractsI
SP fromits meleestrengthfor purposesof
calculat ingthe meleedi f ferent ia l( i t is not an
actualcasual ty) ;i fth issubtract ionwould
reducethe unit 'smeleestrengthto zeroor
less,t reati t as xero.
[1654]Historical ly,whena cavalryregiment
dismounted,everythirdor fourthman was
assignedto holdseveralhorses.To reflect
this,the fol lowingrule is used:A dis-
mountedcavalryuni twi tha currentstrength
of3 SP or morehas i ts FireCombatstrength
reducedby 1 SP forevery3 SP in the uni t
(rotmdfract ionsdown)beforecomput ing
rangeeffects.Thispart icularreduct ion
affectsFireCombatStrengthonly,not den-
si ty,meleestrength,etc.

[17.[I]LEADERSHIP
GENERALRULE
Forcombatuni tsand br igadecommandersto
funct ionat theirfit l lpotent ia l ,theymustbe
underthecommandoftheirimmediatelysupe-
r iorleader.Leadershipaffectsthe abi l i tyof
theseuni tsto move,fightMeleeCombat,and
conductOffensiveFire.Leadersalsoaffect
MoraleChecksandral ly ingrouteduni ts.

Combatuni tsare commandedby br igade
commanders;thesein turnare commanded
by div is ioncommanders.Unionand Confed-
eratecorpscommandare handleddi f ferent ly.
Specialrulesapplyto detachedand indepen-
dentuni ts,and to certaincommanders.

A commander‘scommandradiuscan be
increasedor decreasedundervar iouscircum-
stances,but a uni tor leaderstackedwithi ts
appropr iatecommanderis alwaysin com-
mand.
PROCEDURE
In the Ini t ia lCommandPhase,the Phasing
playerchecksto see whichofhiscommanders
anduni tsare in commandand alsodecides
whetheror not to detachor at tachbr igadesor
div is ionsfor the currentGame-Turn.
1. The Phasingplayercheckshis br igade
commandersto see whicharewithinthe
Divis ionIntegr i tyRadiusoftheirdiv is ion
commander;br igadecommandersoutsidethe
Divis ionalIntegr i tyRadiusare out ofcom-
mand,unlessthe br igadecommanderis
detachedor independent.
2. The PhasingPlayerchecl tshiscombat
uni tsto see whichare withinthe Effect ive-
nessRadiusoftheirbr igadecommander.
Combatuni tsoutsidethe Effect iveness
Radiusoftheirbr igadecommanderare outof
commandunlesstheyare independent.
3. The Phasingplayerdecideswhetheror not
to attachor detachbr igadesor div is ionsthis
turn(see case 17.6).
CASES

[1 ' i ' .1 ] BRIGADECOMMANDERS

Brigadecommandersare br igadeleaders,

control l ingal l regimentsassignedto a br i -
gade.Al l regimentswithina brigade,and
each regimentalcommanduni thas the name
ofi ts br igadecommander(CSA)or organisa-
t ion(USA)pr intedon the counter.Br igade
commandercountershave threeRat ing
Numbers.The firstis thatbr igadecom-
mander’sEffect ivenessRadius,the secondis
his Ral lyRat ing(usableeachGame-Turn),
and the thirdis his DivisionalCommand
Pointrat ing(theDCP rat ingis usedi fthe
brigadecommanderis requiredto becomea
div is ioncommander;see case 17.8).
[ l7.l 1] The Effect ivenessRadiusis the
maximumnumberofhexesa uni tcan be
fromits br igadecommanderdur ingthe
Ini t ia lCommandPhaseand st i l lbe in com-
mand(possessingfi i l lmovementand combat
capabi l i ty) .A uni tthatis out ofcommand
can moveonlyone hex dur ingthe fr iendly
MovementPhaseandcannotmoveadjacent
to an enemyuni t .I t can firedur ingthe
OffensiveFirePhaseonlyat enemyuni ts
thatare adjacentand in LOS. A uni tthat is
outofcommandcannotin i t iatemeleecombat
(unlessalreadyengagedin one)or change
format ion(Except ions:see cases 15.45and
16.41).However,a uni toutofcommandcan
st i l lfire in the DefensiveFirePhase,can use
WithdrawalFireand RetreatFire,and
retainsi ts ZOC.

[17.12]The Effect ivenessRadiusofa br igade
commandercan be increasedby his div is ion
commander,i fthe br igadecommanderis
wi th inthe Divis ionalIntegr i tyRadiusofhis
div is ioncommanderand i fthe div is ioncom-
manderpossessesthe necessaryCommand
Points(see 17.22).

[ l7.13]A brigadecommander 'sEffect iveness
Radiusbecomeshis Divis ionalIntegr i ty
Radiusi fhe is promotedto div is ioncom-
mand(seecase 17.8).

[ l7.I4] Br igadecommandersIverson,
O’Neal,Rowley,and Kane,due to i l lness,
drunkenness,or inept i tude,havea Ral ly
Rat ingofzero;theycan onlyral lysubordi-
nateuni tsstackedwiththem.In addi t ion,
theseoff icersare restr ictedin theirabi l i tyto
in i t iatemeleecombat(seecase 12.27).Off i -
cerswithouta DivisionalCommandPoints
rat ingcannotassumedivisionalcommand.
[ l7.15] Br igadecommanders’Ral lyRat ingsare
usedto ral lyrouteduni tsdur ingthefiiendly
FinalCommandPhase.ForeachPointin his
Ral lyRat inga br igadecommandercan ral ly
one regimentin his commandthatis wi th in
thatbr igadecommander’scurrentEffect iveness
Radius.Anyuni tsstackedwitha br igadecom-
manderare automat ical lyral l iedat no costin
Ral lyPoints.
[17. l6]Uni tswithinthe Effect ivenessRadius
ofa br igadecommanderare in command,
even i fthe br igadecommanderhimsel fis out
ofcomn'1and(see17.21).
[ l7.2]DIVISIONCOMMANDERS
Divis ioncommandersare leadersresponsible
for the movementand detachmentofbr igade
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commandersand theirbr igades.Div is ion
commandercountershavetwo rat ingnum-
bers.Thefirstis the commander’sDivis ional
Integr i tyRadiusand the secondis his Com-
mandPointsrat ing,usableeachGame-Turn.
[ l ' i ' .2 l ]The DivisonalIntegr i tyRadiusis the
maximumnumberofhexesa subordinate
brigadecommandercan be away fromhis
div is ioncommanderand st i l lbe in com-
mand.A brigadecommanderwhichis out-
sidethe Divis ionalIntegr i tyRadiusand not
detachedor independentcan moveonlyone
hex dur ingthe Fr iendlyMovementPhase,
regardlessofterrain.
[ l7.22]Duringthe Ini t ia lCommandPhase,a
div is ioncommandercan spendhis Command
Pointsto increasethe Effect ivenessRadiusof
subordinatebr igadecommanderswhichare
withinhis DivisonalIntegr i tyRadius.One
CommandPointis spentforeach hexadded
to a br igadecommander’sEffect iveness
Radius.A div is ioncommandermay spl i th is
CommandPointsamongseveralbr igade
commandersso longas al l the br igadecom-
mandersare withinhis DivisonalIntegr i ty
Radius.A br igadecommandercan havehis
Effect ivenessRadiusincreasedby onlyone
commanderat a t ime.Thisincreasein Effec-
t ivenessRadiuscannotbe usedin the Ral ly
Phase;br igadecommandersuse theirnormal
Effect ivenessRadiuswhenral ly inguni ts.
[ l7.23]A div is ioncommandercan command
any combatuni tsofhis div is ionwhichare
stackedwithhimduringthe Fr iendlyIni t ia l
CommandPhase.

[17124]Cavalrybr igadesare not subjectto
div is ionalintegr i tyfor commandcontrol
purposes;in effect ,theyare independant.
However,cavalrybr igadecommandersmust
be withintheirdiv is ioncommander 'sDiv i -
s ionalIntegr i tyRadiusto receivean increase
in Effect ivenessRadius.

[ l7.25]Whena div is ioncommanderis pro-
motedto corpscommand,he uses his pr inted
Divis ionIntegr i tyRadiusas his CorpsCom-
mandRadius.
[ l ' l ' .3 ]OTHERCOMMANDERS

[17.3l ]ArmyCommanders.Histor ical ly,Lee
and Meadelef tthe conductof the batt le
largelyto theirsubordinates,so the army
commandershaveno commandeffecton the
courseofplay.(As an opt ionalrule,the army
commanderscan commandor ral lyany
fr iendlyuni tsstackedwiththem.) The loss
ofei therarmycommanderwi l lbe disastrous
for the owningplayer;see sect ion33.0.

[17.32]UnionWingCommander(opt ional
rule,sect ion28.0).

[17.33]CorpsCommanders
A. UsingCommandPoints.In the Ini t ia l
CommandPhase,a corpscommandercan
spendhis CommandPointsto increasethe
Divis ionalIntegr i tyRadiusofsubordinate
div is ioncommanderswhichare withinhis
CorpsIntegr i tyRadius.One CommandPoint
is expendedforeachhex addedto a div is ion



codD.rdc.'i Divbiondl InEgrity Rldiu. A
c!.p! comrund.r Ery 3plit hi! contmad
Pointr emont $vcd divbion cltntiandels! ,s
long .r ru rh. division commffd.rs ai. rithin
bs CoA! Inrcgriry R!diu3. A corps oD-
mandcr can also us. CoMnd Poi.rs ro
incr.ar. th. Eflcctivcnd! Ridius ofbrissd€
commrod.B of his co.F rhat arc within his
Corp! Itrtcsdry Radiut.
B. CSA Comi C.onnind. Coof.de..te divi
sion comftrndcrs .r. not r.quncd to be
within thc Corps Intcg.ily Rdlu! oftb.
o.F @hDndcr for cotnlrlrd PurP6sj
CSA divbion cotnrnandcr3:rc alwaF in
cotntn.nd. Th.y n|!y, hovcvcr, bc attach€d

C. USA CorF Cooo.rd. Union division
coDmrod.r. Dust b. wirhin rh. CorF lotcg-
rty Rrdiur ofrhct orF cohbddd to b.
iD comhcnd, ul$ rh. divLion is ddached.
Divhion coftrnrndcrs thil cr. oui ofcom-
tnand crn nov. only on€ h.x; brisade oD-
nanden arc still in command ifwithin rhc
Divilionol Iniegrity Rsdius.

ll7.34lCorps and divisioo commandeB @
rally iny unls of thcir o\ro coturd st2dcd
\rith thcm during th. fncndly Rdly Pbrse.

ll?.3t1 Sp.cbl Connandcrs

A. Mci. C.n. welrcn. H...n l(rach up io
lwo bris.dca .rd .ct $ dn rd-hc divnio!
cohMndcl H. en .rr..h th.$ brigrd€3
r.s.rdl* of ed sup€rs.ding sny d.uch-
ra.nr ..sriction3 in 6i. 17.6.

B. Brit. G.r. Hur. Any UnioD lnillery
brn.ry o. .nillcry bri8d. e,ithin hn Con-
fr.nd Rrdi$ tu in colnmmd.

C. Bri8. Gcn. Tylcr. Any UnioD.rrixcry
brncry or brigrdc f.om rhc Anilcry Rep.
is ir commqnd ifwi(hin hk CobEa
R.di$.

D. G.n. Tfimbl€. Hc k ! rcplacement divi-
sion commsnd€r for eny Conrcdgare II or III
Coror division. Trimblc bccomcs .vail.ble
with th. 13120, July I tu!n, bur he is no(
pl.ccd on th. m.p until rccdc.l. Phe hib in
{ny h.r cont.iniog ! urit or brigrdc @o-
mrndcr ofthrt divi.io!. 'IiiDbl. @ r.ir@c-
tiv.ly .sum. coD-..d of. divi3ioo rbar lcr
tu divtion cornn.nd.r b.forc Trinble
b<rm. 6v6ihblci thc supcErdcd .lrvision
connond.r r.tums to bis brig.dc. T.iDbl.
can rho bccoD. a coipr comd.. (s .s
17.85). Th. Colfcdcritc plry.r is ndcr
rcouircd to u3. Tribblc.

II7.'I EFFECT OF I.EADERS ON
MELEE AND MONALE

ll7.4llA unit st.ckcd wirh. l.lder ofi$
own commsnd csn iniri.t. h.lcc combat
without E MoEl. Chftk (Exc.ptiotr: see
l?.14). Thc pr$.nc. ofrh. lcldcr adds I SP
ro rh. unn's Mclcc Str€ngth.

ll?.42lPhycB sublncr I frotn rh. die mI
on honl. <hRk for lny unk *lcted vith

lr7.5l r.E6DEn STACKNG RESTnIC.
TTONS

[!7.51]Th.F tu no limii ro th. Dubb.r of
l..dcF th.r c6n ll.ck in o sivcn hcr. Hot'/-
d.r,. unii cstr b. lft.t.d by only on.
lc.d.r, r.ssrdlcss of ho$/ mony leaders arc in

Il7.52l t cad.rs du3t .rd r r.i.!dly Move
mcnt Pb.!c st.ct d pith . friddy omb.t
unir ifthc.c i! an crcDy ulir eitbin fiv.
hd6. Ifth.E i! no.n.my uir withid fivc
hdca, . led.r it nor r.quircd to st.ct whh a

ll7.t3l If.u unit!.I..d.r is iacL.d with.r.
clininrrcd by fir. cambot and thc lcdcr is
not tillcd o. v,ound.d, imb.di.i.ly plee tb.
l..d.r on th. ncircst €ombrt bir in hi3
connmd. I[ rs . rclult offir. or 6.1c, .
lc.do b .loDc in ! hq thal is turroundcd by
.n.my units, cncmy ZOC'S and/or impass.
abL rcrrsin, th.l.adcr is captufed.

ll7.54lA l..d.r it sutondtically c|pturcd if
h. is rhc oDly fricndly countcr ia a hcx thn is
o.opi.d by rn .n.my combat u.i!.

U7,OI I'ETACIIMENT AND ATTACH.
MENT OF BRTGADEIT AND DIVI.
SIONS

Bris.d6 $bordin.t. to on. divisior cora.
trndo @ b. rdiriSncd lo.nodc. divisio!
@tttttnd.r, wirhin linls (6.c c:!. 17.63).

Thc marinum oumb.r ofbris.dB that dn
t a$ach.d or dctrch.d wirbio a corps is
r.stria.d to tbc Cohmrnd Poi riting of
th. co.ps cohh.ndcr to vhod th. division it
subor.li..t., minihM ofonc (Elccption: s.c
17.t541.

Both pl.'rE crn rlso d.uch .rd arr.ch
divisions to co.D! cohh.n& in thc sonc
flrhion as lttcching end d.taching brig.d.s
to divisioo commcn&.

II7.61] Brigad€ d€trchmcnt occurs in thc
Initial Commel|d Ph$c. To d.rEch r brig.dc
th. pbycr ftrounc whi.h bdgrd. i5
d.r.ch.d for rh. coming G,mc-Tum for .rch
divisioo opablc ofdct.chias a brisadc.

ll?.621 To bc d.t.chcd, (hc brigadc com.
mandc. ofth. d.icchint britldr oust b.
within thc Divilion lnGgriry R.dius ofhis
dilirior ot!)Mnd.. duriry rhc ftcndly
IDiri.r CoErb.rd Phi!.. Ouci d.t.ch.d, tb.t
brird. coDD..d.r 

''d 
!b. uir! sbordi-

n.tc!ohio6b. .ch.d ro uod.r divi
siod or 6 b. rr..r.d $. spar:tc commrnd,
Th.E b no limir ro how long a brisidc can

117.63lA sivcn division cEn havc otrly onc of
its o.igin.l brig.d$ d.t.ch.d .t any onc tim.
and cd otrly h.v. on. "non{riginal" bri-
g.d..ftsch.d lo il tl :ny on. tinc.Ifs bri.
god. commond.! i3 out ofth. Divkion.l

Inrcgrity R.dius ofhb division command.r
duiDt rh. Iriti.l Commind Phasc, that
brig.d. omMnd.r is out ofcommand,
ules rb. brigrd. w.i d€Bchcd in a pr.vious

117.64l A briSrd. m.y b€ attachcd to a diei
sion othcr rhan th. oo€ it vas aslign.d to ar
the stan of thc gem. ifthat brig.dc com-
mrdcr is wirhin rh. Divisional Intc8riiy
Radis ofrh. .n.ching division commrndd
dui.r rh. ltriri.l C.oftliand Phai.. Thc
omirE plzycr strrs rh2r th. bri8rd. is b.ine
anachcd. Only onc b.ig.dc en .v.r bc
anachcd to c diviion.t. rim., .lthough
duing th. cour.c ofthc tam. rh. brigrd.
which ir.n.cb.d c.r b. ch.ng.d.

Il7.65l A divilion's brigadB
sidcrcd dctich.d 3ihply b.ous. thlr division
mtmfd.r hB b..n till.d or: briSrd.
com6.ndc. is our ofdivision.l int.grity.

U7.66lA brigsdc which has rc.chcd its
Brigade Combat E,Tcctivcncs! Limii c.nnor
b€ d.tachcd from its original divbion,
alrhough ir crn b. r..ttach.d ro irs original
division ifir k or.ndy d.r0chcd or attrch€d

117-67lAll uni!3 in. dcilch.d britad. !r.
stiu subordinstc to th. brigldc connaDd.r

[17.68] rn thc Crrnd B.rrl. G.h., up to two
US bflDtry dlvilioB @y bc dcEch.d froE
then o.idml co.F. TbL r6tricrion appliG
to th. .nrirc Amy ofrh. Poromlc. Diviiioo3
oterilg rh. t.mc m.p.s r.inforccn.n$ do
Dor courr .td$r rhis ddachm.nr limit but
they m$r.tt.npt to link up $rith thcir corps
at thc crrli.st r.ison.bl. timc. D.t0ching aod
.rr.cbing US divbions ro corps uscs th. sane
prG.dur. .s for d.r.chin8 and .traching
brig.dB ro divbionsj only thc lcrd..s
idvolvc.l .rc .liftcr.nr (G I7.61, 17.62,
17.64).

07.691 Gnain units designat.d a iDd€p€nd€nt
units ob thcir counr.r$ or by th. k.mrio nrl6,
@ qenpt fmm c!t)'!Md onrrcl ru16. lnde
p€nd.lt !tril! crn movc, chxg. fotdtio, aDd
codnlct bo.h 6r.nd mlc Mb.t nomlly,
{itldrt Eg.rd fo. lb prdirniry ofLad.F.
lDd.p.odcnt unia c .Lo scr{dly (c c*
13.54) and crn dnx, annuitid frm 6y
fti.ndly vrSon or trsin.

tT7.4 I.EADER CASUAXTTFS

[17.71]Ind.t! my b. kill.d, woundcd, or
eptur.d $ . cult ofb.ins involvd id

llT.T2lWhcncvcr r lc.d.r is 3t.ck.d with a
unir thar suflcrs c comb.r cssulty, fte own-
io8 pl.y.r rour rwo dic..nd rcf.rs to th.
Le.der Crsu.lty T.bl. (see riblc 17.761
following rhc insrrucdons thcrcin. Eacb
led.r in a hd is rollcd for s.prrctcly. L€der
bs n ch..tcd bcfor. monlc chcck.rc
conduct.d for tht units in rhc h.x.

22

commander's Divisional Integrity Radius. A
corps commander may split his Command
Points among several division commanders, as
long as all the division commanders are within
his Corps Integrity Radius. A corps com-
mander can also use Command Points to
increase the Effectiveness Radius of brigade
commanders of his corps that are within his
Corps Integrity Radius.
B. CSA Corps Command. Confederate divi-
sion commanders are not required to be
within the Corps Integrity Radius of the
corps commander for command purposes;
CSA division commanders are always in
command. They may, however, be attached
to another corps.
C. USA Corps Command. Union division
commanders must be within the Corps Integ-
rity Radius of their corps commander to be
in command, unless the division is detached.
Division commanders that are out of com-
mand can move only one hex; brigade com-
manders are still in command ifwithin the
Divisional Integrity Radius.
[l7.34] Corps and division commanders can
rally any units of their own command stacked
with them during the friendly Rally Phase.

[1 7. 35] Special Commanders
A. Mai. Gen. Warren. He can attach up to
two brigades and act as an ad-hoc division
commander. He can attach these brigades
regardless of and superseding any detach-
ment restrictions in case 17.6.
B. Brig. Gen. Hunt. Any Union artillery
battery or artillery brigade within his Com-
mand Radius is in command.

C. Brig. Gen. Tyler. Any Union artillery
battery or brigade from the Artillery Reserve
is in command ifwithin his Command
Radius.

D. Gen. Trimble. He is a replacement divi-
sion commander for any Confederate II or III
Corps division. Ttimble becomes available
with the 13:20, Iuly I turn, but he is not
placed on the map until needed. Place him in
any heir containing a unit or brigade com-
mander ofthat division. Trimble can retroac-
tively assume command of a division that lost
its division commander before Trimble
became available; the superseded division
commander returns to his brigade. Trimhle
can also become a corps commander (see case
17.35). The Confederate player is never
required to use Trimble.
[17.-l] EFFECT DP LEADERS ON
MELEE AND MORALE

[l7.4 1] A unit stacked with a leader of its
own command can initiate melee combat
without a Morale Check (Exception: see
17.14}. The presence of the leader adds 1 SP
to the unit's Melee Strength.

[l7.-42] Players subtract 1 from the die roll
on morale checks For any unit stacked with

its leader.
[t7.5] LEADER sracttnto RESTRIC-
rrons
[I751] There is no limit to the number of
leaders that can stack in a given heir. How-
ever, a unit can be affected by only one
leader, regardless of how many leaders are in
a heir.

[1752] Leaders must end a friendly Move-
ment Phase stacked with a friendly combat
unit iftbere is an enemy unit within five
hexes. If there is no enemy unit within five
hexes, a leader is not required to stack with a
combat unit.

[l7.53] If all units a leader is stacked with are
eliminated by fire combat and the leader is
not killed or wounded, immediately place the
leader on the nearest combat unit in his
command. If, as a result of" fire or melee, a
leader is alone in a hex that is surrotutded by
enemy units, enemy ZOC’s andfor impass-
able terrain, the leader is captured.
[1754] A leader is automatically captured if
he is the only friendly counter in a hex that is
occupied by an enemy combat tmit.
[ms] oaracnstnur AND ATTACH-
MENT 0|= BRIGADHS AND DIVI-
stotts
Brigades subordinate to one division com-
mander can be reassigned to another division
commander, within limits (see case 17.63).

The maximum number of brigades that can
be attached or detached within a corps is
restricted to the Command Point rating of
the corps commander to whom the division is
subordinate, minimum of one (Exception: see
17.35A).

Both players can also detach and attach
divisions to corps commands in the same
fashion as attaching and detaching brigades
to division commands.
[l7.6l] Brigade detachment occurs in the
Initial Command Phase. To detach a brigade
the player announces which brigade is
detached for the coming Game-Thrn for each
division capable of detaching a brigade.
[l7.62] To be detached, the brigade com-
mander of the detaching brigade must be
within the Divisional Integrity Radius of his
division commander during the friendly
Initial Command Phase. Once detached, that
brigade commander and the units subordi-
nate to him can be attached to another divi-
sion or can be treated as a separate command.
There is no limit to how long a brigade can
be detached.

[l7.63] A given division can have only one of
its original brigades detached at any one time
and can only have one “non-original" bri-
gade attached to it at any one time. If a bri-
gade commander is out of the Divisional
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Integrity Radius of his division commander
during the Initial Command Phase, that
brigade commander is out of command,
unless the brigade was detached in a previous
Game Turn.

[l7.o4] A brigade may be attached to a divi-
sion other than the one it was assigned to at
the start of the game if that brigade com-
mander is within the Divisional Integrity
Radius of the attaching division commander
during the Initial Command Phase. The
owning player states that the brigade is being
attached. Only one brigade can ever be
attached to a division at a time, although
during the course of the game the brigade
which is attached can he changed.

[l7.65] A division‘s brigades are never con-
sidered detached simply because that division
commander has been killed or a brigade
commander is out of divisional integrity.

[l7.6o] A brigade which has reached its
Brigade Combat Effectiveness Limit cannot
be detached from its original division,
although it can be reattached to its original
division if it is currently detached or attached
to another division.

[l7.67] All units in a detached brigade are
still subordinate to the brigade commander
(not independent).

[l7.6B] In the Grand Battle Game, up to two
US Infantry divisions may be detached from
their original corps. This restriction applies
to the entire Army of the Potomac. Divisions
entering the game map as reinforcements do
not count against this detachment limit but
they must attempt to link up with their corps
at the earliest reasonable time. Detaching and
attaching US divisions to corps uses the same
procedure as for detaching and attaching
brigades to divisions; only the leaders
involved are different (see 17.61, l7.o2,
17.64).

[17.69] Certain units designated as independent
units on their counters, or by the scenario rules,
are exempt from command control mles. Inde-
pendent units can move, change fonnation, and
conduct both fire and melee combat normally,
without regard for the proximity of leaders.
Independent units can also self-rally {see case
13.54) and can draw ammunition from any
friendly wagon or train.
[17.7] LEADER CASUALTIES

[17.7 1] Leaders may be killed, wounded, or
captured as a result of being involved in
combat.

[1172] Whenever a leader is stacked with a
unit that suffers a combat casualty, the own-
ing player rolls two dice and refers to the
Leader Casualty Table (see table 17.76),
following the instructions therein. Each
leader in a hes is rolled for separately. Leader
loss is checked before morale checks are
conducted for the units in the heir.



[]7.731 Ifa lc.dc. becom.s s caslalry, h. is
iftEediarely r.moved f.om rhe gD. .nd his
sraruE either kiUcd, wound.d, or eprurc4 is
not€d on $c OB Roster for Vicrory Point

Il7.74l Lsd.6 never .our, akhough thcy ce
r.r.at wirh unirs that do rout.

ll7.75lAn enetny leader alooe h a hcx is
instantly captured at aoy poiot ifa friendly
unit is moved into that hex.

117.76lL.ader Casualry Tabl. (see ch.fls and

[I7.8] BATTLEFIEID PROMOTIONS
B.oN of c*ullries, brigadc dd division
cohmddc6 may havc ro be replaced from
rhc lower Enks and orh$ l.lders promoted
id their plac.. Ncw leadcB are plaed on.ny
unit ofrhencommdd during rhe ndr
f!i.!i y Final Command Phasc alier rhc
leader was r.mov€d froh pl!y.

ll7.8ll Ifa brigade commlnder is kiUe.l,
wounde4 or opture4 flip rhe leade. courter
over to rev.al rhe.cplacem.nr coDmandcr
for rhai briga.le. These rcpr$ent brigadc-
lcvel coooandeB who take comand n/hed
the original lc.der is lost.

[ 17.82] If a .eplacenedt brigade commande!
is killed, wounded, or caprurcd, the counter
is not actually r€movcd fron the gsme.
lnstead, it i, simply .€dcployed on the map
during the rext friendly Final Contnand
Pha* dd ihc los is recordcd on pap.r. (The
R.pllcement counter tbcn represents a diffeF
cnr man who hls risen to brig.de command.)
Th€re is no limir to fte numb€i ofrimc! a
r.pl.cement l€ader can bccooe a casuahy
and then bc ..placed. Victory Poin$ are
scored fo. th. climination ofreplacemcnt
leadeB each rime the replacemenr tead€r

ll7.81ra divisiod codrunder i! r €d,
wMd64 or captue4 a brisade com$ander
thst is sbordimte to rhe elimimr€d lea.lcr is
prono€d in his plae (ExaptioB: G 17.35D
and 17.86). An lnolymos rcpla(mor lad{
tate. cobinand ofthe brigade belonging to E
p.omot€d brigade conmander. Promotions
happs during the Final Comnand Phas€.
This sde proc* is us€d io promote a divisiod
conltmdf ro corp6 comnand if a cory's com'
tMde. b6m6 a osu.l+

ll?.841All promotions tale place at the end
of the f.ien.lly Fiol Comman.l Phase ofthe
Sametm in which th. promotion is ncccs-
Mry, regsdl.ss ofwhed thc leader nec.ling
r€placement was.emov€d.

I I ?.85] Battl€field Promorion Prioriry

Th€ omce6 on ihe promotion lisr rc to be

I Corps-Mcla{s, Hood, Pickett.
McLaeJs Divbion-K.rshaw, S€mm€s,

Pick.ttl Divisior-Kemp€r, Amistead,
Garnett, Corse (optional).
Hoodt Division-Lar, Andcrson, Robert-

RaBom's Divhion (opdonalFJenkios,

II Co.ps-Esrly, Trisblcr, Johnson, Rodci.
Ea.lyt Division-Trimblcr, Hay€s, Gordod,
Smith.
John$n\ Division-Trinblci, Steuan,

Rodeds Dirision-Trimble*, Doles, Ram-

III Co.ps AndeKon, T.imbler, Pender,
H.rh.
Atrdeson's Division-T.imblcr, Wilcox,
Mahone, Wrirhr, Posey.
H€th'B Division-Tiibblei A.cher, Petti-
gtc% Dlvis.
Pcnder's Division-Trimblci Lane,

*See casc 17.35D.

I Corps-Doubleday, wsdswonh, RobinsD.
l/I-Me.edith, Cuder.

3/I-Rorley, Stamard (aft€r arieal).
II Co.ps-Gibbon, IiaFJ Caldwell.
l/U-Zook.
2/II-Webb, Hatrow.

III Co.ps-Bimey, HuDphreys-
l/Ill-vard, GrahaD.
2llll-Catt.

V Corps-Ay€rs, Barnes, Crawford.

VI Corps-N.i{oo, Howe, Vlishr.
l/Vl-Russell, To|be(, Barlctt.
2lvl-Neill.
3,ryI-Wheton, Shale.

xI Coas-Schun, Von St.inwebr, Barlow.

3r(l-Schimmclfennig.

XU Corps-Fr.nch(option.l), Williams,
G.ary
lr l-Rusei
2r l-Greene.
3r(II (optional)-K€nly, Moris.

Notc: ArBy comMnde6 (R.E. Ixe dd
Mcade) and evilry division command.N ar.

117.86l Promoriotr Restrictions

A. No omc.r m.y be p.omotcd ro corps
@hdand who did nor b.gio th€ gue as a
divhion comm.ndcr. IfDo origioal division
comnand€r is svailable from the affected
corps, a led.. mu$ b€ transfeFed from
anoth€r corps. This Dust b.: . Majo. Gcn-
erll (if availsblc), or B.isadio Gener.l
(UsA)j Gene6l(csA).

B. No Colonel is cligible for divisiod com-
m.nd. Ifno eligible led€r is rvdlable eithin
th. corps, on. must be transf.red from

C. lvhenevd a comDdder is promored all
subordinare comrondeB of th.t division or
corps are considcred our ofcommand unril
rhcy .re within rhe radius of rhe new com-

D. Eligible brigade comnan.l€B beginnin8
the game subordinare io e division con"
mander who bccomes a casuafty are p.o-
dored before atiached eligiblc brigade

E. An altached elisibleblisadc commandcr
may ooly be promoted Io division com-
mander starus ifall th€ original eligibl€
brisade coronanders ofrhar division are
eith$ detach€d or casualtics.

F. Ifno eligible infaottr comhandeE de availa-
blc, cavdrr sencrals h.@m€ .lisible fo! infan'
rry conband under the Griclions ofA and B.

G. Itr fie abenc. otr lhe gmc m.p of my
€ligible conmander lnder th€ resfictions ofA
and a, the comander with the highst Rally
Bting mat bc t.mpoEity promotd lntil an
.ligible omoan.lcr srers thc Same map. The
tehpoEry ommndd uses his prinred om-
maDd ndius as his intesriry mtug.

[l 7.8?] Oprional Histo.iel Commandc.

Cerrsin officeB wcre removed fiom their
connaDds by Mcade o! Lee and replaced by
orhcls. Doubleday (3/I) replac€d by Newton
(3ffl)as @Dm!nd.. of I Corpr ad O'Ncal
(RodeC Division) .eplaced by Col. Ba(lc
(scnoic Bris.d. CotDande0. Pleyers m.y
ch@se to duplic.re lbese historical changcs
ofcomEedduring any Nighr Game Trm.
Th. UDio! r.placeneDr option t po$iblc
only if Reynolds (I Corps)becomes a csualry
and ii replac.d by Doubleday.

tl?.gI EFFECTTVENESS RADruS AND

Infrntry units ofthe same brigad€ ar€ consid-
.red tobe within the Effectivcness Radius of
thcir b.igade commander so long as each unn
is in Colum, adjacent toanoth€ruoit in
column, .nd one ofthe* urits is actually
eithin the Eft ctivene$ Radius of the b.i.
g.dc comandcr In lhis wly. lonS cobmn
ofmcn eD sdllb. cont.ollcd by one le.dcr.

[18,0] BRIGADE COMBAT
EFFECTIVENESS
GENERAL RULE

Brigade Combat Effectivetrcss (BCE)is a
mcasu.enent ofthe noral. of€ach brisade.

A brigadeb BCE is.educed by casuafties.
R€dudion ofth. BCE beyond a enain
dcgr.. (which valies f.om brisade Iobrieade)
will rcsult in a bigade "losine BCEI'

PROCEDURE

Each doe an inf.nry or cavalry unit suIIeB
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[ l ' l ' .73]I fa leaderbecomesa casual ty ,he is
immediate lyremovedfromthe gameand his
status,e i therk i l led,wounded,or captured,is
notedon the OB RosterforVictoryPoint
purposes.

[ l7 . ' l ' - l l ]Leadersneverrout ,a l thoughtheycan
retreatwi thuni tsthatdo rout .

[ l7 .75]An enemyleaderalonein a hex is
instant lycapturedat any pointi fa fr iendly
unitis movedintothathes.
[ l ' l ' .7 l5]LeaderCasual tyTable(seechartsand
tables)

[ l ' l ' .B ]BATTLEFIELDPROMOTIONS
Becauseofcasual t ies,br igadeanddiv is ion
commandersmay haveto be replacedfrom
the lowerranksand otherleaderspromoted
in thei rp lace.New leadersare placedon any
uni to fthei rcommanddur ingthe neat
f r iendlyFinalCommandPhaseaf terthe
leaderwas removedfromplay.
[ l7 .Bl ]I fabr igadecommanderis k i l led,
wounded,or captured,f l ipthe leadercounter
overto revealthe replacementcommander
for thatbr igade.Theserepresentbr igade-
levelcommanderswho takecommandwhen
the or ig inalleaderis lost .
[17282]I fareplacementbr igadecommander
is k i l led,wounded,or captured,thecounter
is not actual lyremovedfromthe game.
Instead,i t is s implyredeployedon the map
dur ingthe nextf r iendlyFinalCommand
Phaseand the lossis recordedon paper.(The
Replacementcounterthenrepresentsa d i f fer-
ent man who has r isento br igadecommand.)
Thereis no l imi tto the numberoft imesa
replacementleadercan becomea casual ty
and thenbe replaced.VictoryPointsare
scoredfor the el iminat ionofreplacement
leaderseacht imethe replacementleader
becomesa casual ty .
[17233]I fa div is ioncommanderis k i l led,
wounded,or captured,a br igadecommander
that is subordinateto the el iminatedleaderis
promotedin his place(Except ions:see l '? .35D
and 17.86) .An anonymousreplacementleader
takescommandofthebrigadebelongingto the
promotedbr igadecommander.Promot ions
happenduringthe FinalCommandPhase.
Thissameprocessis usedto promotea divis ion
commanderto corpscommandi fa corpscom-
manderbecomesa casual ty .
[ l7 .8-<1]A l l promot ionstakeplaceat the end
of the fr iendlyFinalCommandPhaseofthe
game-turnin whichthe promotionis neces-
sary,regardlessofwhenthe leaderneeding
replacementwas removed.
[17135]Bat t le f ie ldPromot ionPr ior i ty
Theof f icerson the promot ionl is tare to be
promotedin order .
ConfederateArmy
I Corps—l'vic l_.aws,Hood,Pickett .
lv icLaws’sDiv is ion—K.ershaw,Semmes,

Barl tsdale,Wofford.
Pickett ’sDivis ion-Kemper,Armistead,
Garnet t ,Corse(opt ional ) .
I - Iood’sDivis ion-—Law,Anderson,Robert-
son,Benning.
Ransom’sDiv is ion(opt ional )—]enkins,
Cooke,M. Ransom.
I I Corps—Ear ly ,Tr imble* ,Johnson,Rodes.
Ear ly ’sDiv is ion—Trimble*,Hayes,Gordon,
Smith.
]ohnson’sDiv is ion--Tr imble* ,Steuart ,
]ones,Walker .
Rodes‘sDiv is ion—Trimble*,Doles,Ram-
seur,Danie l .
I I ICorps—Anderson,Tr imble* ,Pender,
I - Ie th.
Anderson’sDiv is ion—-Tr imble* ,Wi lcox,
Mahone,Wright ,Posey.
Heth ’sDiv is ion—Trimble*,Archer ,Pet t i -
grew,Davis.
Pendcr 'sDiv is ion—Trimble*,Lane,
Thomas,Scales.
*Seecase l7.35D.
UnionArmy
I Corps—Doubleday,Wadsworth,Robinson.
I I I -Meredi th,Cut ler .
2 l I—Baxter ,Paul .
3 l I -Rowley,Staonard(af ierarr iva l ) .
I I Corps—Gibb-on,Hays,Caldwel l .
l ! I I—Zook.
2! I I—Webb,Harrow.
I I ICorps--Bi rney,Humphreys.
l l I l l—Ward,Graham.
2/ I I I -Carr .
V Corps—Ayers,Barnes,Crawford.
3fV—Weed.
VI Corps—Newton,Howe,Wright .
l fVI—Russel l ,Torber t ,Bar let t .
2N1-Nei l l .
3NI—Wheaton,Shaler .
XI Corps—Schurz,Von Steinwehr,Bar low.
I IXI-Ames.
3/XI-Schimmel fennig.
XI IC.orps—-French(opt ional ) ,Wi l l iams,
Geary.
l lXI I—Ruger.
2!Xl I—Greene.
BIXI I(opt ional )—Kenly,Morr is .
Note:Armycommanders(R.E". .Leeand
Meade)andcavalryd iv is ioncommandersare
not replaced.
[ l7 .86]Promot ionRestr ic t ions
A. No of f icermay be promotedto corps
commandwhodidnotbeginthe gameas a
d iv is ioncommander.I fno or ig inald iv is ion
commanderis avai lablef romthe af fected
corps,a leadermustbe t ransferredfrom
anothercorps.Thismustbe: a MajorGen-
era l( i favai lable) ,or Br igadierGeneral
(USA);General(CSA).
B. No Colonelis el igiblefordivis ioncom-
mand.I fno el ig ib leleaderis avai lablewi th in
the corps,one mustbe t ransferredfrom
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anothercorps.

C. Whenevera commanderis promotedal l
subordinatecommandersofthatd iv is ionor
corpsare consideredoutofcommandunt i l
theyare wi th inthe radiusof the new com-
mander.

D. El ig ib lebr igadecommandersbeginning
the gamesubordinateto a d iv is ioncom-
manderwho becomesa casualtyare pro-
motedbeforeat tachedel ig ib lebr igade
commanders.

E. An at tachedel ig ib lebr igadecommander
may onlybe promotedto div is ioncom-
manderstatusi fa l l the or ig inale l ig ib le
brigadecommandersofthatdivis ionare
ei therdetachedor casualt ies.
F. I fno el ig ib leinfantrycommandersareavai la-
b le,caval rygeneralsbecomeel ig ib lefor infan-
t rycommandunderthe restr ic t ionsofA and B.

G. In the absenceon the gamemap ofany
el ig ib lecommanderunderthe restr ic t ionsofA
and B, the commanderwi ththe highestRal ly
rat ingmustbe temporar i lypromotedunt i lan
el ig ib lecommanderentersthe gamemap.The
temporarycommanderuseshis pr intedcom-
mandradiusas his in tegr i tyrat ing.

[1 7.87]Opt ionalHistor ica lCommander
Removals

Certa inof f icerswereremovedfromthei r
commandsby Meadeor Lee and replacedby
others.Doubleday(3l ' I )replacedby Newton
(3NI)as commanderofI Corps,and D‘1 ' "~ leal
(Rodes’Div is ion)replacedby Col . Bat t le
(gener icBr igadeCommander) .Playersmay
chooseto dupl icatethesehistor ica lchanges
ofcommanddur ingany NightGameTurn.
The Unionreplacementopt ionis possib le
onlyi fReynolds( I Corps)becomesa casual ty
and is replacedby Doubleday.

[17 .9 ]EFFECTIVENESSRADIUSAND
“ INCOLUMN"UNITS

In fantryuni tsof the samebr igadeare consid-
eredto be wi th inthe Effect ivenessRadiusof
thei rbr igadecommanderso longas eachuni t
is in Column,adjacentto anotheruni tin
column,and one of theseuni tsis actual ly
wi th inthe Effect ivenessRadiusofthe br i -
gadecommander.In th isway a longcolumn
ofmen can st i l lbe contro l ledby one leader.

[18.0]BRIGADECOMBAT
EFFECTIVENESS
GENERALRULE
BrigadeCombatEf fect iveness(BCE)is a
measurementof the moraleofeachbrigade.
A br igade’sBCE is reducedby casual t ies.
Reduct ionofthe BCEbeyonda cer ta in
degree(whichvar iesf rombr igadeto br igade)
wi l lresul tin a br igade“ los ingBCE."
PROCEDURE

Eacht imean infantryor caval ryuni tsuf fers



casualtie8, a numb€r ofboxcal equal ro the
numbc. ofsuength Points lost, ar€ marked
on rh. OB Roster fo. rh.r unit\ brigade.
Wh.n th. nMber of boxca m.rkcd ofi
Hche rhc BCE limir, rh. brigade has lost
Crmb Efl€(ivenc$. Th. cffccts of BCE
los b€gin at the erd ofrh. Phas. in which
BCE loss co.s.

CASES

lr8.1l EFFECTS OF BCE LOSS ON
INFANTRY /IND CAV,IILRY

08.1ll Add I ro the di. .oU for aoy Monle
Chect Eade by a infanrry .nd c.valry uit of
a b.iga.le rhat has lost BCE.

ll8.l2lNo unit in a brirsd. th.t has losr
BCE can initiate Melee Combat (Exceptioo:
a unit thlt is if, an "Engag.d" melee @
att.ck, .vcn ifns brigd. has 16r BCE.)
Unirs of. briSade rh.t has lost BCE defeld
norm.Uy ir nelee combat.

ll8.l3lNo udit in a blisad. thst has lost
BCE can move adiacent to any unrouted
eneny combst sit excepr cnemy abandoned
gum, or.baddoned wagoni or t.aios.

tT8,2I BRTGADE RETREAT

If.n infantry or caelry unir ofa b.igad.
which has .cach€d or qc.cd.d irs BCE limir
rouu, an.l that unit is in the Effccdv€nes
Rldius of its brigade command€r, all the
unpinned, uniout€d unirs of that brigade in
thc EfcctiveDess Radius ofrh.r leade. musr
.errcrt two hexes- At the end ofrhe rwo hd
r.trcsr, .U retre.ting uits male a Morale
Ch€ck and undenate rour mN.mdt (thre

ll8.2ll The roured units ofa b.isade subject
io brigad. r€r€at nusr rerrcsr rhree h*es,
Eth.r than two, but do not ch(k for addi

08.22lThe pinned uDits of . bris.de udeF
going briSade rereat..nain pinned and do

ll8.23lUnits that retrear out of enemy
ZOC'S..e subjecr io withdrawal Fir€ (see
l0.l). If, due ro tbe fir.,. lnir is pime4 it
must retrcrt ole hs aDd make a Morale
Ch.ct. If it passes th. morElc chet, ir is
pinn..L if it fails the molal. check, i( is

ll8.24lUnits that are unabl€ to rerrear aie
subjecr to csprure (see clsc l4.l).

llE.25lA brig.de an only under8o brigade
ret.elt once p.r Phas.. Ifa secord uir rours
as E r.tuh of Moral. Chcck mad. during
brigad. ret.@t, rhe brigad. does dot retreat
again and Bak€ more Mor.lc Checks. In
addition, the routed unit which triggered
brigadc refteat does not fctrcat with the
brigade. Ir simply routs th. rh.ee no|ml
hexcs (not five or six h.x.s).

l18.26lAny aniuc.y ba(.ry wirhin rhe Effec-
rivcncs Radiur ofa brieidc commard.r
whosc brigrde is undergoing bdgade.etreat
has the option ro rctrclt; ir is not mandarory

Ifunlinbere4lhey dsy limber in order ro
rct.ear, subieci to normal lqithdrawal Fk..
This is rhe only w.y .r anildy Dit can
.v.r chaDgc formarior in . ph@ olho than
rhe fri.ndly Mov.m.nt Ph.se.

118.2?l Oncc a brig.dc h.s lost BCE, rhe
owning player should not delib.Etcly 1..v.
unirs ofrhar brigad. out of consund to
avoid rhe peoalti.s ofbrigade rereat.

u8.31EFFECT OF BCE LOSS ON
ARTILLERY

Whenever an aniU.ry battery is asign€d to a
brigad. by eithcr thc initial Order ofB.rrl.
o. by player assignment, rhe €fecrs of BCE

[ 18.3 I ] A brigsdc's b.rrcries de uoaffectcd
by the los6 ofBCE. Th. batte.i6 en fir.
nomally dd do dot add I to Eoral. chek

ll8.32lGun aod crcw losses never apply to
the BCE lisit.

U8,al OB ROSTER SHEET (Scc ch&t3

ll8.4ll The Ordo of Battle Rclcr Sbcct it
us.d to r€.ord th. numb.r dd rype of los.s
suff.red by elch play.r's uDits for Brig.d.
Combar Eftecriv.n.ss. Tte OB Rost.r Sh..r

A. The design.tion ofall brigades, divisions,
aad corps, and rh. nlmes ofa[ leaders.

E ch time . ledff t'cco6.s a casualry or is
@pruF4 rhe box n.xt to his 

''me 
is mart.d

off Extla box€s ar. provided for repl.c.m.ni

B. The baftery srrength (total numbe. of
batte.i€s) at the sr.n ofrhe game.

C. Thc Brigad. Combat Effetivenes limit
ofeach briSade as conpar.d rc rh. rorsl
nuDb€i orstreo$h Poinrs in rh. b.iFdc (for
.mple, l2 of 25).

The.e is onc .ow ofboxes to itrdicate rhc
totlL number ofst.ength poiots qnd a slash (/)
is placed atod8 that row to iDdicate the cur-
rcnr BCE level for tbc brigade. When all
tox6 to ihe l.ft ofrhe slash havc bccn

'Mked 
oli the brirade has rqchcd ns BCE

D. A btant fo. rccoidint the ammunition

The symbols uscd to mart bo'es are:

case ll-l), h. ma.ts the reassigned SP a! an
elidinat.d SP or the b.igade\ OB Roster;
the .lasr box on $e rosrer is osrked ro lvoid
contusion. R.a$islins a SP
afects rhc brigad.'s BCE.

ll6.a3lPlay.6 should always us. a pencil
ehen w.iting on the OB R$ter Sh€€t sine
rhe optional rules auow for sftaggle! recovery
and BCE adjusrment. (See secrions 24.0 and
25.0.)Ret.in on. copy ofeach OB Rosrc.
Sbeer without merlG on it, sincc duplicate
copi6willb. needed. Duplicat. copi.s are
noi availablc f.om TS& I!c.

ll8.a4lTSR, Inc. sraD$playcB pcmksion
ro photcopy the OB Roster Sheec for per

[I8.5] BCE MARKERS

A limit.d number ofBCE marker3 ar€
included in thc gde Pl.ye6..n place then
on brigld. comDedeG whos. brigadca have
lost BCE, as an e.sy rdinder of thr b.;
gade's status. However, playeis are not
required to use the harkeBi thcy can ke€p
rhe BCE !t.r$ of their brigades sedet from

u9.01 sPEcrAL rrNrTs
ll9.U UNION SI{ARPSIIOOTERS (BeF
du'6 ShalpshooteF)

The I US SS snd 2 US SS rcsim.nrs (III
corps) havc several special capabihies.

ll9.lllTh.se rcsiments are iodcp.ndebt dd
not subjccr to conoud @.lrol r€stridionsj
ihey are alsa'r in comand. If rour.d, rhey
an self{llly using the sam€ p.ocedur. fo.
a.iiuery andeason cre*s (see case 13.5).

ll9.l2lUS sharyshooter unirs arc not subject
to BCE los.

tl9.lllUS sh.rpshmter unir3 c.n diaw
annuDirion from any Union divisional

ll9.l4lUS shlrpshoorer uDirs cln cmploy
skiimish forDation (see section 23.0).

[19.2I CSA SHARPSIIOOTERS

Two Conf.dcrsre bits are design.trd as
sbarpsbor.r units- Vhile they wcr. bener
armed and could.cr $oewh.t morc inde-
pendently rhan the average Confcdemte
regimcnt, they did not conlain sp€ciauy
hsf,dpick€d individuls as did Bc.dan's US

lte.2ll CoDfcderate sharpshoot.r unib a.e
quasi-indcp.nd.lt. They ale acruauy paft of
th.ir d.signatcd brigade and can st.ck wirh-
out norale pcltalty wirh othc. utrils ofthe
same brigade. They are not consider€d our of
command ifbcyond rhe Effecrir€n€ss Radius
ofthe; brigade commandei When within
their.ommandels Effectivencss Radiur rbey
.re trcared.s pari ofthe briS.dc for cod'
Eald puryl$. They arc subiect to BCE
rcsricrionr ard then los*s count againsr
dcir brigad.\ BCE.

[19.22] Conf.de.ate sha.pshooter unirs can

X
r.)
\7

Z

= Srr.nCth point or gun clitni-
mrcd; or ledd kill.d.

= Str.ngth point, gd, or lcader

ll8.42lIfa play.r assigns m infantry
strengrh point as a w.gon or ftain dew G€€
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casualties, a number of boxes, equal to the
number of Strength Points lost, are marked
on the DB Roster for that unit's brigade.
When the number of boxes marked off
reaches the BCE limit, the brigade has lost
Combat Effectiveness. The effects of BCE
loss begin at the end of the Phase in which
BCE loss occurs.

CASES
[1s.1] EFFECTS on ace LOSS on
1ttt='-atvrnv AND cavatnv
[l3.1l| Add l to the die roll for any Morale
Check made by a infantry and cavalry unit of
a brigade that has lost BCE.
[1El.12] No unit in a brigade that has lost
BCE can initiate Melee Combat (Exception:
a unit that is in an "Engaged" melee can
attack, even ifits brigade has lost BCE.)
Units ofa brigade that has lost BCE defend
normally in melee combat.
[lB.13] Ho unit in a brigade that has lost
BCE can move adjacent to any unrouted
enemy combat unit except enemy abandoned
guns, or abandoned wagons or trains.
[18.2] BRIGADE RETREAT

If an infantry or cavalry unit of a brigade
which has reached or exceeded its BCE limit
routs, and that unit is in the Effectiveness
Radius of its brigade commander, all the
unpinned, unrouted units of that brigade in
the Effectiveness Radius of that leader must
retreat two hexes. At the end of the two hex
retreat, all retreating units make a Morale
Check and undertake rout movement (three
hexes) if they rout.

[1B.21] The routed units of a brigade subject
to brigade retreat must retreat three hexes,
rather than two, but do not check for addi-
tional rout.
[1822] The pinned units of a brigade under-
going brigade retreat remain pinned and do
not retreat.

[lB.23] Units that retreat out of enemy
ZUC‘s are subject to Withdrawal Fire (see
10.1}. If, due to the fire, a unit is pinned, it
must retreat one hex and make a Morale
Check. If it passes the morale check, it is
pinned; if it fails the morale check, it is
routed.
[1324] Units that are unable to retreat are
subject to capture (see case 14.1).
[1B.25] A brigade can only undergo brigade
retreat once per Phase. If a second unit routs
as a result of Morale Check made during
brigade retreat, the brigade does not retreat
again and make more Morale Checks. In
addition, the routed unit which triggered
brigade retreat does not retreat with the
brigade. It simply routs the three normal
hexes (not five or six hexes).
[1s.2s] Any artillery battery within the Effec-
tiveness Radius of a brigade commander
whose brigade is undergoing brigade retreat
has the option to retreat; it is not mandatory.

If unlimbered, they may limber in order to
retreat, subject to normal Withdrawal Fire.
This is the only way an artillery unit can
ever change formation in a phase other than
the friendly Movement Phase.
[1827] Once a brigade has lost BCE, the
owning player should not deliberately leave
units of that brigade out of command to
avoid the penalties of brigade retreat.
[1B.3] EFFECT OF BCE LOSS ON
ARTILLERY

Whenever an artillery battery is assigned to a
brigade by either the initial Order of Battle
or by player assignment, the effects of BCE
are as follows:

[1B.3 1] A brigade’s batteries are unaffected
by the loss of BCE. The batteries can fire
normally and do not add 1 to morale check
die rolls.

[£8.32] Gun and crew losses never apply to
the BCE limit.
[l8.4] OB ROSTER SHEET (See charts
and tables)

[l8.4l] The Order of Battle Roster Sheet is
used to record the number and type of losses
suffered by each player’s units for Brigade
Combat Effectiveness. The OB Roster Sheet
includes:
A. The designation of all brigades, divisions,
and corps, and the names of all leaders.

Each time a leader becomes a casualty or is
captured, the box next to his name is marked
off. Extra boxes are provided for replacement
leaders.

B. The battery strength (total number of
batteries) at the start of the game.
C. The Brigade Combat Effectiveness limit
of each brigade as compared to the total
number of Strength Points in the brigade (for
example, 12 of 25).

There is one row of boxes to indicate the
total number of strength points and a slash (I)
is placed along that row to indicate the cur-
rent BCE level for the brigade. When all
boxes to the left of the slash have been
marked oil] the brigade has reached its BCE
limit.
D. A blank for recording the ammunition
level of corps trains.

The symbols used to mark boxes are:

 = Strength point or gun elimi-
nated; or leader killed.

= Strength point, gun, or leader
captured.

 = Leader wounded.

[18142] If a player assigns an infantry
strength point as a wagon or train crew (see
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case 11.1), he marl-ts the reassigned SP as an
eliminated SP on the brigade‘s UH Roster;
the last box on the roster is marked to avoid
confusion. Reassigning a SP as a crew never
affects the brigade’s BCE.
[lB.43] Players should always use a pencil
when writing on the DB Roster Sheet since
the optional r|.tles allow for straggler recovery
and BCE adjustment. {See sections 24.0 and
25.0.) Retain one copy of each OB Roster
Sheet without marks on it, since duplicate
copies will he needed. Duplicate copies are
not available from TSR, Inc.
[1S.44] TSR, Inc. grants players permission
to photocopy the OB Roster Sheets for per-
sonal use only.

[1B.5] BCE MARKERS

A limited number of BCE markers are
included in the game. Players can place them
on brigade commanders whose brigades have
lost BCE, as an easy reminder of the bri-
gade’s status. However, players are not
required to use the markers; they can keep
the BCE status of their brigades secret from
the opponent.

[19.o] SPECIAL UNITS
[19.1] UNION SHARPSHOCITERS (Ber-
dan’s Sharpahooters)
The 1 US SS and 2 US SS regiments (III
Corps) have several special capabilities.

[I9.I 1] These regiments are independent and
not subject to command control restrictions;
they are always in command. If routed, they
can self-rally using the same procedure for
artillery and wagon crews (see case 13.5).
[l9.12] US sharpshooter units are not subject
to BCE loss.
[19.13] US sharpshooter units can draw
ammunition from any Union divisional
wagon or corps train.

[1914] US sharpshooter units can employ
skirmish formation (see section 231]).
[19.2] CSA SHARPSHOOTERS

Two Confederate units are designated as
sharpshooter units. While they were better-
armed and could act somewhat more inde-
pcndently than the average Confederate
regiment, they did not contain specially
handpicked individuals as did Berdan's US
Sharpshooters.
[19.2 1] Confederate sharpshooter units are
quasi-independent. They are actually part of
their designated brigade and can stack with-
out morale penalty with other units of the
same brigade. They are not considered out of
command if beyond the Effectiveness Radius
of their brigade commander. When within
their commander‘s Effectiveness Radius, they
are treated as part of the brigade for com-
mand purposes. They are subject to BCE
restrictions and their losses count against
their brigade’s BCE.
[1922] Confederate sharpshooter units can



attcmpt to selirauy ifoutsid€ rheir brig.de
commaod€r's Ef.ctivenc$ Radius. When
within their coholnder's Eflectivene$
kdius, Ihey are Elli.d oormauy.

[ 19.23! Confederate sharpshootc. unirs can
only draw annunition frod rheir own divi-

I19.241 CoDfederate shlrp8hooler uirs can-
oot enploy skirdhh formation.

ll9.25l Tbe 5rh Al.b.ma sharpshootcr unit
(O'N.al\ Brisade) is ecrually p.rr orthe 5th
Alabana Regimenr. S..8.18.8 fo. stackinS

ll9.26lThe Palmetto sharpshooter unit (M.
Jcnkins' Brigade) is an opiional CoDf€d€rat€

ll9.3l csA coRPs cAvArrY
Two Confederate caealry units ft d6ignaEd
!s U Corps bits. These cavalry dits havc
ccrl8in command rcsrrictions th.oughout the

ll9.3ll II Co.ps cavslry units are ir com-
mand otrly when vithin th€ ErediveD.ss
R.dius ofuy Il C,rps briEld. coDmlnd.r
or wilhin five hd$ ofany II Co.ps divi-
sional co@nder or th. corps command...
This five'hq rang€ is trclt€d as any rormal
comoadd range Gubject to t€&in and
en€my zoc).

ll9.32lIfplaced out ofcohnaf,d by en.my
actioit, II Corps avalry unirs hay asumc
conmand sBrus as L.adcrl€ss Rcinforce-

[20.01 BREASTWORKS
GENERAL RULE

Brcastpo.ks mark.B r.pr.$nt rebpoh.y
fortific.tions coffrrucl.d by r!@ps from
variob Deierials. lvhcn bre3stwo.k markeB
.r. placed on the map tbey are always ori'
ented so tblt ihe sctull breasrwork conrour
runs alodg th€ hexsidcs the play€r wsn$
p.otected; id effect, br.anwort ndk€rs havc
. facing. B@st*orl$ arect combat only
through the lhr.. h.xsidcs indicared by rb.

CASES

[2(|.II BUIIDING AND DESTROYING
BREASTWORKS

120. I I I Breasrwork cln bc builr by irfantry
unns only. A unir Bust b. in @lt'llud to
initi.t. breastwort construcrion.'IbcoDsrrucr
. bre..rwort, the playc. t.tes a bftartworl
mark r ar tbe beSinning ofthe Frien<[y
Movemenr Phsse and placcs the infanrry unit
building th€ br€sstwork und€r the m.rker,
with the "ulder con8trucriotr" side ofthe
ma.k€r facing up. After rhree tums ofcon-
struction, .r the .nd of the Friendly Move-
me Phe ofrbar rhird TUrn, the i.fantry
udt ca. be plaed on rop ofrhe breastwork
marker, with th. b!.astwork side ofrhe
marker face-up, indicatine that the b.dsr-

oorki5 complete. Th€ three rurns ofcon-
stroction.lo not have to be cons.cutiv€, bur
the uit that b€gao consruction canoot leave
tbe br@stwork hex util consruction is
either finish.d or rorauy ab€ndoncd.

t20.l2l Brc.stworks can be buih only durins
nighr gamc turns. Coostroction must begin
ald end ar night. Any bressrworks uncom-
pleted by daybreat are lemoved from the
map (Exception: see sceDalios).

[20.13] Brc!$works cannot be built in any
tosn h€r or tnalsh hq. Only one brcasrwort
can bc buih itr any givd hq. A br.as$ork
has no stacling value. The.e is no lihn ro
the nmber ofbreasrworks that can be built
during the game; playeB can use counte.s
from other gam$ ro malc moic bicasNoik

[20.14] Once built, the facing ofa br.asrwork
m*ker cannot be chang€d.

[20.15] Once e brelsrwo.k is un.ler consttuc-
tion, rhe origiml consrroding unir must
ienaio in th€ hq until ir is finishcd, uf,le$
the breastwork is abaldoDed. Funh.rmor€,
tro other unit can enrer and rcmain in th.
co6lruclioD h.x unless ir ioiB in thc con-
sructioni i.€., any ulit cnteriog a coDsrruc-
riod he: it plac.d unde. th. orisinal unn.
wlile th€ second unit does not sp..d con-
situaion, h does not stop it by leaviDg, as
loDg as rhe original unit .enains in the proc'
css ofconstruction. Any mit can pass
tbrough a bex containing a br€6two.k under
coEtrodion by paying one additionll Move
ment Poinl. lf, for ey rea$n, rhe original
codsducting unit(s)roov€ fiom rh hd, rhc
breastwork marker is r€aov€d. Oncc a
breast\ro* marker is .enov€d, ! uDir must
staft over ro build ! breast$7ork in that hex.

[20.161 Units buildidg br€astworks cauot
fi.e in the Ofensive Fne Pha$. They have
no ZoDcs ofconrol dd dnot enBsSe in
Withdnw.l Fir. or Retrqr Fn., but thcy
can block en.hy supply edcooB.f,d plths.
Const.uctinS units can fire in th€ Dcfersive
Fhe Phase; however, rhe final Fire Stiength
is shifted onc column ro rhe left on the Fne
CRt ln any gaD€ lurn rhar s consrrucring
uir fr€r, th. consruction is kmporarily
suspeded for lhar rm. lt €d continue
normauy in subscquent tms.

[20.17] Unirs building breastworks can.ot
initiaF melec combrj howeve., if they a.e,
thenselv.sJ attlck€d iD melee combsr, they
defedd dormally. Constructidg unirs catr
an.ck irthe combafBult is an "En8aged"
m.lee. In .ny game rum that a coosttucting
uir fighrs in mclee, th. co.stroctioD is
tetupo.aiily suspended for rhat rurn. lt cln
contioue rormally in subsequenr lurns. If
consrudng units afe forc.d to r€treat from
rhe he\ th. b..asrwork is abddoncd and ihe

120.181 Br..steorks cd be disnantl€d by an
ufantry uf,it that spends oDe entire friendly
Player'Turn in th. hq. Thc disdandins unit
6dot fire (exc€pt def€.sivelyr iDcludirg

withdrawsl fire and rer.eat fi.e)and cainot
initiat. m€lee combar (slrhourh it defends
normally lod cln fishr "ensascd" melees).
Bleastworts cu b. disnantl.d in borh day

[20.21 EFFECTS OF BREASTWORKS

[20.21] A b.eastwoik hexsidc.rccrs move-
nent Gee Tei.aiD EffecE on Movenent
Chan,5. l9) .

[20.22]A uon pays the mov.mcol point cost
fo. br€lstworlG otrly wheD ir cro$cs a brcast-
work hcxside. Ifa unit lelves a breastwork
hex ftrougb a lod-breasrwork h.xside, only
the nornal terain cosr is paid.

[20.23]If! unil within a brelstwork hd is
fired upon through a breastwork hexside, thc
total Fi!. StictrFh is shifted one colum to
rhe l.fi. For rh€ purposes offilc combat, the
def€n3ive benefi$ ofa breasrwolk can be
added ro rbar ofady termin, with the provi
sion that lhe filal adjustDent cannot be more
than two columns iD aDy onc di.ectioD,

[20.23] In melee combs! ifthc dcfendins
units a.e in a breasi{ork he& any artacting
st.ck ofuniis rhat enteB thc melee her
rhrouEh a br€asrwork hexsid. subtracts on€
from ns m€lee stensrh.

[20.I] DURATION OF BREASTWORXS

Oncc constructe4 breastworks remlin in
pl.ce for the remainder of$e g6me, ules
dismandcd G€€ 20.18).

[2r.01 NrGHT ACTION
GENERAL RULE

Units have s re.rricted ability to move and
Iight during night Game-Tu.ns. The number
of nighr rums hs been .educcd ro simulare
rhe dimolry ofmaneuver; the nns€ of
w€apons has bee! s.v.rely r€snictcd b€caur
of rhe inabiliry $ pick our rargets over aly

CASES

I2l.l1DURATION OF NIGHT TURNS

The sun s.u, for gade purposes, after the
1940 (7:{0 PM.) Turnr it ris.s at th€ begin-
nins ofrhc 0500 (5:00 A.M.) Turn. Au Tums
in bctwcd ar€ night rums. Night turhs from
2000 ro 0300 ar€ hourly in duratiotr.

[2I.2] EFFECTS OF NIGHT

During night turbs all normal gaDe f6c-
tions may takc place, with th. fouowing

[21.21] Small-ams uiti c.nnot fire at a
range of more th@ ole h.x. Th€ fire efr€c-
tivencss at ihat rdge is normalj i-e., ihe
Range Chart is followed as ifir were daylight
for a range ofone hex.

[21.22]A iuery unirs hare a mdimD ranse
of two h.xs; rhe range modin.r is the same

[21.23]Th. Effectiveness Radius oflll bri-
gade commsndeB is reduced by one hex ar
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attempt to selflrally if outside their brigade
commander‘s Effectiveness Radius. When
within their commander’s Effectiveness
Radius, they are rallied normally.

[1923] Confederate sharpshooter units can
only draw ammunition from their own divi-
sional wagons.
[l9.24] Confederate sharpshooter units can-
not employ skirmish formation.

[lll.25] The 5th Alabama sharpshooter unit
{O'Neal‘s Brigade) is actually part of the 5th
Alabama Regiment. See 8. 1 3.B for stacking
procedure.

[19.2ti] The Palmetto sharpshooter unit (M.
Ienkins‘ Brigade) is an optional Confederate
reinforcement.

[19,13] GSA CORPS CAVALRY

Two Confederate cavalry units are designated
as II Corps units. These cavalry units have
certain command restrictions throughout the
battle.

[l9.3l] II Corps cavalry units are in com-
mand only when within the Effectiveness
Radius of any II Corps brigade commander
or within five hexes of any II Corps divi-
sional commander or the corps commander.
This five-hex range is treated as any normal
command range (subject to terrain and
enemy ZOC}.

[1952] If placed out of command by enemy
action, II Corps cavalry units may assume
command status as Leaderless Reinforce-
meats (see case 22.7).

[2n.0] nnnasrwomts
GENERAL RULE
Breastworks markers represent temporary
fortifications constructed by troops from
various materials. When breastwork markers
are placed on the map they are always ori-
ented so that the actual breastwork contour
runs along the hexsides the player wants
protected; in effect, breastwork markers have
a facing. Breastworks affect combat only
through the three hexsides indicated by the
breastwork contour.
CASES
[2ll.1] BUILDING AND DESTROYING
BREASTWORKS
[20.l 1] Breastworks can be built by infantry
units only. A unit must be in command to
initiate breastwork construction. To construct
a breastwork, the player takes a breastwork
marker at the beginning of the Friendly
Movement Phase and places the infantry unit
building the breastwork under the marker,
with the "under construction" side of the
marker facing up. After three turns of con-
struction, at the end of the Friendly Move-
ment Phase of that third Turn, the infantry
unit can be placed on top of the breastwork
marker, with the breastwork side of the
marker face-up, indicating that the breast-

work is complete. The three turns of con-
struction do not have to be consecutive, but
the unit that began construction cannot leave
the breastwork hex until construction is
either finished or totally abandoned.
[20. 12] Breastworks can be built only during
night game turns. Construction must begin
and end at night. Any breastworks uncom-
pleted by daybreak are removed from the
map (Exception: see scenarios).
[20. I3] Breastworks cannot be built in any
town hex or marsh hex. Only one breastwork
can be built in any given hex. A breastwork
has no stacking value. There is no limit to
the number of breastworks that can be built
during the game; players can use counters
from other games to make more breastwork
markers.
[£20.14] Once built, the facing of a breastwork
marker cannot be changed.

[20.l5] Once a breastwork is under construc-
tion, the original constructing unit must
remain in the hex until it is finished, unless
the breastwork is abandoned. Furthermore,
no other unit can enter and remain in the
construction hex unless it joins in the con-
struction; i.e., any unit entering a construc-
tion hex is placed under the original unit.
While the second unit does not speed con-
struction, it does not stop it by leaving, as
long as the original unit remains in the proc-
ess of construction. Any tmit can pass
through a hex containing a breastwork under
construction by paying one additional Move-
ment Point. If, for any reason, the original
constructing unit(s) move from that hex, the
breastwork marker is removed. Once a
breastwork marker is removed, a unit must
start over to build a breastwork in that hex.
[20.16] Units building breastworks cannot
fire in the Offensive Fire Phase. They have
no Zones of Control and cannot engage in
Withdrawal Fire or Retreat Fire, but they
can block enemy supply and command paths.
Constructing units can fire in the Defensive
Fire Phase; however, the final Fire Strength
is shifted one column to the left on the Fire
CRT. In any game turn that a constructing
unit fires, the construction is temporarily
suspended for that turn. It can continue
normally in subsequent turns.
[20.17] Units building breastworks cannot
initiate melee combat; however, if they are,
themselves, attacked in melee combat, they
defend normally. Constructing units can
attack if the combat result is an “Engaged”
melee. In any game turn that a constructing
unit fights in melee, the construction is
temporarily suspended for that turn. It can
continue normally in subsequent turns. If
constructing units are forced to retreat from
the hex, the breastwork is abandoned and the
marker is removed.
[2018] Breastworks can be dismantled by an
infantry unit that spends one entire friendly
Player-Turn in the hex. The dismantling unit
cannot fire (except defensively, including
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withdrawal fire and retreat fire) and cannot
initiate melee combat (although it defends
normally and can fight "engaged" melees).
Breastworks can be dismantled in both day
and night turns.
[2ll.2] annacrs or naaasrwotuts
[2021] A breastwork hexsidc affects move-
ment (see Terrain Effects on Movement
Chart, 5.19).

[2022] A unit pays the movement point cost
for breastworks only when it crosses a breast-
work hexside. If a unit leaves a breastwork
hex through a non-breastwork hexsidc, only
the normal terrain cost is paid.
[21123] If a unit within a breastwork hex is
fired upon through a breastwork hexsidc, the
total Fire Strength is shifted one column to
the left. For the purposes of fire combat, the
defensive benefits of a breastwork can be
added to that of any terrain, with the provi-
sion that the final adjustment cannot be more
than two columns in any one direction.

[20.23] In melee combat, if the defending
units are in a breastwork hex, any attacking
stack of units that enters the melee hex
through a breastwork hexsidc subtracts one
from its melee strength.

[20.3] DURATION OF BREASTWORRS
Once constructed, breastworks remain in
place for the remainder of the game, unless
dismantled (see 20.18).

[21.0] NIGHT ACTION
GENERAL RULE
Units have a restricted ability to move and
fight during night Game-Turns. The number
of night turns has been reduced to simulate
the difficulty of maneuver; the range of
weapons has been severely restricted because
of the inability to pick out targets over any
great distance.

CASES

[21.1] DURATION OF NIGHT TURNS

The sun sets, for game purposes, afier the
1940 (7:40 RM.) Turn; it rises at the begin-
ning ofthe 0500 (5:00 A.M.) Turn. All Turns
in between are night turns. Night turns from
2000 to 0300 are hourly in duration.
[2l.2] EFFECTS OF NIGHT

During night turns all normal game func-
tions may take place, with the following
exceptions.
[2i.2l] Small-arms units cannot fire at a
range of more than one hex. The fire effec-
tiveness at that range is normal; i.e., the
Range Chart is followed as if it were daylight
for a range of one hex.
[2l.22] Artillery units have a maximum range
of two hexes; the range modifier is the same
as for daytime fire.
[2 l .23] The Effectiveness Radius of all bri-
gade commanders is reduced by one hex at



In addiiion, division ard corps commandcrs
cqn us. thcir Commqr.l Points to crtcnd thc
Effccliv.n..s Rsdius of brig.d. cot!)l'md.B
only whcn sr.ckcd with th. brigadc com-

[2 ].24] For purpos ofEov.n.nt oolyr .ll
brigad. .trd divbional command.B .r. con-
sid.rcd out ofconmond, rcsardlcss ofthcir
.ctu.l proxiDity to thcir superior com.
m.nd.rsj in.ff.cr, brig.d. dd division
@mMndcB csn mov. only onc hd pcr rum
at nirbr (Exccption: ! bris.d. or division
ootlmdcr c.n Dov. notully on a tbo.
oughf.rc if hc b.dns . nishr turn sr.ckd
wfth e sir ofhis owtr coEE.nd which is in
column dnd is on o. ad'lcctrr to that thor
ougbfar.). A comd:ndcr-unn $act usins
no.m.l mov.m.nt c1nnot .ntcr an €n.my
ZOC or volunrsrily chsng. formation during
thc tum. Corps and.my comm.nrt€.s mov.

I2t.25l Th. mclc. initiation proccdule is
modin.d et night (scc 12.27). Units stacl(cd
sirh lcqdc.s do not automatic.Uy iriti.t.
ioclcc cornbat. Unns rdj:c.trr to l.ad.F
rccciv. no mcl.c initi.tion moral. bcn€tirs.
All units att.mptinS to initiat€ m.lce combat
.t tright must bele r succ€'sfuI mo.sl. chcct
to do so. All unhs :tt€mpting to initiaE
mclc€ combar at night edd I to thc die.oU,
id.ddiiion ro rhe usual modifi.K;.ll bodi-

[21.26]Units lishtins an "Ensascd" 6clcc
.i nighr conducr mclcc combar norD.Uy

[22.01 RETNFORCEMENTS
GENERAL RULE
R.iafoKd.n$ siv. ar vdious rio6
rhroughour lhc grm. accordinS rc th. R.in-
forccm.nt Schedulc of each scenario. R.in.
fo.c.bcnts must lirst cnter . Stsging Arcq
d6iglrlcd for (b.t p.nisrlr goup ofr.ir-
foRo.nts bcfor. moviq onto th. @p.

[22.1I THE STAGING AREA
Thc veriour Staging Ar.:s.rc oumb.r.d "1"
througb " 1 3" .nd rcplcicnt thc s.cas
rhrougb which rroops c.n.rivc .ndor
dcploy b.fo!. rhcy crt.r th. gan. @p. E cb
st.girt arc! cont.ins . roa.l or pikc by which
unirs cEn dircrly cnr.r thc g.h. m.p. This
.@d or pilc hd is fi. .nrrdc h.xj thc h.x
wnh th. dow is th. Arrow H.x.

[22.2I ENTERING THE STAGING
AIEA
Mo6t rcinforc.m.rts cDt.. rhc Stlgins tud
(not tb. .dual g nc mzp) in cllutnn forn .
don, limbcrcd, or bountcd. Tlt.y mlsr dr.r
rh. ArN Hq ud d .rr.r th. St.sins Ara
thtough no orhd hq (kcepdon: Rodes'
Division, scc s.nion 35.0). Thcr. is no movd
m.rt point cost to cnt.r the Ar.ov Her.

[22.3] ENIERING TIIE GAf,{E MAP
UaiB c:n cnt.r rhc gamc Eap from rh.
staginS arca in cithcr oftwo \rays: th.y cm
chtd directly throuSh the entr.nc€ hei or
tb.y en d.ploy insidc th. $atint ee md
thcn.nr.r thc m.p through dy hd.dj.c.nr

to tb€ staSing arca hcx.

122.3ll Units @l.rin8 the m:p through th.
.nttuc! hcx nust bc ia column, linb.ro4 or
mountcd, There is no clsr to cnte. thc Arow
Hd, bur units Du3t psy lbc roro.l r.rEin
co6r ro. .r rh. dtl:@ hq. Uoi6 .nt..i!s
in colunn shodd bc viluali?..d as a chrin or
units. Thc fi6t ul|h costs, for clroplc, one
mov€m.or point to .ord; thc !.c!d4 2 mor6
mcdr poi.$; thc !hir4 tbtc., ctc.

122.321 Unit! tbat chang. fornrtion ard/or
dcploy virhin thc Shging Ar€. c.n drcr dte
grn D.p oo thc Tum tbey arc lchedu|d to
.ppar if thcy bak ndnciot tl)lrcdt points
E@iniry lo do s. Th. Aru Hq Gt3 no
movee Doir$ ro. d. Hoglw, all othd
hq6 wirhh rhe St ting As @ tEat.d u
Cl@rcmin.Unit5@!!ei o ald throush
the hq6 nooally, d.ployinS ioto a bonle
lin., €tc., bcforc .ot.ring th. map. Th. units
p.y rhe tull El)ffi( poinr cr ofth. fust
tn:p bd lh.y ot r; hosffi, unill glt.ring
though h.rsid6 contaiiing Pifc., Roa&, or
Thils pay dtc tlomugbbre cct.

[22.41 EFFECTS OF THE STAGING
AREA

l22.4ljNon. ofth. hq6 intidc a St.ging
Ae lrc cotrsid...d to b. on thc g.f|. m.p.
A unir in. Staging Area c.n, howcv.r fir. ar
a uf,ft on rhc g3De tnap. A unit on th. glDe
m.p fEd oo by a unil i! a St4ing Ar.: can
fir. bacl .t ! urit thst tued-but only ct a

[22.421 Units iD: strgilg:r.i crn bc .ff.c-ted
by anill.ry overshoot (se€ c.!. 15.6). Thc
artillery r.solves firc nomally.

122.431 Orc. a unir lev6 th. Sragils Ar@ ir
crnnor mov. bact inro n G'c.prior: i unir
that movcd out of N staging arca to initirte
mclee cobbat i. sllov/cd ro rct.cat into th.
3t.ging .@, s e!. 22.51). Ulirs onor
r.tret our ofthc boundlri$ ofrb. Daniolar
SEgiDg Ar.! rhcy or. in.

[22.44] Zon6 orcorml do no( dr.rd inro
o! @t or Sladns Ar..s.

122.451Unirs Dusl obsde normal sr.ckins
..sridiont ir $.giry Ard3.

[22.51 BLOCKTNG ENTRANCE
TIIROUGII STAGING A.NEAS

[22.51] Ifan cdtr|nc. he! b occupid by ,n
cncmy unir, th.t cnrmce hc,. c.mor bc u!.d
to b.ing in f.icndy rcirforccmcnis. Hos.v.r,
rcirforem.nls qn movc and/or dcploy
wirhin th. $aging...a md rh.n eot.r thc
8.n. nap through diaceol mip hd.s. Ifrll
hcrca adilccot to a stagrng ar.a al. oc$pied
by.n.Dy uni$, no fri.ndly unii catr.nt.r
th. ganc lnap rhrough rhat 3isging:r.i
durilg th.t Mov.m. Phas..

122.521Units in s ltariDs arc! c.f, all.hpt ro
initiate mcl.c combat aginu rdjaceot cn.ny
uniis (s.c c.scs 9.9.nd 12.27).

122.531 Rcinforc€m.nts for&d ar tta r$uh of
combat to f.reat or .out hto or frob . na8-
irg .e bq do oot lc.rc th. ltiti.g .@;
nthq. ihd I onlidcEd r.rrer.d or rcut.d

in lhat stadf,t.r.a hq. Th.y musr be 6lli€d
ui.t norm2l nlly ploc.durc., ifroul.d.

[22.t4]A pl.ycr c.o cho$c ro byp.s.ny
sl.ging srca rcgsrdlc$ otwh.rh.r rh. sr.ging
arca is bl@t.d, subi.ct ro ftc o{,n.6hip
!.s$icdons ofc.s.s 22.56 rnd 22.57. Moling
bew.cn staging ar.ar dclays rhc cnry of
.cinforccments. It cost. (hre. gEm. turns to
Dov. b.tsen .ny adjaccnt sragirg.H wnh
rh. cxc.piiotrs of 3 ro 4 and 4 to 5, which
cosr rwo gdn Nrnsj and 2 ro 3 and E rc 9,
which cosr six grme turns.

I22. t5l Pl.y.B can .l.cr ro jump hor. rhan
onc.E., payint rh. apprcprizr. rim. cosrs.

[22. t6]Thc cSA sr.dns.r .8.rc l ,2,  3,4,
5,6,7,8, and 9. ThG USA stagi.t arcas ar.
9, 10, ll, 12,.od 13. F.i.ndly unils cannor
ctrr.r rhc gaft. map rbrough cncmy staging
a..as (Erccpdon: both play.rs cao .nrer unitt
rbroush stasins :re3 9).

[22.57]Tb. USA Playcr c.nror chl'@ to
iump from $.dns !..! l0 to 9 ifthc CSA
Plsy.r eopi.3 o. conrrok C€m€t.ry Hill
dd PowcF Hill.

[22,01 oFF-MAP TNTEITTGENCE
The Fri.n.lly Playff mu8t inform th. En.my
Play.r oftb. status offricndly roop rcin-
forc.m.nts wh$..nrrlncc hcx k block.d.
He nust ioform the oth.r plsyer ofrheir
pr6.ncc, ifdEy hrv. Dolcd, end in whrt
diRcrioo rh* irooDs hoEd.

[22,71 LEADERLESS REINFORCE-
MENTS

Regim.nts somctimcs.rt.r tbc gadc ss
reinforc.mcnts s€paratc f.om thci. parcnr
b.igadc. Sp.cial comhad ro16 .pply ro

[22.71] Ifa leadcrlcs! rcinfo.c.m.m r.sim.Dt
is u.bl. ro rech ii3 p.r.nr briFdc virhin
reo G.d.-Tim!, otr rh. third rum or th.re
sft.r rhc owning plsycr c.n us. a rcplacc-
oeor commander to commaod thc r€gimcnr.
Thc rcpl.c.n.nt coloolndc. cnsblG thc
.cinforc.mcrt to movc ard firc nom.lly.
Th. rcpl.cchcnt commsnd.r cstr Elly rhe
uDirr but do.s nor add.ny bcn.fit for 

'Dcl.co! lally. As soon .s rb. r.gimcnt lints up
,?ith irs par.nt briSadc, th...pl.ccm.nt

122.7214 reinforc.mcn! .csimcnt h$ ioincd
irs brigldc sh.n it cnt.r3 th. Eft ciiv.n.$
Radiu3 ofits brigadc comm.ndci Such
rcgim.nrs musr attcmpt to lint up eith $.i
p€ient briSad€s ft soon $ possibl..

I22.EI DSIACHI{ENTS
Two urits ofth. US XI CorF.nrcred th.
barrlc with signilicant trooF d.rachcd which
l.r.r ioia.d (hcir par.nt rcgim..rs. Th.
Ordc. ofAppc.r.ra lisr3 rin.s ofarrivalfor
(hB. d.tgchm.trr3. Wh.n rh.sc app..l
sinply in.r.a!. thc cun.nt str.ngth ofth.
parcnt unit by I SP lfthc F.cnt unit h.s
b.cn climinar.d, thc Union playd can r.ac-
.re rhc regim.nt.t I SP wiihin th. Com-
Mnd R.dius ot its brigad. cornMnd.r (bur
nor in .n Encmv ZOC).
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In addition, division and corps commanders
can use their Command Points to extend the
Effectiveness Radius of brigade commanders
only when stacked with the brigade com-
manders.
[2l.24} For purposes of movement only, all
brigade and divisional commanders are con-
sidered out of command, regardless of their
actual proximity to their superior com-
manders; in effect, brigade and division
commanders can move only one hex per turn
at night (Exception: a brigade or division
commander can move normally on a thor-
oughfare if he begins a night turn stacked
with a unit of his own command which is in
column and is on or adjacent to that thor-
oughfare). A commander-unit stack using
normal movement cannot enter an enemy
ZOC or voluntarily change formation during
the turn. Corps and army commanders move
normally at night.
[2l.25] The melee initiation procedure is
modified at night (see 12.27). Units stacked
with leaders do not automatically initiate
melee combat. Units adjacent to leaders
receive no melee initiation morale benefits.
All units attempting to initiate melee combat
at night must make a successful morale check
to do so. All units attempting to initiate
melee combat at night add 1 to the die roll,
in addition to the usual modifiers; all modi-
fiers are cumulative.
[21 .26] Units fighting an "Engaged" melee
at night conduct melee combat normally.

[22.0] REINFORCEMENTS
oat-mast RULE
Reinforcement: arrive at various times
throughout the game according to the Rein-
forcement Schedule of each scenario. Rein-
forcements must first enter a Staging Area
designated for that particular group of rein-
forcements before moving onto the map.
[22.1] THE STAGING AREA
The various Staging Areas are numbered "1"
through “ 1 3“ and represent the areas
through which troops can arrive andfor
deploy before they enter the game map. Each
staging area contains a road or pike by which
units can directly enter the game map. This
road or pike hex is the entrance hex; the hex
with the arrow is the Arrow Hex.
[ear] surname "ran sraomo
anaa
Most reinforcements enter the Staging Area
(not the actual game map) in column forma-
tion, limbered, or mounted. They must enter
the Arrow Hex and can enter the Staging Area
through no other hex (Exception: Rodes'
Division, see section 35.0). There is no move-
ment point cost to enter the Arrow Hex.
[223] ENTERING THE GAME MAP
Units can enter the game map from the
staging area in either of two ways: they can
enter directly through the entrance hex or
they can deploy inside the staging area and
then enter the map through any hex adjacent

to the staging area hex.
[$22.31] Units entering the map through the
entrance hex must be in column, limbered, or
mounted. There is no cost to enter the Arrow
Hex, but units must pay the normal terrain
cost to enter the entrance hex. Units entering
in column should be visualized as a chain of
units. The fust tmit costs, for example, one
movement point to enter; the second, 2 move-
ment points; the third, three, etc.
[2232] Units that change formation andlor
deploy within the Staging Area can enter the
gamemapontheTurntheyarescheduledto
appear if they have sufficient movement points
remaining to do so. The Arrow Hex costs no
movement points to enter. However, all other
hexes within the Staging Area are neared as
Clear terrain. Units can move into and through
these hexes normally, deploying into a battle
line, etc., before entering the map. The units
pay the Full movement point cost of the first
map hex they enter; however, units entering
through hexsides containing Pikes, Roads, or
Trails pay the thoroughfare cost.
I22.-I] EFFECTS OF THE STAGING
AREA
[22.4l] None of the hexes inside a Staging
Area are considered to be on the game map.
A unit in a Staging Area can, however, fire at
a unit on the game map. A unit on the game
map fired on by a unit in a Staging Area can
fire back at a tmit that fired—but only at a
unit that fired.
[2242] Units in a staging area can be affected
by artillery overshoot (see case 15.6). The
artillery resolves fire normally.
[22.43] Once a unit leaves the Staging Area it
cannot move back into it (Exception: a unit
that moved out of a staging area to initiate
melee combat is allowed to retreat into the
staging area, see case 22.53). Units cannot
retreat out of the boundaries of the particular
Staging Area they are in.
[22.-44] Zones ofControl do not extend into
or out or Staging Areas.
[22.45] Units must observe normal stacking
restrictions in Staging Areas.
[22.5] BLOCKING ENTRANCE
THROUGH STAGING AREAS
[2251] If an entrance hex is occupied by an
enemy unit, that entrance hex cannot be used
to bring in friendly reinforcements. However,
reinforcements can move andfor deploy
within the staging area and then enter the
game map through adjacent map hexes. If all
hexes adjacent to a staging area are occupied
by enemy units, no friendly unit can enter
the game map through that staging area
during that Movement Phase.
[2252] Units in a staging area can attempt to
initiate melee combat against adjacent enemy
units (see cases 9.9 and 12.27).
[2253] Reinforcements forced as the result of
combat to retreat or rout into or from a stag-
ing area hex do not leave the staging area;
rather, they are considered retreated or routed
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in that staging area hex. They must be rallied
using normal rally procedures, if routed.
[2254] A player can choose to bypass any
staging area regardless of whether the staging
area is blocked, subject to the ownership
restrictions of cases 22.55 and 22.52. Moving
between staging areas delays the entry of
reinforcements. It costs three game turns to
move between any adjacent staging area with
the exceptions of 3 to 4 and 4 to 5, which
cost two game turns; and 2 to 3 and B to ‘El,
which cost six game nuns.
[2255] Players can elect to jump more than
one area, paying the appropriate time costs.
[2256] The CSA staging areas are 1, 2, 3, 4,
5, 6, 7, 8, and 9. The USA staging areas are
9, 10, ll, I2, and 13. Friendly units cannot
enter the game map through enemy staging
areas (Exception: both players can enter units
through staging area 9).
[2257] The USA Player cannot choose to
jump from staging area 10 to 9 if the CSA
Player occupies or controls Cemetery Hill
and Powers Hill.
[22.6] OFF-MAP INTELLIGENCE
The Friendly Player must inform the Enemy
Player of the status of friendly troop rein-
forcements whose entrance hex is blocked.
He must inform the other player of their
presence, if they have moved, and in what
direction those troops moved.
[2211 LEADERLESS nat1-u=oaca-
smarts
Regiments sometimes enter the game as
reinforcements separate from their parent
brigade. Special command rules apply to
such regiments.
[22.7l] If a leaderless reinforcement regiment
is unable to reach its parent brigade within
two Game-Tums, on the third turn or there-
after the owning player can use a replace-
ment commander to command the regiment.
The replacement commander enables the
reinforcement to move and fire normally.
The replacement commander can rally the
unit, but does not add any benefit for melee
or rally. As soon as the regiment links up
with its parent brigade, the replacement
leader is removed.
[$22.72] A reinforcement regiment has joined
its brigade when it enters the Effectiveness
Radius of its brigade commander. Such
regiments must attempt to link up with their
parent brigades as soon as possible.
[223] DETACHMENTS
Two units of the US XI Corps entered the
battle with significant troops detached which
later joined their parent regiments. The
Order of Appearance lists times of arrival for
these detachments. When these appear,
simply increase the current strength of the
parent unit by l SP1 If the parent tmit has
been eliminated, the Union player can recre-
ate the regiment at l SP within the Com-
mand Radius of its brigade commander (but
not in an Enemy ZOC).



[23.01 sKIRMtsrrERs
(Optional Rulc)
Thc innid Confedcr|r. advane by H.th\
DivisioD in rhc e.rty mominS houB ofJuty
l, 1E63, w.s nor conduct€d as agsrcsively !s
rhc Coaf€d.Er€ Pl.y.. is lilcly ro do iD irc
ganc- Ad.liion.llr Buford's rr@pc.s e.rc
d.ploy.d.s skimishcB, Erh€r rhgn in a rruc
lin. fomarioo. Us. of rhis rute *itl nor
gr.arly.Irea the rare of Confed.rat. odvane
but willg..arly r€ducc rhe number ofcasu.l-
ti.3 suffc!.d by borh sid6. (auford\.ctual
loss w.r. ud.r 200.)

[8.r] UJGTBLE UNrTS

[23.] l]Th. brc.rdown counreN 8 I A. s rtl
8,8 NY A,8 NY A, 9 NY A, 9 NY A. I? PA
A, .nd l? Pa B ory b. uscd h ptrc. ofrbc
rctm.ntal.ounr.B. Bcrd.n's Sh2D3hdr.B
(l Us and 2 US SS) (scc casc le.l) may.rro
employ rhis optional rule. The.e arc four
addnional units availabl. ro rhe Urion Dlav.r
du. to rhe br..kdown count.B ror fouior'rb.

[2].121 Any dismount.d c.ealry brc.tdown
count.r or dismountcd rcgimenfal counrer
whos. orcnr srrcngrh is 3 Sp,sor l.s ce
€nro sknnbh form.rion, whicb is consid-
ercd o cbdgc offorh.don (s.. 5.19, Terain
Efi.cc or Movcm.rt Chan). Unns c.uor
d.ploy dircctly from mou.tcd to stirmish
form.rior or skirmLh ro Dounred; rwo
chant s offorE.rion !r. r.quired.

123. ls lTb€ unns ofa!rord!  evalry ce usc
stimisb.r fo|@non unril rh..Dd of ih.
July l, 1300 rum. Thc I US and 2 US sbarp
snootcr regrmen$ c.n use skirmish fo.matioo
tbroughou rh€ gam..

I23.2I SKIRMISH T'NITS AND MOVE.
MENT

t23.2llThe Tcnain Erc.rs on Mov.D.nr
Chlrr (t.19) h.s a coluDn for.kirmLh uits.
This colmn is us.d only wh.n rh. unir is in
skirmiih formarion. Wh.n th€ unit b in aDy
olh.r fo@adoo (lin., direoured, most.d)
u$ rhc appropliatc coluinD on th. cb.n.
[23.22]Ulits ir skirmish formation hav. rh.
sam. f.cing as infarrry in line fo.Darion and
rh. saft. ZOC.

[23.23] F.iendly utu can frely p.ss
through a stimLh unir (dd vic v.rr.) bur
stimbh ad nooikirmish unirs cannoi e'd E
Fricndly Movcntnr Phase sracked in thc
$n. hd (Exc.pdonr..till.ry barr.rica c.n
stack wirh skirmish unnr.

123.241 rf.i€rdly sLimish sd noMtd@ish
uit ul.nd ro p.flicipak i! Dclc lmbgr iD
trE smc her, tbe stjmish unirs {outd h.vc to
ch.n8. fbm skimjrh fomrion ro linc o.
dnmounred fo@rion .lui.s tb. Movcmear

lz3.rl EFFECTS OF SXTR.MTSH FOR-
MANON ON COMBAT

[2].31| Whcncver . unit 6rcs white in skiF
mbh fomarion i dcs so wirh a on.-cotumn
shill ro rhc l€fr on th. Fire CRT, in addlioD
ro au noEd col8n rhifts; this skimilh

column sbifr also applics wbcn sti@lh unirs
coobilc fir. with ooD*hirish uoirs (G
dlso cas. 16.54). Anyunir firing on. stir-
misb unir docs so virh ! on.rotumn shifr lo
thc lcft on rh. Firc CRT. Thir b in addidon

I23.l2l Thc Drlimu nub.r of coll,fu
rhifts allowcd for file iovotviDg unirs iD
ski.mish forftsrion is thr.e, inrt..d oft{o.

l2l.33lSki.mnh ufts can be cnlitad.d noF
EElly in ollen iv. or def€dve fr.. They are
ato dfiLded durhs FrR2l liE, bur lhe r
nol c!6id.red dfibded by wiMn*"IfiE
Guch .s ltrc reclivcd in the Rctrclr Before
Mdc Ph@). A stimi.h uir doc. nor r.ccive
. fawEble sltn for irs wepon tyF. wh.D ir is
.ubje.r ro wnhdr$"l fiE or l.l@r fift.

l2l.l4l Anr Firc CRT rerulr r.q!irils a
Dotalc chccur p.rtorD.d nornily, exc.Dl
thsr the unirt mor.l. is nor Dodin.d for

[23.35] Skirnish.rs failins .oo'.r. checks
cau*d by a Pin !6ulr in fue combd rcrrer 2
h.r6 insrcsd ofb.coming pinncd (oo tunh.r
hoEl€ ch.ct erc m.dc for rdrcarins.) On.
P/R reslk rbc atirDish.r rcrrerr 2 h;;s,s
abov€ ifii doB not rour fron th. initial

[2].36lNounir in rtimish forhrrior e'
iniiirre Melee Combar ag.insr .n.my clv.hy
or rnlanrry, r.srrdls of rhc formNuoD of rhe
.n.my unir, rhh rpplica to lour.d as e.[ as
unrourcd.nemy un e{Erc.Drion: rc case
12.e4). Srirn6h urirs tu ;ri.r. b.lR vnh
aniu.ry w.gors, lEinq aDd dcwi.

l23.l7l For purpor! of etolctins rb. [|ete
diffe'enri.l, 

'nflnrry 
stjrEish un'i! lubr6cr

I SP froh rh.ir M.lcc SrrcDsrh for b.iri in
.tirobh forEErion. Cevetry srirmisb uDiri
3ubtEd .r .ddirior.l SP ifia mctc *ilh
.n.my infaotry G.c case 16.5r). The bct.c
rtrcngth of. sldrmish unir csnnot b. r..tuced

[23.38]Units in sld@ish forBlrion lDd unirs
th.i anact rb.m in E L. coEb{t ,r€ Dor
ilbi€fl ro Mcl.c F.riguc (s.c s..rion 3o.o).

123.41 SxIRruIsH UNITS AJ{D
RETREAT BEFORE MELEE
In thc R.rrqt Bcfor. M.ler ph.$, s,kimish
urts can choo6. ro rcter .irhc! on. or r*o
hq6. Ifrh. t.nrh ofretrer is on. bd, th@
ts Do moraL ch.c[ n d. for rerr.rting Ghis is
an qc.ption ro 12.8I rhe uir milc a norhal
moral. ch.€k ifir rct.@rs rwo h.x6.

123,51 SKTRMTSH UNrrS AND ROUT

l23.5ll vho a uit id stirnish fo.nstion
rcurs, n €an filcly movc t}rNgh uffNrd ooo-
slimish ruirs withour @usirg rhc noo- s}j'-
misb ufts ro dbpLce o! ch€ct momte Th.
rcuting sHmjrh.r oninuB its r.tut util ir
r.acrB. ie.r tE (ehich is ar 1..!r 3 hd6
from.h. her frcm which the rour bcg!n). Thjr
ruI. applid ro rdur s w.ll s rout,

123.521 lfa rourcd slimist'.r rcrd$ rtuough a
hq onbiDing uolhd s!.irEishd or uy
rooGd uir, rh. orh.r uir do6 nor dijptc bur

Eust ruL. mo.alc ch6r. Ifn frits ft is
rour.d dd Frfom. mt mdmdr,

123.531Rour.d sti.mish unirs lose au benc
nts ofb.io8 in skirmisb formaion ar thc cnd
ofrh.ir rour move6.Dr. From rhar poinr on
rbey ar. tor allinr.nrs aod pury6.s (oDsid.
.rcd ro b.. rour.d lir. (or dismounred)
fo!m.tio!. Whcn laUicd, rtirmish€F .ssu!r.
lse (or disnounred) fom.rio!.

[24.0] STRAGGLER RECOV-
ERY (Optioral Rulc)
Tbe nMbc! ofacrual esu.ki6 su[...d b!
each side in rh. barrlc d@s nor accounr foi
th. disolsoriz.rion actually intur.d by rhc
individual unns. Many casualries .cc.i;cd
.luing play r.pr6ent dirorsonizrion .nd
srr.ggliD& nor .cru.l Gulrici Thcrefor.,
du.iry rh. Srrassld Rccov..y ald BCE
Adiustm.nr lDrerphase, plsy.rs may .esto!.
the r€dued st.nsrh ofinfsrr'v bn!.des.
Cav.lry bns.dcs ar. ror.liribic ror-straeercr

I2{.U THE STRAGGLER RECOVERY
INTERPHASE

I24.lll The Srhggler R.cov.ry Inr€rphasc
occuB immcdiarely aft.. rhc 0300 ruh on
both July 2 .nd July 3.

I2a.l2l In rhi3 Inr.rphas., cach pteycr ounrs
the rumb.. oftoral infantry,,K.' casuahi.s
(igDoring "C" casuahies) for his cnrirc armv
lnd rh.n rak.s l0% ofrhal roral, roundin!
fEcrions up. Thb numb.r r.p(*nc rhe
toral lubcr ofsraSgl.G r.covc!.d du.irs
rh.l dar's Inrffphe.

t24.2I ADDING STRAGGTARS IO
I'NITS

124.2llTh. rccov.r.d rtra$tcB eay be
addcd to hy .nsd.g od-.orp rcSim.nr
within rhc followins !.n.ictioDs.
. EliSibiliry fo. srlat8ld.ccovery b ba*d

on ror.l brigade casudrica. Each player
list3 rhc brisad$ in his amy in ord{ of
erullrid 3uffc!.d, frod| hosr ro l4i.
BrigadB which h.ve sff.Ed te$ rhd 5
SPs casuslrica a.. not eligible for smggtci

. R€.ddcd $Eggler $rcn$h poin$ arc
add.d lo brigsdB b.tiMS wirh rh. briFdc
srir rh grqr6r esu.tri.g bril a[ diEbt.
brisadd h!v. reild on. itrcnEfi m;r.
Cantmuc disrdbutng srn8ttcr -ir 

dns My;
a s.clnd srrco$h poi ro all elisiblc bri,
Cad6, th.n a rhn4 dc.

[24.221 A ..cov.r.d srr.8gl.! srrcD$h poinr
m.y b. eddcd ro. r.gim.nr wirhiD .n .lisi
bl. brigad. ft.r 6e.ts rb.s. condiriotrs: rh.
.eSidcnr rnu$ h.vc sullcrcd cssu.lri.s bur
caonor havc b..D eliminar.d fron rh. nap;
tro rcgrmcnr can bc r.inforccd beyond i$
ongin.l prinr.d sr..ngrb.

[24.q CHANGTNG OB ROSTERS
Onc. .U $rraggleB for his arny are disrrib-
ut.d, a playcr m$t .ras th. collect nunb.t
ofbox.s od thc OB Rost.B ro r.ned rh€
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[21l.0]SKIRMISHERS
(OptionalRule)
The ini t ia lConfederateadvanceby Heth’s
Divis ionin the ear lymorninghoursofJuly
l , I363,was not conductedas aggressivelyas
the ConfederatePlayeris l ikelyto do in the
game.Addi t ional ly,Buford’strooperswere
deployedas skirmishers,ratherthanin a true
l ineformat ion.Use ofthisru. lewi l lnot
greatlyaffectthe rateofConfederateadvance
but wil lgreatlyreducethe numberofcasual-
t iessufferedby bothsides.(Buford‘sactual
losseswereunder200.)
[sat]auomtnunrrs
[23. ll ] The breakdowncounters8 I l lA, 8 I l l
B,8NYA,8NYB,9NYA,9NYB,l7Pa
A, and I? Pa B may be usedin placeofthe
regimentalcounters.Berdan'sSharpshooters
( l US and 2 US SS) (seecase 19.1)may also
employthisopt ionalrule.Thereare four
addi t ionaluni tsavai lableto the Unionplayer
due to the breakdowncountersfor fourofthe
cavalryregiments.
[23.12]Anydismountedcavalrybreakdown
counteror dismountedregimentalcounter
whosecurrentstrengthis 3 SP’sor lesscan
enterskirmishformat ion,whichis consid-
ereda changeofformat ion(see 5.19,Terrain
Effectson MovementChart) .Uni tscannot
deploydirect lyfrommountedto skirmish
format ionor skirmishto mounted;two
changesofformat ionare required.
[23. l3]TheunitsofBuford’scavalrycan use
skirmisherformationunti lthe end ofthe
]u ly1, 1300turn.The l US and 2 US sharp-
shooterregimentscan use skirmishformat ion
throughoutthe game.
[2-3.2]SKIRMISHUNITSAND MOVE-
MENT
[23.2l ]TheTerrainEffectson Movement
Chart(5.19)has a columnforskirmishuni ts.
Thiscolumnis usedonlywhenthe uni tis in
skirmishformat ion.Whentheuni tis in any
otherformat ion( l ine,dismounted,mounted)
use the appropr iatecolumnon the chart .
[2122]Unitsin skirmishformat ionhavethe
same facingas infantryin l ineformat ionand
the sameZOC.
[2123]Fr iendlytmitscan freelypass
througha skirmishuni t(andviceversa)but
skirmishand non-skirmishuni tscannotend a
Fr iendlyMovementPhasestackedin the
samehex (Except ion:art i l lerybatter iescan
stackwithskirmishuni ts) .
[2124]l f i i iendlyskirmishand non-skirmish
uni tsintendto part ic ipatein meleecombatin
the samehex,the skirmishuni tswouldhaveto
changefromskirmishformat ionto l ineor
dismountedformat iondur ingtheMovement
Phase.
[ass]at-"t='ac'rsorsrttttsnsnFOR-
stanonon consu.-tr
[£3.31]Whenevera uni tf i reswhi lein skir-
mishformat ioni t doesso witha one-column
shi f tto the lef ton the FireCRT],in addi t ion
to al l normalcolumnshi f ts;th isskirmish

columnshiftalsoapplieswhenskirmishunits
combinefirewithnon-skirmishuni ts(see
alsocase 16.54).Anyunitfir ingon a skir-
mishuni tdoesso witha one-columnshi f tto
the lef ton the FireCRT.Thisis in addi t ion
to al l normalshi f ts.
[2332]Themaximumnumberofcolumn
shifisal lowedfor fire involv inguni tsin
skirmishformat ionis three,insteadoftwo.
[2333]Skirmishuni tscan be enfiladednor-
mal lyin offensiveor defensivef i re.Theyare
alsoenfiladedduringretreatfire,but theyare
notconsideredenfiladedby withdrawalf i re
(suchas f i rereceivedin the RetreatBefore
MeleePhase).A skirmishuni tdoesnot receive
a favorableshi l lfor i ts weapontypewheni t is
subjectto withdrawalfire or retreatl i re.
[2334]AnyFireCRTresul trequir inga
moralecheckis performednormal ly,eacept
that the unit ’smoraleis not modifiedfor
enfilade.
[23.35]Sl t i rmishersfai l ingmoralechecks
causedby a Pin resul tin f i recombatretreat2
hexesinsteadofbecomingpinned(no fiir ther
moralechecksare made for retreat ing.)On a
FIR resul tthe skirmisherretreats2 hexesas
abovei fi t doesnot routfromthe ini t ia l
moralecheck.
[2336]No unitin skirmishformat ioncan
ini t iateMeleeCombatagainstenemycavalry
or infantry,regardlessofthe format ionofthe
enemyuni t ;th isappl iesto routedas wel las
unroutedenemyuni ts(Except ion:see case
12.94).Skirmishuni tscan ini t iatemeleewith
art i l lery,wagons,t ra ins,andcrews.
[2337]For purposesofcalculat ingthe melee
di f ferent ia l ,infantryskirmishuni tssubtract
1 SP fromtheirMeleeStrengthfor beingin
skirmishformat ion.Cavalryskirmishuni ts
subtractan addi t ionalSP i fin meleewith
enemyinfantry(seecase 16.53).The melee
strengthofa skirmishuni tcannotbe reduced
belowzero.
[23.38]Uni tsin skirmishformat ionanduni ts
thatat tackthemin meleecombatare not
subjectto MeleeFat igue(seesect ion30.0).
|2s.41srttruutsntmrrsAND
aarnaarBEFOREMELEE
In the RetreatBeforeMeleePhase,skirnt ish
unitscan chooseto retreateitherone or two
hexes.l fthe lengthofretreatis one hex,there
is no moralecheckmadefor retreat ing(thisis
an except ionto 12.8);the uni tmakesa normal
moralechecki fi t retreatstwo hexes.
[235]SKIRMISHUNITSANDROUT
[2351]Whena uni tin skirmishformat ion
routs,i t can finelymovethroughunroutednon-
skirrnishtut i tswi thoutcausingthe non-skir-
mishuni tsto displaceor checkmorale.The
routingslr irmishercontinuesits retreatunti li t
reachesavacanthe:s(whichisat lmst3hexes
fromthe hes fmm whichthe routbegan).This
nileappl ito retreatas wellas rout.
[2352]I fa routedskirmisherretreatsthrougha
hes containinganotherskirmisheror any
routeduni t ,theotheruni tdoesnot displacebut
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musttnakeamor-alecheck.l l ‘ i t l i t i1s, i t is
routedand performsroutmovemmt.
[$23.53] Routedsldmiishunitsloseal l bene-
fitsofbeingin skirmishformat ionat the end
oftheirroutmovement.Fromthatpointon
theyare foral l intentsand purposesconsid-
eredto be a routedl ine(or dismounted)
formation.Whenral l ied,skirmishersassume
l ine(or dismounted)format ion.

[24.0]STRAGGLERRECOV-
ERY (OptionalRule)
Thenumberofactualcasual t iessufferedby
eachsidein the batt ledoes not accountfor
the disorganizat ionactual lyincurredby the
indiv idualuni ts.Manycasual t iesreceived
dur ingplayrepresentdisorganizat ionand
straggl ing,not actualcasual t ies.Therefore,
dur ingthe StragglerRecoveryand BCE
AdjustmentInterphase,playersmay restore
the reducedstrengthofinfantrybr igades.
Cavalrybr igadesare not el ig ib lefor straggler
recovery.
[2-t.1]‘musrnaootnatttzcovuttv
INTERPI-{ASE
[24. l1] TheStragglerRecoveryInterphase
occursimmediatelyaf terthe 0300turnon
bothJuly2 andJuly3.
[£24.12]In this lnterphase,eachplayercounts
the numberoftotalinfantry“K”casual t ies
( ignor ing“C”casual t ies)for his ent i rearmy
and thentakes10% ofthattotal ,rounding
fract ionsup. Thisnumberrepresentsthe
totalnumberofstragglersrecovereddur ing
thatday'sInterphase.
(24.21aoomosrnaootttus"no
UNITS
[24.2l ]The recoveredstragglersmay be
addedto any exist ingon-mapregiment
wi th inthe fol lowingrestr ict ions.
I El ig ib i l i tyfor stragglerrecoveryis based

on totalbr igadecasual t ies.Eachplayer
l is tsthe br igadesin his armyin orderof
casual t iessuffered,f rommost to least.
Br igadeswhichhavesufferedless than 5
SPs casual t iesare not el ig ib lefor straggler
recovery.

I t Recoveredstragglerstrengthpointsare
addedto br igadesbeginningwiththe br igade
withthe greatestcanial t ie-s,tmt i la l l e l ig ib le
br igadeshavereceivedone strengthpoint .
Cont inuedistr ibut ingstragglersin thisway;
a secondstrengthpointto al l el igiblebri-
gades,thena third,etc.

[24.22]A recoveredstragglerstrengthpoint
may be addedto a regimentwi th inan el ig i -
ble br igadethatmeetsthesecondi t ions:the
regimentmusthavesufferedcasual t iesbut
cannothavebeenel iminatedfromthe map;
no regimentcan be reinforcedbeyondi ts
or ig inalpr intedstrength.
[24.s|cnanonvoon rtosrlstts
Onceall stragglersfor his armyaredistr ib-
uted,a playermusterasethe correctnumber
ofboxeson the OB Rostersto reflectthe
recoveredstrength.



[25.0] BCE ADJUSTMENT
(Optional Rule)
BCE Recove.y and Adiustmenr occu6 imme-
drately aiier Stnggler Reovery duriog rhe
Srraggler Reovery sf,d BCE loterphase.
Player are n€v€r required to adiust BcE for a
padcular brigade ifihat adjlsrmenr resulrs
in a reduciion of irs BCE linit.

P5.T1 EUGIBLE BBIGADES

[25. I l] Any iofantry brigade that is at or
below its BCE linit, either having never losr
it or having rccov€r€d Bufficietrt sdaggle.s
during the night to regain it, may have irs
BCE limit increased for the next day.

[25.12] Cavalry brigades a.e nor eligibl€ for
BCE adjustnent.

[25.2] BRIGAIIE MORAI,E CLASS

For th€ purposes of BCE adiustment, bri.
gades are giouped ioto five gene.al dorale
categoiies, A, B, C, D, or E, based on oversll
6ii Dorale- These categorics a.€ nored on
the OB RosreB.

t25.3I ADITSTING BCE

125.3l1Each brisad€'B revised BCE is deter-
mined by the BCE Calcllation Table, 25.5.

[25.32] To adjut the BCE level ofa brisade,
find the brigade,s Morale Clas on ihe BCE
Calculation Gble snd cros{eferencc it with
rhc total arent strength ofthe brigade. The
result od the table is the brigade's new BCE

[25.33] The "lst Adi$tmenf'col'lm is
used the fi6t rime a briglde is adiusted; rhe
"2nd Adjusrment" coluEtr is us€d the sec-
ond time. No b.igade can ever have iis BCE
level adiusted Dore rhan rwice.

[25.4I THE BCE A.DT'STMENT INTER.
PHASE

See ihe Sequence ofPlst secrion 4.0.

[25.51 BCE carcuhtior Table (see
C.hlrts dd Tables).

126.0] ARTILLERY RAPID
FIRE (Optiotral Rule)
t26.TI ELIGIB!,B GUN TYPF-S

S@@thbore gus, t'?es N, HA, and HB
may use Rapid Fi.e at e range of I or 2
hdes. Rapid li.e incre.ses the baneryt
Srredgrh Multiplier by 2. The high€r rnulti
pli€. is multiplied by the cunent stfd$h of
rhe blnery ro find th€ final Fire StreDgth.

EXAMPLE: A batt€ry of4 Nt fE€s at one
h€x Etrg€ (x8) normally for a lire srensth of
32 on the Fire CRT. Ifthe sde batte.y used
rpid fre ir would fire wi(h a str€treth of40
(th€ Btreneih multiplier ircreases from E to

126,21 RESTRTCT1ONS ON RAPID
FIRE

[26.21] The owning player must announa
rhar he is $ing Rapid Fire before calcllating
the battery\ fiie sreneln.

[26.22] There is no limit io the number of
eligible b.tteries that Eay rapid fire at a
single targ€t. Rapid fi.ing and nonrapid
firing batteries nay conbide their fire .r a

[26.23] A baitery usirg rapid fire m.y split
Iire dong saer.l t8rgers, as long as all
rsrgets a.. wirhin rapid fire range. A battery
cadot split fire using frpid lire and no.mal
fre in rhe sde Fi.e Phsse.

126.24lRapid fire is sllowed durins nigbt

[26.25] Batteries attdptirg ro rerire by
prolonge cannor use opid fre.

[26.26] Pimed btrerics csnnot ue npid
fire.

[26.U RAPID FIRE AND AIITMUNI.
TION SUPPLY

126.3llA rapid tue attack alwaF exp.nds
two rounds ofaemo per battery usiog rapid
fire.

[26.32]A uoothbo.€ battery cannot use
rapid tue udless it hes et least r9o ros<ls of

[27.0] REPLACEMENT COM-
MANDERS MELEE
RESTRICTIONS (Optional
Rule)
When a gene.ic replacedenr cobdander is
commanding a brigadcr that leader'B ability
to initiare Mel€€ Combat (see case 12.27) is
linited in compadson to a reglrd brigade
coll)ltEder. The lnirs sr.cked with the
offier do nor auromarically initiate mel€€.
Rather, the player nust mal(e a Morale
Chect for the uit; subrracting I in .ddirion
to any orher norDl die roll modifiatioN.
The rcplacE€trt @t@dde. qev€r allects
adjacent stacts foi melee initiarion.

[28.0] WrNG COMMANDERS
(Optional Rule)
Duing the Getrysburg csmpsigB and battl€
th€ Army ofthe Poto@c was divided into ad
hoc wings commanded by two BeDior corps
comnande$. Players nay duplicate this with

l28,rl wrNG oRGANTZATTON

[28.] I] Major General ReFolds' (I Corps)
wing consbrs of I, II, III, ed XI Crrps.
Maior Gene.al Slo(jm's (xII CorP8) wing
@osiBt8 ofv VI, aodXII Corps.

I28.r2l lvins coImanders can aurom.ric.lly
command lDd raUy any unir ofthcir resp€c-
tive wingB whcn stack€d with the unit. Then
subordirates, wltbn theii respective, o.iginal
corps, are Gmporarily pmdotcd ro corps
command utilizins th€ Promotiotr Priority
Lisi (17.E5).

l28.l3l Union corps coDmanders are nor
required ro r€main wilhin rhe iutegrity.adiut
oftheir wing connander fof conDa.d
purposes- Union co.ps commandeG are

[2E.2] REPLACING WING
COMMANDERS

[2E-21] If Reynolds becomes a casualty, he is
succeeded as wiog command€r by Howard
(xI Corps) uniil Hanc$k (lI Co.ps) arrivesi
Hancock then lucaeds Howard as ving
connandei. If Hancock becomes a casullty,
wing command reverrs to Howard.

t28.221Ifsloam becohes a casualty, he is
succeeded by Sede{ick (VI Corps).

[28.23]The odly omcers eugible ro be wing
commandeB are lisred io cases 28.1I lnd
28.21. Ifall eligible oinces io a wing
become c.su.lties, rhe wing organizariotr is
discontinued for rhar witrg; nolnal co.ps
organization contidues.

[29.0I RAPID MARCH AND
FATIGUE (Optional Rule)
GENERAL RULE

The use ofRapid Mdch indeases an infan-
tiy .egioeoCs Movemenr Allowance from 6
movement poinrs ro 9. Resi6€nts must
asun€ column fo.nation to use rapid
rBrch. At the end ofsch Movement Phase
of rapid marchin& the owning player makes
a die roll for each brisade to deternine
wherher or oot the narch caused that b.igede
ro fatisu€ or become erhausted.
PROCEDURE
The regimdt' ofa brigade may kpid
Ma.ch ifthey are in command during th€
Initill Command Phssc. A Rapid March
oark€r is plac€d oo the brigade comandecs
couDtei During the following Movenenr
Phase all the regioents of rhar brigade can
.apid msrch. At rhe end ofthal Movenent
PhaF, a Moial€ Chect ir nade for each
rapid narching bdgadej ifir fails, rhe briglde
is faiigue4 ifir pasFs, it is unaflected by the
msrch. A fadgued brigade thal fails a npid
march norale check becones exhausted.
Exhausdon aftects a uiti movement,
morale, Melee Sftengtb and Fire Sftengrh.
Udits can recover f.om fatigue and exhals

CASES

[29.1I WHICH UNITS MAY RAPID
MARCH

t29.1ll Only infantry brigades id column can
.apid darch. However, uniis ofa brigade cah
use part ofirs rapid march movement lllow-
ance to change into collltr fo.mation. In
othe. words, ar the stan of rapid marcb
movemenr a resim€nt in lioe forDation oust
speld two movement points to go to column
formltion ard th€n has seven movenent

t29.121Uniis already in column at the staft
ofa Movenent Phas€ can go inio rapid
@rch at any point during lheir mov€neD!
addif,g rhree more novenent poinis io their
movement allowances, for a roral of oine

[29.13]Unns ofa BCE'd brisad€ and !egi-
menrs our ofcommand cln never use rapid
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[25.0] BCE ADJUSTMENT
(OptionalRule)
BCE Recoveryand Adjustmentoccurs imme-
diatelyafter StragglerRecoveryduringthe
StragglerRecoveryand BCE Interphasc.
Playerare never requiredto adjustBCE for a
particularbrigadeifthat adjustmentresults
in a reductionof its BCE limit.
[25.1]ELIGIBLEBRIGADES

[25.1 l] Any infantrybrigadethat is at or
below its BCE limit,eitherhavingnever lost
it or havingrecoveredsufficientstragglers
duringthe night to regainit, may have its
BCE limit increasedfor the next day.
[25.12]Cavalrybrigadesare not eligiblefor
BCE adjustment.
[as.2]BRIGADEstonatactass
For the purposesof BCE adjustment,bri-
gades are groupedinto five generalmorale
categories,A, B, C, D, or E, based on overall
tmit morale.These categoriesare noted on
the OB Rosters.
[25.3]ADJUSTINGBCE

[25.3l]_Eachbrigade’srevisedBCE is deter-
minedby the BCE CalculationTable, 25.5.
[25.32]To adjust the BCE level ofa brigade,
find the brigade’sMoraleClass on the BCE
CalculationTable and cross-referenceit with
the total currentstrengthof the brigade.The
resulton the table is the brigade’snew BCE
limit.
[25.33]The “lstAdjustment"columnis
used the first time a brigadeis adjusted;the
“2nd Adjustment”column is used the sec-
ond time. No brigadecan ever have its BCE
level adjustedmore than twice.
[25.-4]THEBCE ADJUSTMENTINTER-
PHASE

See the Sequenceof Play, section4.0.
[25.5]BCE CalculationTable (see
Chartsand Tables).

[2fi.0]ARTILLERYRAPID
FIRE (OptionalRule)
[2s.t]ELIGIBLEGUN TYPES
Smoothboreguns, types N, HA, and HB
may use RapidFire at a range of 1 or 2
heaes. Rapidfire increasesthe battery’s
StrengthMultiplierby 2. The highermulti-
plier is multipliedby the currentstrengthof
the batteryto find the final Fire Strength.
EXAMPLE:A batteryof4 l*~l’s fires at one
hex range (x8) normallyfor a fire strengthof
32 on the Fire CRT. If the same batteryused
rapidfire it wouldfire with a strengthof40
(the strengthmultiplierincreasesfrom B to
10 at one hex range).
[2l'i.2]RESTRICTIONSON RAPID
FIRE

[211-i.2l]The owningplayermust announce
that he is usingRapidFire beforecalculating
the battery'sfire strength.

[26.22]There is no limit to the numberof
eligiblebatteriesthat may rapidfire at a
singletarget.Rapidfiringand non-rapid
firingbatteriesmay combinetheirfire at a
singletarget.
[26.2.3]A batteryusing rapidfire may split
fire among severaltargets,as long as all
targetsare withinrapidfire range. A battery
cannotsplit fire using rapidfire and normal
fire in the same Fire Phase.
[26.2-'-l]Rapidfire is allowedduringnight
game-turns.
[26.25]Batteriesattemptingto retireby
prolongecannotuse rapidfire.
[2626]Pinnedbatteriescannotuse rapid
fire.
[2li.3]RAPIDFIREAND AMMUNI-
TIONSUPPLY
[26.31]A rapid fire attackalwaysexpends
two roundsofammo per batteryusing rapid
fire.
[26-.32]A smoothborebatterycannotuse
rapid fireunlessit has at least two rotmdsof
ammtmition.

[27.0] REPLACEMENTCOM-
MANDERSMELEE
RESTRICTIONS(Optional
Rule)
When a genericreplacementcommanderis
commandinga brigade,that leader’sability
to initiateMelee Combat(see case 12.27)is
limitedin comparisonto a regularbrigade
commander.The unitsstackedwith the
officerdo not automaticallyinitiatemelee.
Rather,the playermust make a Morale
Check for the unit; subtracting1 in addition
to any other normaldie roll modifications.
The replacementcommandernever affects
adjacentstacksfor melee initiation.

[28.0] WING COMMANDERS
(OptionalRule)
Duringthe Gettysburgcampaignand battle
the Army ofthe Potomacwas dividedinto ad
hoc wings commandedby two seniorcorps
commanders.Playersmay duplicatethis with
the followingrules.
[2s.1]wmo ortoatttzartort
[28.l1] MajorGeneralReynolds’(I Corps)
wing consistsof I, II, III, and XI Corps.
MajorGeneralSlocum’s(XII Corps)wing
consistsof V, VI, and XII Corps.
[28.12] Wingcommanderscan automatically
commandand rallyany unit of their respec-
tive wingswhen stackedwith the unit.Their
subordinates,withintheir respective,original
corps, are temporarilypromotedto corps
commandutilizingthe PromotionPriority
List (17.35).
[£38.13]Union corps commandersare not
requiredto remainwithinthe integrityradius
of theirwing commanderfor command
purposes.Union corps commandersare
alwaysin command.
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[ass] nnntacnvnwnvn
costs-tatvnnns
[2821]IfReynoldsbecomesa casualty,he is
succeededas wing commanderby Howard
(XI Corps)until Hancock(II Corps}arrives;
Hancockthen succeedsHowardas wing
commander.IfHancockbecomesa casualty,
wing commandrevertsto Howard.
[2S.22]IfSlocumbecomesa casualty,he is
succeededby Sedgwick(VI Corps).
[£23.23]The only officerseligibleto be wing
commandersare listedin cases 28.11 and
28.21. If all eligibleofficersin a wing
becomecasualties,the wing organizationis
discontinuedfor that wing; normalcorps
organizationcontinues.

[29.0]RAPID MARCH AND
FATIGUE(OptionalRule)
GENERALRULE
The use ofRapidMarch increasesan infan-
try regiment’sMovementAllowancefrom I5
movementpointsto 9. Regimentsmust
assumecolumnformationto use rapid
march. At the end of each MovementPhase
of rapidmarching,the owningplayermakes
a die roll for each brigadeto determine
whetheror not the march causedthat brigade
to fatigueor becomeexhausted.
PROCEDURE
The regimentsof a brigademay Rapid
Marchif they are in commandduringthe
InitialCommandPhase.A RapidMarch
marker is placedon the brigadecommander’s
counter.Duringthe followingMovement
Phase all the regimentsof that brigadecan
rapidmarch. At the end of that Movement
Phase, a MoraleCheck is made for each
rapidmarchingbrigade;ifit fails, the brigade
is fatigued;ifit passes, it is unaffectedby the
march. A fatiguedbrigadethat fails a rapid
march moralecheck becomesexhausted.
Exhaustionaffectsa unit‘smovement,
morale,Melee Strength,and Fire Strength.
Unitscan recoverfrom fatigueand exhaus-
tion by resting.
CASES
[29.1]WHICHUNITSMAY RAPID
MARCH
[29.l1] Only infantrybrigadesin columncan
rapid march. However,unitsof a brigadecan
use part of its rapidmarch movementallow-
ancc to change into columnformation.In
otherwords,at the start of rapidmarch
movementa regimentin line formationmust
spend two movementpointsto go to column
formationand then has seven movement
pointsavailable.
[29.12] Unitsalreadyin columnat the start
ofa MovementPhase can go into rapid
march at any point duringtheir movement,
adding three more movementpointsto their
movementallowances,for a totalof nine
movementpoints.
[29.l3]Unitsofa BCE’dbrigadeand regi-
ments out of commandcan never use rapid
march.



129. l4l Indcp.ndcnt r.gimc

l2r.2l RA.PTD MARCH RESTRTCTTONS

[29.2t1 Urit er Epid tMch tbrcush clc:r,
cKr, ridg., snd orchard r.n.in ody' All
olhcr lcrrah L prohibit.d. Thorcughf.r.s
(pit., road, inil, nilrood) ncgarc all orhcr
tcrnin for purpo..s ofnpid harching if th!
r.pid m.rhiry r.giEclrs orcr ed lsv. th.
prohibitcd hcx.s tbrough rhoroughfoE hq-
.id.r. A unit cannot rapid march acro$
probibitcd hc$id.s (!..arsh, st€ep (rcls,
cretr, ud ircrms) lrlcas on . tholough-

[29.22] Duiios 0 Movcn.nt Phase, a rcgi-
h.nt in colum ci. mov. through prohib-
ir.d i.rr.in (* e5. 29.21) usins nom.l
mov.In.trr, rh.r chengc to ..pid orch wh.!
it.nt.rs tuowsbl. t.Eain, adding rhrcc
mov.m.nt poin$ to its remrining bovcm.nr
rllowcnc.. Ho{,cvcr, oDcc a regis.Dr hgs
bcgun r.pid march mov.ncnt, it must us.
rEpid Darch movcmcnr until the end ofthc
Phasc. A r€gim.nt cannot chantc from rspid
mrrch to normal mov.m€nt in a single
Mov.mcnt Ph$.. Once a unit hrs besun
npid Mrch, it c.nnot ent.r any he! or cro6s
any hcxsid. throuSh which ir @uld nor rEpid
m.rch, fo! thc rcmaindu oftlBt Mov.m.nt

129.2314 r.gim.nt sins npid tl:mh h$r
.nd ir3 hov.Dcnr if ir cbang€s f.on coluftn

[29.24] A phy.r .lways t.as rhc oprioD ro
Epid m.rcb rU or only som. ofthe rcgimcn$

[29.t1 RTPID MARCH MORATE
CHECXS

[29.3llWh.n. r.pid mrchirs b.i8.dc
mat$ c moralc ch.ct th. brigsdet Mor.lc
Cl$s (scc OB Rost..) is u$d.

[29.321 Onc cb.ck is md. for rhc dtir.
briSadc. An A or B clsss brissd. becobcs
fatisucd (tee $sc 29.4) on s di. roll of6; ! C
o. D class brisadc b.con€s frtigu€d on s di.
roll of 5 or q ao E clars brisad. bc@m.s
fstiguc.l on a .lic roll of4 5, or 6. Ifthc
brigod. is al.c.dy farigued, qdd t to the di.
roll. A f.dgu.d brig.de b.coD6 exbaustcd
(s.. c$. 29.5) wh.n ir A s a rrpid tmch

[20.,11 EFFECTS OF FATTGUE

l29.4tl Vho r brigade t com€s fatigud,
phc. r F.tigu. M.itcr o! th. b.igad€ corn'
und.r to indietc its status. (Ifsone unit6
in rb. briFdc uscd Epid d.rch whilc oth.rs
did not, Indt f.rigu.d uil3 irdividodlt)

[29.121 Add I to .ll noralc cb.d rld Mcle
Cohb.t ioiti.tion di. rclls for fniSu.d uni$.

[29.43]Add I to all rapid In rch nonl.
ch.ctr h.d. for th. brigad..

120.31 EFFECTS OF EXSAI STTON

Whcn a fstigu.d brigade fail, a rapid m.rch
morrl. chccl ii bccomes .rhausted. Thc

F.tiguc Mrrtcr h llipp.d to its Erhiustcd
3id.. Th. follosing cltccts lpply until thc

129.5ll Th. .fr.cliv. Currcot Str.nsrh ofu
cxhrullcd rc8im.nr i5 rdlccd by I Sr..Dsrh
Poirt. Thii lo3s t t.mpo.ery md i3 rot
B.rk.d on th. OB Ro3tcr, no. do.s it aflecl
BCE,

129.521 Th. movcncar :lloir.nc. of.n
qhru3tcd rcgimdu is .cduccd to 4 Move'
n.nr points. It can no loogcr r.pi.l n.rch.

l29.53lAn dh.ustcd Gsimcnr 6nmr .lsagc
in olT.lsivc mcl.. conb.t (dcepr ro rcsolv.

[29.54] An crhmrrcd r.simcnt adds I to rhe
dic rou for dl mor.le ch.cls.

I2O.OI R.EOOVERING FROM FATIGI.IE
AND EXHAUSTION

Fsiigu.d brisid.s reovcr !n.r onc rum of
rcat. An dhrustcd brigid. b.@Des f.titu.d
sn.r onc turn ofrcst,.od fully.ccov.rs after

[29.61]For c brig..l. to.cst it must spcnd
on. .rriE C,DG-'IUm withou! moving. t
unit6 muu b. it lcan six hqcs from oll
.n.my comb0t units or not within th. Lio€
of Sight ofrny cncmy 3mrll..rns unit for th.
dur.tioo of thc G.m."hm. Ifm cncmy unit
mov6 wirhh rh. sir bq nDt. and 6isb-
lish6 a LOS to thc 6tin8 unir during rhc
turn. the rcat k "brokcn" for rhat turn:nd
th. b.igr.lc .lo.s oor rccovlr.

129.621A rdtiog brigdc c.naot coSagc ia
Fir. Comb.t or mcLc combct- Iffrcd uDod
by .n.by sh.U-.ms o. .rtiU.ry er a rEng. of
E hcxcs or lN, rh. cr k brotcn- Atrillcry
lirc t hd6 or gr.at.r brcik rb. 6r oDly
if thc fi.. r.suh in aly unh ofthc rding
brigld. bcinS sffcctcd, i.c., pinned, .outed,

I3O.OI MELEE FATIGUE
(Optional Rule)
Inf.nry sod ccvalry units may b€ subj.ct to
f.rituc.nd cxh.u$ion duc to mclcc combat.

lm.ll riow UNITS BEcoME
FAfIGUBD

[30.11]At thc cndofthc Mclc. Pha$, rny
infrnrry or credry unit thlt panicipat.d in
hcl.. coBbrt hry b.com. f.tigu€d. Thc
ownirt pl.y.r rolls on. di. for ech unit. r
th. roll is I or 2, th. urit ir fatigucdj ifthe
unir i. ilrddy f.tigu.d (du. ro ocl.c combat
or R.Did Mlrch, 29.01 ir bccoE6 dhe$ted.
Ifthc loll is 3 to 6. rh. urn L umlTecrcd.

[3O. t2] Thc htisu. dic mll is nodilid is

.l ifthc unit has suflcr.d 0 K or C r.sult
' I in !.cond |nd sub6.Cucnt rouads of an

"Eryagcd" m.l.€
-l ifrh. unit i! clrcrdy fctigu.d

All di! roll modincB arc cumulativ€.

[30.131 F.tirucd .nd .xh.usrcd uni$ rrc

[IO.2I EFFECTS OF MELEE FATIGUE

Thc.fr.cG ofn.l6 f.tigu. a cxh.sdoo
lre th. 6.mc .r for units that ar. f&dlucd or
dl'.!st.d by Rapid Mffch (scc scction 29.0).

[30.'I RECOVERTI{G FROM FATTGI.IE
AND EXJ|AUSTTON

Unirs r.cov.r frcD mde fdtiguc.nd dh.u$
lion in th. $tn. w:y !i unirs th8t h8v. b.ro
fitisu.d or .rhau$.d by Rlpid M.r.h ($c

[31.0I UNTT DISORDER
(Optioaal Rule)
Playen mey r.,ish to crFrimcnt with a Dis-
orde. Ii.. comb.t .crult in licu ofthr follov-
ing resulb f.om rhc Fi.. CRT B R, P/R,

CAUTION: Di$rdcr i! r n.w.nd r.lstively
ultt.stcd conc.pt in rhis gsm. systcm aDd
could dramatically aff.ct the flow ofplay.
Players should b. thoroughly familiar \l'ith
(hc oih.. oncepts ofrh. t.h. b.for. using

l3r.rl How rrNrTs BEcortE DrsoR-
DERED

l3l.lllA unir b.co6e Dierdcrcd *h.o ir
fails ! Mor.l. Ch.ck r.qui!.d by ! I R, P/R,
or r* firc conbar r6uh. A disoldcr.d rcsult
r.plac6 rhc B & or P/R r$ulrs, .nd is in
.ddiiion ro thc e$.lti6 rcquircd by rh. t'

lll.l2l A limitcd oumb.r of Dirordff m.rk.
cF e includ.d i. thc grm.. Ifthdc rub
our, u$ Pin Eart 6 ro Mrt disrd.!.d

[II.2] EFFECTS OF DISORDER

Di$rdcr h.! thc fouopiDt .ffcts on thc

. The unit's Mov€mcnt Allowancc is
h.lv€d, rounding fr.ctions up.

. Th. unn cannor chdDc. fo.nation.

. Th€ unit's Fir. Str.nBh is halv.d.

. The uoitt Mclee StrcnSth is rcduccd by I
(bur not bclow zcro).

. The mit c.nnot iniri.r. mcle, but en
@utcF.rrrck if in .n "EntEt.d" mde.
Th. unit oo r.trc.t b.for. h.1.. in th.

. The urir adds I to all moraL ch(k di.

. The unit c.mot u3c R.pid Firc or R.tire
By P.oloas. (if anillcry).

. The unit calrnot b. r*upplicd, and cannor
p.did. supply (ifa e|8or or rrain).

FTq RECOVERY FROM DISORDER

Unirs rccoeo from dbo.dd .utom.dc.lly in
th.ir f.i.odly Final Comm.nd Ph.k, in rh.
i:a. eay th.t Pin r.iuh3 o.. !.movcd.

132.01 OPTTONAL UNITS
Thc Ord.r ofApper.ncc (35.0) lbrs 3.vcEl
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I29. 14] Independent regiments can never use
rapid march.
[za.2] RAPID stance nnsrmcrrons
[29.2l] Units can rapid march through clear,
crest, ridge, and orchard terrain only. All
other terrain is prohibited. Thoroughfares
(pike, road, trail, railroad) negate all other
terrain for purposes of rapid marching if the
rapid marching regiments enter and leave the
prohibited hexes through thoroughfare hex-
sides. A unit cannot rapid march across
prohibited hexsides (marsh, steep crests,
creeks, and streams) unless on a thorough-
fare.
[29.22] During a Movement Phase, a regi-
ment in column can move through prohib-
ited terrain (see case 29.21) using normal
movement, then change to rapid march when
it enters allowable terrain, adding three
movement points to its remaining movement
allowance. However, once a regiment has
begun rapid march movement, it must use
rapid march movement tmtil the end of the
Phase. A regiment cannot change from rapid
march to normal movement in a single
Movement Phase. Once a unit has begun
rapid march, it cannot enter any hex or cross
any hexside through which it could not rapid
match, for the remainder of that Movement
Phase.

[29.23] A regiment using rapid march must
end its movement if it changes from column
to line formation.
[29.24] A player always has the option to
rapid march all or only some of the regiments
of a brigade.

[203] RAPID MARCH MORALE
CHECKS
[29.3l] When a rapid marching brigade
makes a morale check the brigade’s Morale
Class (see OB Roster) is used.
[2932] One check is made for the entire
brigade. An A or B class brigade becomes
fatigued (see case 29.4) on a die roll of 6; a C
or D class brigade becomes fatigued on a die
roll of 5 or 6; an E class brigade becomes
fatigued on a die roll of 4, 5, or 6. If the
brigade is already fatigued, add 1 to the die
roll. A fatigued brigade becomes exhausted
(see case 29.5) when it fails a rapid march
morale check.
[29,41] EFFECTS OF FATIGUE

[29.4 l] When a brigade becomes fatigued,
place a Fatigue Marker on the brigade com-
mander to indicate its status. (If some units
in the brigade used rapid march while others
did not, mark fatigued units individually.)

(29.-‘l2] Add l to all morale check and Melee
Combat initiation die rolls for fatigued units.
I29.-'-13] Add l to all rapid march morale
checks made for the brigade.
[ass] EFFECTS on nxnausrron
When a fatigued brigade fails a rapid march
morale checlt it becomes exhausted. The

Fatigue Marker is flipped to its Exhausted
side. The following effects apply until the
brigade rests.
[2951] The effective Current Strength of an
exhausted regiment is reduced by 1 Strength
Point. This loss is temporary and is not
marked on the OB Roster, nor does it affect
BCE.
[2952] The movement allowance of an
exhausted regiment is reduced to 4 Move-
ment points. It can no longer rapid march.
[2953] An exhausted regiment cannot engage
in offensive melee combat (except to resolve
an engaged result).

[2954] An exhausted regiment adds 1 to the
die roll for all morale checks.
[293] REC-OVERING FROM FATIGUE
AND EX!-IAUSTION

Fatigued brigades recover after one turn of
rest. An exhausted brigade becomes fatigued
after one turn of rest, and fully recovers after
two turns of rest.
[29.6l] For a brigade to rest it must spend
one entire Game-Turn without moving. Its
units must be at least six hexes from all
enemy combat units or not within the Line
of Sight of any enemy small-arms tmit for the
duration of the Game-Turn. If an enemy tmit
moves within the six hex range and estab-
lishes a LOS to the resting unit during the
turn, the rest is "broken" for that turn and
the brigade does not recover.
[29152] A resting brigade cannot engage in
Fire Combat or melee combat. If fued upon
by enemy small-arms or artillery at a range of
B hexes or less, the rest is broken. Artillery
lire at 9 hexes or greater breaks the rest only
if the fire results in any unit of the resting
brigade being affected, i.e., pinned, routed,
or taking losses.

[30.0] MELEE FATIGUE
(Optional Rule)
Infantry and cavalry units may be subject to
fatigue and exhaustion due to melee combat.

[$0.1] HOW UNITS BECOME
FATIGUED

[30.l1] At the end of the Melee Phase, any
infantry or cavalry unit that participated in
melee combat may become fatigued. The
owning player rolls one die for each unit. If
the roll is l or 2, the unit is fatigued; if the
unit is already fatigued (due to melee combat
or Rapid March, 29.0), it becomes exhausted.
Ifthe roll is 3 to 6, the unit is unaffected.

[$0.12] The fatigue die roll is modified as
follows:

-1 if the unit has suffered a K or C. result
-l in second and subsequent rounds of an

"Engaged" melee
-I if the unit is already fatigued
All die roll modifiers are cumulative.
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[31113] Fatigued and exhausted units are
marked individually.
[30.2] EFFECTS OF MELEE FATIGUE

The effects of melee fatigue and exhaustion
are the same as for units that are fatigued or
exhausted by Rapid March (see section 29.9}.
[$0.3] RECOFERING FROM FATIGUE
AND EXHAUSTION

Units recover from melee fatigue and exhaus-
tion in the same way as units that have been
fatigued or exhausted by Rapid March (see
section 29.0).

[31.0] UNIT DISORDER
(Optional Rule)
Players may wish to experiment with a Dis-
order fire combat result in lieu of the follow-
ing results from the Fire CRT: P, R, FIR,
and #*.
CAUTION: Disorder is a new and relatively
untested concept in this game system and
could dramatically affect the flow of play.
Players should be thoroughly familiar with
the other concepts of the game before using
this rule.
[3I.l] HOW UNITS BECOME DISOR-
DERED
[31 .1 1] A unit becomes Disordered when it
fails a Morale Check required by a P, R, FIR,
or ll"* fire combat result. A disordered result
replaces the P, R, or PIR results, and is in
addition to the casualties required by the I‘
result.

[31 .12] A limited number of Disorder marit-
ers are included in the game. If these run
out, use Pin marlters to mark disordered
units.
[31.2] EFFECTS OF DISORDER

Disorder has the following effects on the
affected unit:

It The unit's Movement Allowance is
halved, rounding fractions up.

9 The unit cannot change formation.
I The unit's Fire Strength is halved.
I The unit's Melee Strength is reduced by l

(but not below zero).
I The unit cannot initiate melee, but can

cotmter-attack if in an "Engaged" melee.
The unit can retreat before melee in the
normal fashion.

I The unit adds I to all morale checlt die
rolls.

I The tmit cannot use Rapid Fire or Retire
By Prolonge (if artillery).

I The unit cannot be resupplied, and cannot
provide supply (if a wagon or train}.

[$1.3] RECOVERY FROM DISORDER
Units recover from disorder automatically in
their friendly Final Command Phase, in the
same way that Pin results are removed.

[32.0] OPTIONAL UNITS
The Order of Appearance (35.0) lists several



units.s option.l. The.r. unitr ih.t could
hrv. p.ni.ipai.d in rbe G.rrFburg C.h-
prign but did nor do s to. significsnr
d.gr... Th. oprioral uirs E.c nor uscd in
th. hbtorical sccnarios but rr. includ.d in
tb. comtcr mix to allow fo. vrri.tioff in
pl.l PlayeK !h@ld mut@Uy sgr.. in
ldvdnc. which, if dy, ofth. option.l unils

133.01 vrcToRY
GENEML RULE

Victory is won throush rh. accumularion of
Victory Poin$ which e award.d for thc
climinrtion o. captur. ofcn.my strength
points, bartc.i.s, md lead.rs. Th.lcecl of
victory can bc modined by th. ocdpation of
cc.tcir geographical obiectivcs lisred in thc

PROCEDURE

Erch pl.Fr keps rmct orhb c.su.hid on
th. OB R6r.i Ai rh. end ofthc $.n!rio,
th. play.r !dd5 up rbe numbcr ofvicrcry
points he rcccivd for c!.fty irrcngih poin$,
b.n..id,.nd ledeB rbrr hc h.s liucd,
opru..d, or wounded (see c$c 33.1). Thc
two players'victory poinr totak Eri com-
par.d in a ratio. Thc levcl of victory is dctcr
mincd by the.atiq possibly modificd by

CASES

lt3.ll vIcmRY PToINT AWARDS
Strcnrb Poini bss
P.. .o.my infrnry sreDgth point
Elihinatcd
Crpturcd

P.r cncdy orF om'|ndd

Per .ncmy division comnsf,d.r

Per .n.tny bdsrdc .ommaid.r

.l.crion in l8tl is in doubt.

Corf.d.Et. Tactic.l. Th. Union Amy
..trca$ to M@de's pr..sclcctcd Pip. Cr.ek
d.f.ns. linc. Getiysburg is srr.rcgicdlly
inconclusiv.; the arnier are forccd to fi8ht
anothd bstrle in Ma.yland.

UEton Trcdcal. Th. hisroricil rcault of the
banlc. Thc CoDf€d.rat.s r.tr.at into Vir.
ginia, wirh ircffectiv. Union pu.sun. Thc
war continucs for tqo bloody yca...

Urio! Sub!.rltial. Th. Amy ofth. Poto
mac vigorously pusu.s the Cotrfcd.nt.s ioto
Virgini., keepiog rhcm stricdy on rb. d.f.tr-
siv.. Thc Crnf€d.nr.s arc umbl. to ihift
roops to Bragg in ?nncwr th. bartl. of
Chickamausa is a major Union victory
Adanta hlls by Chrisrmas and thc Union
wins th. wa. by the summcr of 1864.

UltoE DFi!iv.. Th. Army ofNonh.rn
Vngini: is w.r€ly d.m:s.d. Thc Union
epturd RichDoDd and th. R.b.llion col-
IEP3$ by rhe endof1863.

Drr'. Strlt.giely, rhc sadc.s r Union

[34,0] SCENARTOS
Thc gam. has rhlee on.-m!p scenarios
depicdn8 various crucill dmcs in thc batrle
ofccttFbur& as *eU as a Gran.l B.trlc
Gamc th.t cnompass€s thc.ntire battle.
Th. Gnnd Baftlc G.mc its.lfcln be stancd
.r dy offour dn6 aDd pl.yed to conclusioD
oo July 3.

This bEttl., fought on rhc rcllint pl.insof
suth.rn Pennsylva !, w.s th. South\ last
opporrunity toeod lh. *or d.cisivcly on

On thc oftchoon ofJun. 30, lE63 t$,o bri'
gad€r of Urion cavalry und.r Gcncral John
Buford v.rc caoped wesr ofccttysburg. To
thc frr *c$ they could sc. a column ofcon-
f.dcr.tc idf.rrry rNdtint through th. h.al
towa.d rh. rom. A b!i.f qchlnsc of fir.
ca$cd th. Southem troops (PcttiSr.s\
Brisldc or Maior Gen.ral Heth'r Division) ro
wirhdr.w. Buford $nr word ro lh. n.a!.sr
U on rloops-Major G.tr.lal Johtt R.y-
trolds' I Corps-and pr.par.d hir 2900 roop
.rs for thc assaulr that vas su.c to com. the
ndr day. Buford d€cid.d to hold thc Sround,
for the hills a.ound his position {ould affofd
th. Union i.my an.xccll.nt position for
rccciving thc Conf.d.rat. attack.

G.n.nl Hcth {as onvinccd rh th. Union
forcc wrs o.ly miliria. Gcncd Rob.d E. L.
o.d.rcd Hcth to @nduct . r@nMisne i!
fore th. fouwing Eoming. So, :t .ight
o'clo.t on the noming ofJury l, lh. bngadd
of Brig..lig Gm@ls Archer dd Dlvis
rampcd dom th€ Ch.dbcBburg Pikc inro
on. ofth. ho$ mom.ntous clashs in hi ory.

134.U McPHERSON'S RIDGE

Thh sccnario depicts th€ initial contact
b.t\rccn H.th's Division.nd Bufo.dk c.v-

4!CPs
6xCPs

2xCPs

IrCPs

Pcr cocmy cavalry srlelglh poinr
Eliminated or capru'ed 3 VPs
Pcr Union anill.ry batt€ry
Eliminated or captured 6 VPg
Pcr Conf..l...t. anill.ry ba(.ry

P.r cncmy !.placcncnt bng.d. con!!@d.r
Mcro.y Poinr.ach titnc 106l, rcg.rdls of

For cEldl.ting Victory Poin$ from 16r
l@dc6, us only thc lod.r's original od-
mand sl3rusr ignorint ey ploftodotr or
ransfcr h. may havc rcc.ived during play.
Brisad. commsnd.rs wirh aro Comm.nd
PoinB lre wonh I Victory Poinn rctardles
ofth. cirotnstanc.s of their loss.

GGlGr.l Robcrr E. kG: lfRob.n E. I!
is woundcd, rhc l-cvcl ofvictory G.. qlr
13.2) b shifr.d on. in rhe Union pl.yd'.
hvor (Etdpl.: . Dr.* b.@86. UDion
Taciel Vicrory). IfRobcn E. lt. is tiu.d or
caprurcd, rh. Lcv.l ofvictory b shilrcd rhr..
in rh. Union plgy.r'3 f.vor (EXAMPLET !
Conf.dcrutc Thcticol Victory b.corb€s a
Union Substantial Victory).

I3t.2l VTCTORY LEVET.S

At thc cnd of rhc gcmc, r.gddcjs ofi.tn{iq
dividc ihe s6rU.r viaory point rod inio tbc
latg.r ad 6Dd rhc Frio on rlE hblc b.low. If
lhc r6ulr is lot . Dnw, rh. pLyd eirh rhc
ldgcr vidory poinr r0t3l ha woa i vidory.

Dccisiv. Victory 2 to I or g..ter
Subt.nti.l Vicrory Ar ldst 1.6 to l, bur

lc$ than 2 ro I
'Iadical Victory At l6t L2 ro l, bur

le$ than 1.6 to I
Drsw Les rhEn 1.2 to l, but

!t leasr I to I

F3.31 STRITTEGIC VICTORY rMPtr-
CATIONS (Gnnd Brttlc GrD. ody)

Vicrory o. defor !r G.rrysburg h8d faF
r.aching slralcgic implicadoos. The follow-
id8 guid.liaes ar. su8g.st.d for pLycE to
.s.ss thc imprc-t th.t. ce.lain lcv.l ofvic.
rory would h2vc oD rh. ourcoF. ofrhe sar.

co!f.d.r.t. D.cldvc. Thc Army of ihe
PotoB.c tu shsn.r.d lnd rouu rowsrd Wash-
irgron. Lee puBuca, W$hingron 6d Bahi-
oor. f.ll to Confcd.rrt. .ssuh. od the
Lincoln .dminttr.rion (or irs rcpl.cemeno
suca for pea. Thc Conf.d.rucy wins its

CodG.lGnrG Sub.b.i.l. Th. Union
Arny rcr.ars ro th. d.f.ns.s ofwashilgton
vhil. th. Confcdcntcs rai.l throughout
Maryland ard routh..n Penniylv.nia b€fo..
wiih&.wing to northcrn Virgini.. Uaion
forc are b.ought in from thc WGsr ro hclp
dcfcnd rhe Nonh.sst, cnabling BEgig to
.€cover m6t ofTcnn.$cc and K.ntucky for
the Confcd.racy. Thc Nonhcrn Peace De6c
crars.r. srr.nah.n.d ad Lincoln's re

lvP
2 VPs

EliminaBd or ciprured
Pcr cncmy supply wlgotr
Eliminar.d

P.. .ndny colps supply rEin
Csprurcd
P.r Union Rererve 'Iiain

Copturcd

G€ne.al Rob.n E. Lee

P.r Brisade BCE d ar rh€ cnd ofthe sc.norio
VPs !s list.d on the OB Rost.r (fint numb.r
li3tcd)

Pcr Brig.d. rotaUy eliminarcd a( th..nd of

VPs $ liltcd on tbc OB Rc!.r (rcoDd num-
b.r listed)

Major Gencral G.org€ G. Mcrd.

l0 VPs

25 VPs

100 VPt

50 VPs
100 vPs

l0

units as optional.These are units that could
have participatedin the GettysburgCam-
paign hut did not do so to a significant
degree.The optionalunitsare not used in
the historicalscenariosbut are includedin
the countermix to allowfor variationsin
play. Playersshouldmutuallyagree in
advancewhich, ifany, of the optionalunits
will he used.

[£33.01 VICTORY
osnstuu.ants
Victoryis won throughthe accumulationof
VictoryPointswhichare awardedfor the
eliminationor captureofenemy strength
points,batteries,and leaders.The level of
victorycan be modifiedby the occupationof
certaingeographicalobjectiveslistedin the
scenarios.

PROCEDURE

Each player lteepstrackofhis casualtieson
the OB Roster.At the end of the scenario,
the playeradds up the numberofvictory
pointshe receivesfor enemy strengthpoints,
batteries,and leadersthat he has ltilled,
captured,or wounded(see case 33.1). The
two players’victorypoint totalsare com-
pared in a ratio. The level of victory is deter-
minedby the ratio,possiblymodifiedby
terrainobjectives.

CASES
[$3.1]WCIORYPOINTAWARDS
StrengthPoint Losses
Per enemy infantrystrengthpoint
Eliminated l VP
Captured 2 VPs
Per enemy cavalrystrengthpoint
Eliminatedor captured
Per Unionartillerybattery
Eliminatedor captured
Per Confederateartillerybattery
Eliminatedor capmred
Per enemy supplywagon
Eliminated 5 VPs
Captured 10 VPs
Per enemycorps supplytrain
Captured 25 VPs
Per Union ReserveTrain
Captured 100 VPs
Per BrigadeBCE’d at the end of the scenario
VPs as listedon the DB Roster (first number
listed)
Per Brigadetotallyeliminatedat the end of
the scenario
‘li'Psas listedon the OB Roster(secondnum-
ber listed)
LeaderLosses
Major GeneralGeorgeG. Meade
Wounded 50 VPs
Killedor captured 100 VPs
GeneralRobert E. Lee
Wounded See below
Killedor captured See below

3 VPs

6 VPs

4 VPs

Per enemycorpscommander
Wounded
Killedor captured
Per enemy divisioncommander
Wounded
Killedor captured
Per enemybrigadecommander
Wounded
Killedor captured 2 x CPs
Per enemy replacementbrigadecommander
1 VictoryPoint each time lost, regardlessof
cause of loss
For calculatingVictoryPointsfrom lost
leaders,use only the leader'soriginalcom-
mand status, ignoringany promotionor
transferhe may have receivedduringplay.
Brigadecommanderswith zero Command
Pointsare worth I VictoryPoint, regardless
of the circumstancesof their loss.
GeneralRobertE. Lee: IfRobertE. Lee
is wounded,the LevelofVictory(see case
33.2) is shifiedone in the Unionplayer’s
favor(Example:a Draw becomesa Union
TacticalVictory).IfRobertE. Lee is killedor
captured,the LevelofVictoryis shiftedthree
in the Union player'sfavor (EXAMPLE:a
ConfederateTacticalVictorybecomes a
Union SubstantialVictory).
[33.2]VICTORYLEVELS
At the end ofthe game, regardlessofscenario,
dividethe smallervictorypoint total into the
largerand find the ratioon the table below. If
the result is not a Draw,the playerwiththe
largervictorypoint total has won a victory.

4xCPs
6xCPs

2x CPs
3x CPs

lxCPs

DecisiveVictory
SubstantialVictory

2 to l or greater
At least 1.6 to l, but
less than 2 to 1
At least 1.2 to l, but
less than 1.6 to 1
Less than 1.2 to l, but
at least I to l

[333]STRATEGICVICTORYIMPLI-
CATIONS(GrnndBattleGame only)
Victoryor defeatat Gettysburghad far-
reachingstrategicimplications.The follow-
ing guidelinesare suggestedfor playersto
assess the impact that a certainlevel ofvic-
tory would have on the outcomeofthe war.

ConfederateDecisive.The Armyof the
Potomacis shatteredand routs towardWash-
ington.Lee pursues,Wasbingtonand Balti-
more fall to Confederateassault,and the
Lincolnadministration(or its replacement)
sues for peace. The Confederacywins its
independence.
ConfederateSubstantial.The Union
Army retrtsto the defensesofWhshington
while the Confederatesraid throughout
Marylandand southernPennsylvaniabefore
withdrawingto northernVirginia.Union
forcesare broughtin from the West to help
defendthe Northeast,enablingBragg to
recovermost ofTennesseeand Kentuckyfor
the Confederacy.The NorthernPeace Demo-
cratsare strengthenedand Lincoln’src-

TactiealVictory

Draw

30

electionin 1864 is in doubt.

Confederate‘Tactical.The Union Army
retreatsto Meade’spre-selectedPipe Creek
defenseline. Gettysburgis strategically
inconclusive;the armiesare forced to light
anotherbattle in Maryland.
UnionTactical.The historicalresult of the
battle.The Confederatesretreat into ‘Vir-
ginia, with ineffectiveUnionpursuit.The
war continuesfor two bloodyyears.
UnionSubstantial.The Army ofthe Poto-
mac vigorouslypursuesthe Confederatesinto
Virginia,keepingthem strictlyon the defen-
sive. The Confederatesare unableto shift
troopsto Bragg in Tennessee;the battleof
Chicltarnaugais a major Unionvictory.
Atlantafalls by Christmasand the Union
wins the war by the stunmerof 1864.
UnionDecisive.The Army ofNorthern
Virginiais severelydamaged.The Union
capturesRichmondand the Rebellioncol-
lapsesby the end of 1363.

Draw. Strategically,the same as a Union
TacticalVictory.

[34.0] SCENARIOS
The game has three one-mapscenarios
depictingvariouscrucialtimes in the battle
ofGettysburg,as well as a Grand Battle
Game that encompassesthe entirebattle.
The Grand BattleGame itselfcan be started
at any of four timesand playedto conclusion
on ]uly 3.
This battle,fought on the rollingplainsof
southernPennsylvania,was the South’slast
opportunityto end the war decisivelyon
Northernsoil.

On the afternoonofJune 30, I363 two bri-
gades ofUnioncavalryunderGeneralJohn
Bufordwere campedwest ofGettysburg.To
the far west they could see a columnofCon-
federateinfantrytnrdgingthroughthe heat
towardthe town.A briefexchangeoffire
causedthe Southerntroops(Pettigrew's
Brigadeof MajorGeneralHeth‘s Division)to
withdraw.Bufordsent word to the nearest
Uniontroops—MajorGeneralIohn Rey-
nolds’ I Corps—andpreparedhis 2900 troop-
ers for the assault that was sure to come the
next day. Buforddecidedto hold the ground,
for the hillsaroundhis positionwould afford
the Union army an excellentpositionfor
receivingthe Confederatesnack.
GeneralHeth was convincedthat the Union
force was only militia.General Ruben E. Lee
orderedHeth to conducta rcconnaisancein
force the followingmoming.So, at eight
o'clockon the morningofJuly l, the brigades
ofBrigadierGeneralsArcherand Davis
trampeddown the ChambersburgPike into
one of the most momentousclashesin history.
[sat] McP'HER5ON’Snmon
This scenariodepictsthe initialcontact
betweenHeth’sDivisionand Buford‘scav-



alry, wnb both sides .eceiving .einforce-

[1{. I  l lsccnar io Lensd

Play begins with lhe 0820 turn ofJuly l, and
ends after the 1540 rurn ofrhe same dat The
Conf€d.rrr. play€r is thc Fnst Playcr.

l34.l2l sccn.rio Boudarics

The scenariois played on Map A only. AU
urits mu.t st.y within the aree bounded by a
linc running six beles nonh-donher$ ofrh.
unfinish.d .ailroad and four hdes south-
southcd of th. Fanfi.ld-H.gerstown road,
inclusive. Unirs rhat voluntlrily move o. a.e
forccd ro movc beyond th.s boudaric. a.e
r.mov.d f.on play. They are lot considered
.lioilar.d fo. vidory poiDt purposcs.

[]4.l3l Innial Deploymcni

All Confederate idfantry bcgins rh€ $.m.io
in li!. forhario!; Confedcrat€ anille.y
bcgins i! limbcred folmation. Union cavaliy
bc8ins the scenalio in cirher dimount€d ot
skilmish form.don (Union player's choice)j
Union anillery begins unlinbered.

Corf.dcratc Dcplotmclr

HEX Unltor
NO. L.od.r TIME MPs

40828 HETII m2o Full
40828 Hdh'r Supply 0820 Full
40824 DAVIS 0820 Full
40824 42 MGs 0820 Full
40623 2 Miss 0320 Full
A0?2.{ t5 NC 0820 Full
41427 ARCIIER Oa20 Full
Ala27 ll Ab 0320 Full
A1126 7 T.nn 0a20 Flll
41226 14 T.nn 0A2o Full
Al3l7 5 Alr B. 0820 Full
AIt2a I T.nn 0a20 Fnll
Al02t Fr.dclibrs Any 0820 Fdl
4092? PureU Atty 0820 Full
40927 Crcnshau Any 0820 Full
4032? P.e D.. A(y 0320 Fuu
40827 Lcrchc! Any 0820 [trll

NO, L.d..TIME MP3

3 NY A 0a20 Full
8NYB 0820 FUU
GAMILE 0820 FUU
8 lllA 0820 Full
3 lll l 0420 Full
l2 l l l  0820 Ful l
I Ind 0820 Full

ll4. l4l Reinrorccmcnt

A. Cotrf.d.rar. Rcinforc.m.nts. Au unns
app.ai ir rh. folloqing ord€r at SBgins Area
,2 (*c secrion 22.0). Au units are in colunn

Ir.d.. TIME MP.

P.(istc*l adc 0820 Full

Bd. 0320 Full
A.P HILL 1000 Full
PBNDBR 1100 Full
P.!rin'! Bd. 1100 Full
S.dlc's ad. ll0o Full
L.nc\ Adc ll00 Full
ThoDs Bdc ll00 Full
Mclnrorh'! Any ll00 Full
P.nd.r'ssupply ll00 Full
Hdh r Any 1200 Full
P.ndcls Any 1200 Full
R,E. l .EE 1100 Ful l

l34. l6 lSpecial  and Opt ional  Rules

Ir is r.commendcd rhar phyqs us rhc fol

A. Skilmishe6 (23.0). The itrnialUnioo scr'
up is giv.n t*ic.. The set'up marked 'tk" is
us.d ifthe play.r usr tule 21.0.
a. Anillery Rapid Fi.e (26.0).
C. Wing CommandeB (28.0). Reyrolds is the
wirg comm.nder tor.ll Union forccs. Dou-
blcday comm.nds I Corps, Rowl.y com.
nands lrl, lnd R.pl Conh A coEnands
l/1/1. IfReynolds bccoo.s a casualry, hc is
nor replaced as wins commandcr dunns this

D. Melee FatiSuc (10.0).
E. Rapid Mar.h (29.0) is prohibircd in rhis

[3a.17] Victory CondnioDs

Borh playeB rcceive vidory poinrs as pet
31.0. h addirion, rhe playcr who h* conrol
ofrhc ridge linc running fiom hcx 41803
th.ough A4506 reccivs onc or nore shifts in
his favor in th. Level ofvictory accordins to

Pl.y.r Snn Contrl ofRid8.

USA I  Endof l540rurn
CSA I E.dol l40O ru.n
CSA 2 End oi lr0o rurn

A player conrrch the rid8e his unns ftcupy
or we.e lh. hst to ocopy. line ot four ot
mor€ condnous hexes anywhcrc on rhc ridsc
and if!o enehy utrirs ccupy a li!. offout
or nore coirinuous hexcs an)ryh.r. on rh.

[34.2I LTTTLE ROUND TOP

This sccnario d€pids rh. a acl ofl-ong-
srcd\ C..ps aSainsr lhc Union III Corp3
larc in rhe afic.noon ofJuly 2. Si.kleC III
Corps ancho.ed rhe Union lcir. Lndc Round
Top, a hish hill whose sumnir was ! nrcng
defensive position, providcd a compler.
enfihde ofUnion posirions ro th. nonh. BiB
Round Top is hisher bur is ! ncslisiblc
military objectiv€. LonsstrccCs orde6 wcr0
ro turn th. Union 0anl; po$cssion ofthc
hius *as.rirical to rhe succcs ofthe ata.t.

[]4.211 Sccnario Lensth.

The sc.nario bcgins wirh th. 1540 turn of
July 2. and.n& wirh rh. l9.10 ruh ofrhc
s.mc .lay. Th. Confedeiat. Pl.y.. is th.

134.221 scen.rio Boundarics.

The scenario n pbycd on Map C only. Units
can oove anwh.re on Map C. Unns thar
leav. Map C,.rrhcr volunrarily or involun-
rarily, are r.mov.d fiom play and do not
r.rurn; tbey are nor countcd as.lininatcd ior
vl(ory ponr purpofs-

It4.231 IDnial D.ploymenr.

All units begin rhc sceDario in lin. or unlim-
be.ed fouarion (Exception: rhe 2 US SS
nay start in cith.r lin. or sknnish forn!'

EEX
NO.

At8l ,
At8l3
A0 6

41520

4t922
Al8l3 3t

BUFORD 0820 Full
UCjv Supply 0820 Full
6 NY 0820 FUU
9 NY 0820 FuU
DEVIN 0320 Frll
17 P. 0320 Full
3 V\,! 0820 FUU
A, 2 Us Any o32o UnliDb
8 NY 0820 Full
GAMBLE 0820 Full
3IIl 0820 Full
12 n m20 Full
3lnd 0620 Full
BUFORD 0820 Full
l/C.v Supply 0820 Full
6l.lY 0a20 Full
9 NY A 0820 Full
9 NY B 0820 FuU
DEWN 0a20 Full
l7 Pr A 0820 Full
l7 Ps B 0820 FUU
3 \wr 0820 FUU
4,2 UsAny o32o U. l inb

B. Union R€infoicemenrs. All uniis apper
in column or limb.r.d at rhc hcxes desig-
nared. Som. unns hlve les rhan th€ir full
mov.m.nr allowanc€ o! rhc rurn rbey eore..

HEX
NO. U.lr oTLEADER TIME MPt

42t02 REINOLDS 0900 t2
42t02 2 Mc Any 0940 l
A2502 WADSWORTH 1000 4
42t02 CUTLER !000 4
42t02 7a NY l0@ 4
42502 56 P. 1000 ).5
A2502 I.t? NY 1000 t
42t02 9t NY 1000 2.5
42t02 34 NY 1000 2
42502 2Vli* l00O I
A2'02 ME&EDITH IOOO I
42502 1v/i* 1000 -5
42502 lg lnd 1000 0
42502 2, lMich 1020 6
42502 6 !(/ia 1020 5.5
A4215 ROIVLEY t020 t
A4215 I5l P. 1020 ,
44216 l42Pt 1020 3
A4215 80 NY 1020 2
A4216 l2 l  Pa 1020 2
44215 B) I Pr Any 1020 4
42502 l/l Supply ll00 7
42502 DOUBLEDAY IIOO 4
A2t02 STONE ll00 4
42502 143 P^ I 100 4
A2tO2 ItO P! ll00 J-5
42502 l,l9 Pr ll0o t
A2to2 l/I Slpply ll& a
42502 B,4 US Any l22O t
42502 5 M. Any 1220 5
42502 E, L I NY Any 1220 5

I3,1.151 AmmunnioD Supply

All batt.ri.s end wagons appr.r with a full
lold ofamDunnion. They rcccive no addi
rioMl amnulirion durilsrh. scenario.

1l

al ry ,w i thbothsidesreceiv ingre in force-
ments.
[3-1.1I ] Scenar ioLength
Playbeginswi ththe 0820turnof lu lyl , and
endsaf terthe 1540turnofthesameday.The
Confederatep layeris theFi rs tPlayer .

[$4.12]Scenar ioBoundar ies

Thescenar iois playedon MapA only.Al l
uni tsmuststaywi th intheareaboundet lby a
l inerunningsix hexesnorth-northeastofthe
unf in ishedra i l rdand fourhfiessouth-
southeasto ftheFai rfie ld- I - Iagerstownroad,
inc lus ive.Uni tsthatvo luntar i lymoveor are
forcedto movebeyondtheseboundar iesare
removedf romplay.Theyare notcons idered
el iminatedforv ic torypointpurposes.
[34.13]In i t ia lDeployment

Al l Confederateinfantrybeginsthe scenar io
in l ineformat ion;Confederatear t i l le ry
beginsin l imberedformat ion.Unioncaval ry
beginsthe scenar ioin e i therd ismountedor
sk i rmishFormat ion(Unionp1ayer ’schoice) ;
Unionar t i l le rybeginsunl imbered.

ConfederateDeployment
HEX
HO.

A0828
A0828
A0824
A0824
A0623
A0224
A1427
A142?
A1 126
A 1226
A I 327
A1528

Un i to r
Leader
HETH
Heth ‘sSupp ly
DAVIS
42 Miss
2 Miss
55 NC
ARCHER
HA1:
'1 ' ‘ l ino
I4 Tenn
5 A la En
1 Tenn

A1025
A0927
A0927
A0822
A082?

Fredrcksbrg

TIME

0820
0820
0820
0820
0820
0820
0820
0820
0820
0820
0820
0820
0820A-=1

Purcel lAr ty
CrenshawAr ty
Pee DeeAr ty
Le tcherAr ty

Un ionDep loyment

HEX Uni tor
ND. Leader

A1813
A1813
A0516
A0616
A081?
A0817
A1011 ’
A1410
A1520
A1620
A1620
A1821
A1922
A1813 sh
A1813 ak
A0516 sh
A0616 s i t
A0217 a l t
A081? sh
A001 ‘? s l t
A0918 sh
A101"? sk
A1410 s l t

T IME

BUFORD
1 i 'CavSupp ly
6 NY
9 NY
DEVIIN
17 Pa
3 WV:
A, 2 US Arty
8 NY
GAMBLE
B I l l
I2 111
3 Ind
BUFORD
l l 'CavSupply
6 NY
9 NY A
9 HY B
DEVIN
1'1’ Pa A
1'? Pa B
3 Wlt la
A, 2 US Arty

0020
0820
0820
0820

MP1:

0820
0820
0820
0820
0820
0820
0820
0320
0820
0820
0820
0820
0820
0820
0820
0820
0820
0820
0820
0820
0820
0820
0820

MPs

Fu l l
Fu l l
Ful l
Fu l l
Fu l l
Fu l l
Fu l l
Ful l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l

Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Ful l
Unl i tnb
Ful l
Fu l l
Ful l
Fu l l
Ful l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Un l imh

A1419
A1520
A1020
A1620
A1721
A1821
A1922

s l t
sk
sh
ak
sk
s l t
s l t

BNYA
BNYB
GAMBLE
8111A
811113
12111
3 Ind

0820
0020
0820
0820
0820
0820
0820

Ful l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l
Fu l l

[3-4.16]Specialand Dpt ionalRules
I t is recommendedthatp layersuse the fo l -
lowingru les.
A. Skirmishers(23.0).The ini t ia lUnionset-
up is giventwice.The set-upmarked“s i t ”is
usedi f rheplayeruse rule23.0.

[3414]Reinforcements 3- 00511"?R3100F i r !125-01-
C. ‘WingCommanders(28.01.Reynoldsis the

A" C°nr5d5m'5ReinrurccmcnmAl lun i “ wingcommanderfora l lUnionforces.Dou-
appearin the fol lowingorderat StagingArea_ _ _ b ledaycommands1 Corps,Rowleycom-
' 2 ( S C I !S - 0 0 1 1 0 1 12 2 . 0 ] .A 1 1 1 . 1 1 1 1 1 5B I B 1 1 1 1 3 0 1 1 1 1 1 1 1 1 m i n d s3 n :a n dR g p lC o m mF l C o m m a n d s

"Y "mb='°¢'- 1:311. trReynoldsbecomesa casualty;he is
HEX
NU.

SA I2
SA I2

SA I2
SA I2
SA I2
SA I2
SA I2
SA #2
SA I2
SA I2
SA I2
SA I2
SA I2

Uni toI ‘

Leader
Pet t igrew‘sBde
Brockenbroug l t f s
Bde
A.P.HILL
PENDER
Perr io 'sBde
Sca1e ‘s
Lane 's

Bde
Bde

Thomas‘Bde
McIntosh’ :Ar ty
Pender 'sSupply
Heth 'sM7
Ponder ‘ :A r ty
R.E .LEE

TIME

0820

0820
1000
1100
1100
1100
1100
1100
1100
1100
1200
1200
1300

MPs
Fu l l

Fu l_
Ful l
Fu l -
Fu l l
Fu l .
Fu l l
Ful i
Fu l .
FuL
Ful l
Fu l l
Fu l l

B. UnionReinforcements.A l l un i tsappear
in co lumnor l imberedat the hexesdesig-
nated.Someuni tshavelessthanthe i rfu l l
movemental lowanceon the turntheyenter.
I - IE1
NO.

A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A4215
A4215
A4216
A421 5
A421 6
A421 5
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502
A2502

Un i to r LEADERTIME

REYNOLDS
2 Me Ar ty
WADSWORTH
CUTLER
76 NY
56 Pa
147 NY
9 5 N Y
84 NY
2 Wise
MEREDITH
7 Wise
19 Ind
24 Mich
6 Wise
ROWLEY
1511' :
I42 Pa
80 NY
121 Pa
B, I Pa Ar ty
I I ISupply
DOUBLEDAY
STONE
I43 Pa
I50 Pa
14' }Pa
3J'1Supp1y
B,4USArty _
5MeArty
E,L lN‘ r 'Ar ty

0900
0940
1000
1000
10111
10111 l s l l l h - n i l - 1 ' 1 - 1 - A l i - 'U ‘h i

1000
1000
1000
1000
1000
1000
1000
1020
1020
1020
1020
1020
1020
1020
1020
1100
1100
1100
1100
1100
1100
1140
1220
1220
1220

[$4.15]Ammuni t ionSupply

Al lbatter iesand wagonsappearwi tha ful l
loadofammuni t ion.Theyreceiveno addi -
t ionalammunit iondur ingthe scenar io.

m m m u a e o 5 . » - P - h - I n - t - h - e o r ~ . > u H . o L n § : t c ~ o ; _ n - — u g ~ r o »

u so no n

not replacedas wingcommanderdur ingthis
scenar io.
D. MeleeFat igue(30.0) .
E. RapidMarch(29.0)is proh ib i tedin th is
scenar io .

[34.17] VictoryCondit ions
Bothplayersreceivev ic torypointsas per
33.0.In addi t ion,theplayerwhohascont ro l
o fthe r idgel inerunningf romhes A1803
throughA4506receivesone or moreshi f tsin
his favorin theLevelo fVic toryaccord ingto
the fo l lowingtable:
Player Sh i f t Con t ro lo f l l l t l ge

USA l Endo f 1540tu rn
CSA 1 Endo f 1400tu rn
CSA 2 Endo f 1300tu rn

A playercont ro lsthe r idgehisuni tsoccupy
or werethe last to occupya l ineo1'1 'ouror _
morecont inoushexesanywhereon the r idge
and i fno enemyuni tsoccupya l ineoffour
or morecont inuoushexesanywhereon the
r idge.

[$4.2]L ITTLEROUNDTOP

Thisscenar iodepic tsthe at tackofLong-
st reet ’sCorpsagainstthe Union111 Corps
latein theaf ternoonof]u1y2. S ick les ’111
Corpsanchoredthe Unionlef t .L i t t leRound
Top,a h ighh i l lwhosesummitwas a st rong
defens ivepos i t ion,prov ideda complete
enfiladeofUnionposi t ionsto the north.Big
RoundTop is h igherbut is a negl ig ib le
mi l i taryobject ive.Longst reet ’sorderswere
to turnthe Unionf lank;possess ionofthe
hi l lswas cr i t icalto the successofthe attack.
[$4.21]Scenar ioLength.
The scenar iobeginswi ththe 1540turnof
Ju ly2. and endswi ththe 1940turnofthe
sameclay.The ConfederatePlayeris the
Firs tPlayer .
[31-1.22]Scenar ioBoundar ies.

Thescenar iois playedon MapC only.Uni ts
can moveanywhereon MapC. Uni tsthat
leaveMapC, e i thervo luntar i lyor invo lun-
tar i ly ,are removedfromplayand do not
return;theyare not countedas el iminatedFor
v ictorypointpurposes.
[34.23]In i t ia lDeployment .
A l lun i tsbeginthe scenar ioin l ineor un l im-
beredformat ion(Except ion:the 2 US SS
maystartin ei therl ineor skirmishforma-
t ion.



Cod.d€!at. D.ployment

TIEX
NO. Unii or LEADER COMMAND

ALEXANDER I
BARKSDALE
AIEXANDER I
BARKSDALE
ATEXANDER I
BARKSDALE

WOFFORD
ALEXANDER I
BARKSDALE
VOFFORD

ALEXANDER I
VOFFORD
VOFFORD
ALEXANDER I
KERSHAW
KERSHAW
SEMMES
KERSHAW
KERSHAW

SEI\4MES

LONGSTREET

XERSHAW
(NRSHAW
SEMMES
I COR?S
,\'IcLAVJS
SEMMES

ANDERSON
ANDERSON
HOOD
ROBERTSON
ROBERTSON
HOOD
ANDERSON
ANDERSON
HOOt)
EOOD
HOOD
ROBERTSON
ROBERTSON
ANDERSON
LONCSTREET
rlooD

HOOD
IENNING
BENNINC
HOOD
llooD

BENNING
BENNING

Eslll-lrvlAN I
ESIILMAN I
ESHLMAN I

Unirs tbat bcgin the scenario oveBracked
mus correct thcn stackitrg on rhe lirsr tulo

Colr7 Br@ks Ir. ,4iy

C0218 l3 Miss

c03r8 )7 Mns
C0338 BARKSDALE

C0438 2l Miss
C0439 24 Gl

C0t39 13 Gt

c063? 3 SC Bo
c063? 3 SC
C0613 50 Ga
c07t7 2 sc
c0737 3 SC
CO7]7 KERSHA\P
C0738 l0Ga
c0713 SEMMES

C0?39 ]ltclawa Supply
c0a36 ? sc
c0836 l5 SC
c083? 5r Gd
CO3]3 LONGSTREET
Cl0r6 Troup Co L Any
C0937 51Ga

C1236 I Ricn Ho{ Any

Cl5l6 7 Gr

CI635 ROBERTSON

C1636 l l  Gr
CI6'6 O.T. ANDERSON

C1637 Palmrio Lt Ant

C1737 59 Gt
cl316 HooD

CI937 2 Gt

CT937 EENNING

C2035 15 Ala
C2036 15 Ga
C2036 l7 G!

C2116 48 Ala
C054t Elbl t+2CbAny
C054t Eshl I Co Any
C0515 Eshl,l Co Any

IIEX
NO. Unho.LEADER

C0130 6l P.

C0132 105 Pa
COI]2 GRAHAM
C0133 I l,l Pa
C02t3 E,I RI Any
CO]27 HUNT
c0327 SICKLES
C0127 IU ColpsTriin
C033r 2 NJ Arty
C0332 15NY Any
C0333 G, I NY AN'

c0,12t 6 NJ
c042r 3NJ
c0426 2 NH
C0426 BURLINC
C0421 rlSla
c042? ? NJ

C0412 l4 l  P!
C0433 3 ]!1.

C0727 D, I NYAry
C0828 BIRNEY
C0323 l/lll Supply
C0830 17 Mc
C0831 3 Mich
c0930 40NY
CO93O DETROBRIAND

CI22O WARREN
C1228 99 Pa
Cl22a 20 l^d
c1328 86 NY
c1426 I2,1NY

41527 4 M.

c1923 2 US SS

Col17 20 Me
C0117 83 Pg

col17 44 NY
Col17 D,5 US Any
COII? VINCENT
c0 7 svtTzER

c0 7 TILTON
c0l l7 l / l /v  h l l  unirs)
COIIT BARNES

Uniis th6t begin the scenario oveblacked
must co(ect thci! oveBtrcking on the fist
tum they are coDmnred.

[34.24] Reinforccnen$.

Note: Reinforceh.nrs arc not ailecled by
committment restri.tions (see speci.l tule
34.264).

CodederarG R.tnforc.m.nts: The only
Confedem(e reinforcements are opdonal ard
Iisted as Scenario Oprions (see case 34.28).

Uaioa Reilforc.mcoG: Unirs appea.
eirher in column o! dcployed in line (playe.'s
choice) in th. rouowins order:

C0ll7 l/V Supply lN 1640
Colr? C,F I Pa Arry ML 1640
c0ll7 AYRES 2N t740
C0117 2N(aU unnt 1740
Col l? Vcorps^ny V 1740

(all rcnaininE unnt
C0rl7 2 C-nn Any 2 VOL l7.O
c0120 GATDVELL t/II l8m
C0120 rnl (eU uns) l30o
C0120 l/Il Supply lrll 1800
c0103 cRAwFoRD 3N 1800
C0108 l/V (all unns) 1800
C0108 3/V Supplt 1N la00
C0l l7 6 Me Any 4VOL 1840
c0117 VHEATON 3/lNI 1900
c0 7 tl3Nl 1900

c0n7 LocKvooD IND/)aII 1920
c0117 IdnII 1920

06 I Md ES)

[34.25] Ammunirior Supply.

All barreries, supply w.gons, and rriins
appear wirh a full ammunirion load. :fhey
receive no orher amhunition in lhis scenario.

[34.261 Special Rulcs.

A. Committm.rt. AII units begin the samc
uncommnted. The movemert ad conbar
capabihies of lll uncommnred unns are
r€stri.ted. Units may be connitred accord-
ing ro lhe Committmenr Trble, o. as a rcsul(
ofenemy movenelr or n!c.

Unconnitted infantry unirs cannor move
or fire; (hey can change tlcirg. UocomDnred
anillery unns cannor oove; rh.y can chang€
facins ed can fir in thc Ollensive Artiuery
Bombar.Lnent Phase.nd Defensive Counrer

An uncommined unit rhar fails a normal
Mo.ale Check and is subicct to rout,
becones pinned insread.

Unirs and commlndeB become cooDittcd
at the time lhted oo the Commirrment T2blc.
Th€y may be connnrcd sooner und* the
foUoving circumstances:

. Comnitred inncdiarely iffired upon by
a. enemy snallarns unir

. ColMirred immediately if an enemy unit
moves within (bree hexes or le$

Once a unit is.ommitted, it reoains so for
the rest ofthe sen.rio. Committment ofone
unit of a brisadc causes rhe comoirrDenr ol'
the entn. brigade, as wcu as its arlill€ry.

Commitrm.nt Table

TIME U.ir or LEADER

vvlll
tltlr'l
l/vlll
tl\nl
Il/ttl
TI

UI
I I I
III
ML
4 VOL
I/ I / I I I
Jt2ltr
3t2I|l
3t2Lnl
3t2{tl

'I2IIII3t2trrt
I VOL
I/I/III
2|lt,]
l vol-
Iu
INII
I/III
3/ I / I I I
!tnr
a^nl
a^nrl
3t17III
3^Ir

2l\lltl
2t ltl
2t llt
211lfil
21tlttl
21r1111
ut
lnttlll

3trN t620

!6.10

t600
l600
1600
1600
t600
1600

1620
I620

1700
1700

LONCSTREET
HOOD

srcKl_Es
HUNT
All Union unns $uth ofhurow
c0600

12

Confederate Deployment
I-[EX
NO.

C01 3'1
C01 38
C0231
C0238
C033?
C0338
C0338
C0339
C0339
C043‘?
C0438
C0439
C0439
C0440
C0539
C0539
C0541
C063‘?
C0631
C0638
C013?
C0137
C0737
C0138
C0138
C0139
C0139
C0836
C0836
C083’?
C0838
C1036
C093?
C1 136
C1236
Cl 336
C1536
C l 536
C1635
C1635
C1635
C1635
C1636
C 1636
C 1636
C 163?
C163‘?
C 1136
C 1 "136
C l '13?
C 1836
C1836
C1936
C1936
C1936
C 1937
C193?
C1937
C2035
C2035
C2036
C2036
C2 1 36
C2136
C0545
C0545
C0545

Unit or LEADER

Broolts Lt. Arty
18 Miss
Madison Arty
13 Miss
Bath Arty
1'1 Miss
BARRSDALE
Cobb’s Legn
1’hillip’s Legn
Parker Arty
21 Miss
24 Ga
WOFFORD
Bedford Arty
16 Ga
18 Ga
Ashland Arty
3 SC Bn
8 SC
50 Ga
2 SC
3 SC
RERSHAW
10 Ga
SEMMES
McL.AWS
McLaws’ Supply
'1 SC
15 SC
51 Ga
LONGSTREET
Troup Co Lt Arty
53 Ga
Ellis I..t. Arty
I Rich How Arty
Pulaski Arty
'5" Ga
8 Ga
Branch Arty
1 Texas
3 Arlt
ROBERTSON
9 Ga
ll Ga
G.T. ANDERSON
German Arty
Palmtto Lt Arty
4 Texas
5 Texas
59 Ga
HOOD
Hood Supply
4 Ala
4'1 Ala
LAW
2 Ga
20 Ga
BENNING
Rowan Arty
15 Ala
15 Ga
1'1 Ga
44 Ala
48 Ala
Eshll+2CoArty
E5111 3 Co Arty
Eshl 4 Co Arty

COMMAND

ALEXANDER I
BARKSDALE
ALEXANDER I
BARKSDALE
 ER I
BARKSDALE
McLAWS
WOFFORD
WOFFORD
ALEXANDER I
BARKSDALE
WOFFORD
McLA‘WS
ALEXANDER I
WOFFORD
WOFFORD
A1.E'11'.ANDER I
KERSHAW
KERSHAW
SEMMES
FLERSHAW
KERS1-IAW
McLAWS
SEBAMES '
MCLAWS
LONGSTREET
McLAWS
KERS1-IAW
KERSHAW
SEMMES
1 CORPS
McLAWS
SEMJVIES
McLAWS
McLAWS
McLAWS
ANDERSON
ANDERSON
HOOD
ROBERTSON
ROBERTSON
HOOD
ANDERSON
ANDERSON
HOOD
HOOD
HOOD
ROBERTSON
ROBERTSON
ANDERSON
LONGSTREET
HOOD
LAW
LAW
HOOD
BENNING
BENNING
HOOD
HOOD
LAW
BENNING
BENNING
LAW
LAW
ESHLMAN I
ESHLMAN I
ESHLMAN 1

Units that begin the scenario overstaclted
must correct their stacking on the first turn
they are committed

Union Deployment
HEX
NO.

C0130
C01 32
C0132
C0132
C0133
C0233
C0327
C0327
C032?
C0331
C0332
C0333
C0333
C0425
C0425
C0426
C0426
C0427
C0427
C0430
C0432
C0433
C0530
C0727
C0828
C0828
C0830
C0831
C0930
C0930
C 1029
C 1029
C 1 220
C1228
C1228
C1328
C1426
C1426
Cl 527
Cl 528
C1928

Unit or LEADER COMMAND

63 Pa
5'? Pa
105 Pa
GRAHAM
114 Pa
E,1 R1 Arty
HUNT
SICRLES
III Corps Train
2 N] Arty
15 NY Arty
G, l NY Arty
68 Pa
6 N]
8 N]
2 NH
BURLING
115 Pa
7 N}
5 Mass Arty
141 Pa
3 Me
9 Mass Arty
D, 1 NY Arty
BIRNEY
11111 Supply
1'? Me
3 Mich
40 NY
DE TROBRIAND
5 Mich
110 Pa
WARREN
99 Pa
20 Ind
86 NY
124 NY
WARD
4 Me
4NYArty
211338

1111111
l1l1I11
1111111
1111111
1111111
III
11()1’
111
111
111
l‘V1)1.
4-1flC11.
1111111
3121111
3121111
3121111
3121111
3121111
3121111
1 N431.
1111111
2111111
l'\0J1.
111
11111
11111
3111111
3111111
3111111
3111111
3111111
3111111
1()1’
2111111
2111111
2111111
2111111
2111111
2111111
I11
11nd111I

C0117
C0117
C0117
C011?
C0117

C0117
C0120
C0120
C0120
C0108
C0108
C0108
C011‘?
C0117
C01 1'1

C01 1'1
C011?

119' Supply
C,F 1 Pa Arty
AYRES
2111' {all units)
11 Corps Arty
[all remaining units}
2 Conn Arty
CALDWELL
1111 {all units)
1111 Supply
CRAWFORD
3111' {all units)
3111 Supply
6 Me Arty
WHEATON
3131111
(all units)
LOCRWOOD
111d1'X11
{less 1 Md ES)

1111'
1 VOL
2111'

11

2 ‘VOL
1111

1111
3111'

3111
4 VOL
3131111

11'~1D1'.l'l'.11
I 920

[3425] Ammunition Supply.

1640
1640
1140
1140
11140

1140
1800
1800
1800
1800
1800
1800
1840
1900
1900

1920

All batteries, supply wagons, and trains
appear with a Full ammunition load. They
receive no other ammunition in this scenario

[3-4.26] Special Rules.

Units that begin the scenario overstaclted
must correct their overstacking on the first
turn they are committed.

[34.24] Reinfotccments.
Note: Reinforcements are not affected by
committment restrictions (see special rule
34.26A).

Confederate Reinforeernents: The only
Confederate reinforcements are optional and
listed as Scenario Options (see case 34.28).

Union Reinforcements: Units appear
either in column or deployed in line (player’s
choice) in the following order:
1-IEX Unit or
NO. Leader TIME MP1:

A. Committment. All units begin the game
uncommitted. The movement and combat
capabilities of all uncommitted units are
restricted. Units may be committed accord-
ing to the Committment Table, or as a resuit
of enemy movement or fire.

Uncommirted infantry units cannot move
or fire; they can change facing. Uncommirted
artillery units cannot move; they can change
facing and can fire in the Offensive Artillery
Bombardment Phase and Defensive Counter-
Battery Phase only.

An uncommitted unit that fails a normal
Morale Check and is subiect to rout,
becomes pinned instead.

Units and commanders become committed
at the time listed on the Committment Table.
They may be committed sooner under the
following circumstances:

' Committed immediately if fired upon by
an enemy small-arms unit

' Committed immediately if an enemy unit
moves within three hexes or less

Once a unit is committed, it remains so For
the rest of the scenario. Committment of one
unit of a brigade causes the committment oi"
the entire brigade, as well as its artillery.
Commitunent Table
T1611-E Unit or LEADER

1 600 LONGSTREET
1600 HOOD
1600 Hood’s Artillery

C011?
C0117
C01 1'1
C0111
C01 1'1
C011?
C0117
C0117

C0111
C0117
C0117

20 Me
83 Pa
16 Mich
44 NY
D, 5 US Arty
VINCENT
SWITZER
21l1V
(less 9 Mass)
TILTON
l1l1V (all units)
BARNES

32

311-1V
311111
311111
311111’
311111
311111’
211111

111111

1111

1620
1620
I620
1620
1620
1620
1640
1640

1640
1640
1640

1600 Hood’s Supply
1600
1600
1600
1600
1600

1620
1620
1700
1100
1700

Law‘s Brigade
Robertson's Brigade
SICKLES
HUNT
All Union units south ofhearow
C0600
Benning's Brigade
Anderson's Brigade
McLAWS
M.cLaws‘ Artillery
McLaws‘ Supply



1700 K.Bhae's B.ig.dc
l?00 S.m.d Brigrd.
l?00 3l2 t1
l1?n Ak*ddcir Anlu.ry
\720 Bak!d.lc'3arig!d.
l1m l/t/m
t120 All .dainins Union Adillcry
1140 lford's Brig.d.
1740 Bhldd! AniUcly

B. Comoa!.1co Fl dd It tqchD. s.
The fouowilg U on Eits h.v. spccial
cotmdd control and d.rlchm.nt $aru:
. Grahamt BriCsde dd Burling\ Brigade

begin rhe scendio detachcd.
. The 3 Me (2/UIII) becins rhe scenario

attached Io GFhamt Brisade (l/l/IID.
Losses suffered by 3 Me ar. sdu counted
asaiost 2/l/[I\ BCE.

. The Union player may choose to attach
th. V Corps afiillery bs(€rics to Hutrt or
to any III Corps commander, as well as V
Corps cotmddds.

. Uoio! Resde Anillcry b.rrcrics may be
att|ched to Hsr or to any on-map Uoion

. Csldweu's Dilision (l/ID, Vhearon's
B.igade (3/3/vI), Lockwood'r Brisade
(IndDCI! and 2 Us SS (Ind/IID..e arl
conside.ed indeperdent units for rhis

[34.271 Optional Rlles.

Thc following optional .ules ar. recod-
m.ded for rhis scerario:

A. 123.01 Stirmish.F. (Ihc only u.ir
afIered is 2 US SS).
B. [26.0] Art rcry Raptd.Flr..
G. [29.01Rap Mafth and F6tiruc.
D. [30,01 MGrGe F.dgu.. (Exception:
Confcderate uirs de not subiect to melee
htigue until the fifrh tu.n sftc. the tu.n in
which rhey are committed. This e.rception
do$ nor prevent fatigue duc to Rapid
Ma.ch.)

Law's Brisade, Pickcrr's Division (ifusedj
see 34.288), dd 36rVI arc f.dgu.d fo. the
cnti.. sc.ndio and cstrnot r.covcr froD
f.tig!.. They oay becohe.xhausrcd ord @
r.cover from erbausrion.

[]4.281 Non'Historial S.cnario Oprions.

Ifplay€c nuruuy agre., any or au of tne
followidg rcn'hisroricll optioB csr be used

A. No CoEmi.tmetrt R.stilc.lo8. Borh
li.les are tully comhiued at 1540.
B. Op.iond Corf.dclatc Rctdorcc-
EC!t, Pickett\ Dieision, plus divisional
anillcry and supply wrgoD; tbcs. units .nive
in colun! ar hs C0145 or thc 1720 rum.
Corse's Brisade nay be includ.d in rh.

C. Optiond Confcrl.r.tc Stiltirg UEit.
R. RlosoDl Division bcgins thc scena.io
d.ployed within rwo hcxcs ofcl54l. The
division i3 committed on rhc l?00 l!.n,
unless rhe player use A lbov€ (in which @se,
ir h8s no commiirneo[estrictiont.
D. Optiolal Uniotr Secup. Sickl€C III

Corps sets up fron Little Round Top ro the
Cuetoy Ri.lge line Mnidg frorn h.x
Clt23 to C0123. B.igades de deployed
rutrning south to north ir tlE following
ordet: 2l |lrll, 3llllll, lltllll, 3l2llll. Atl
srriuery b.n.!i.s listed in the origiral s.t-up
begin unliBbcr.d .nywhe.e rlong the lin. at
th. Union play.r's dbcrerio!. The 2 US SS
can also t'c dcploy.d anlvhere .long th.
linc. T.ains and supply vagoDs arc d.ployed
mlvbcr. to thc .c3. ofthe liae.
E. Optio!.I Ulior Stltting Unit,
French's 3r I Division, including arriUery
dd supply wagons, begils the scenario
deployed wirbin two heres ofhq Cll17.
This division is commirred on the 1620 turn
unless using A above, in which case it har no
commiilment restrictiotrs,

[34.291 Vicrory Conditions.

Borh playcB r.c.iv. vi.tory points as per
$clion 33.0. In addition, if. pl.yer bas
codtrol ofrll ofth. followiog geogmphiel
obieftiv.s at th€ €nd ofrh. l94O rm, be
receivcs . victory lcvel shift in his favoi

A. Lrtd. Round Top: hqes C1522, Cl42l,
ct32 \, c1220.
B. Thc Wh.adl.ld: her C0827 and thc six

C. Th. Pcach Orch..d: hd C0133 an.l
the sir surrounding h€x€s.

Cotrrol ofrhcac objccrivcs is derDed as
having urour.d unts physicaly occlpyitrg
thcac bq6, or b.ving rhe lar uouted units
to pa$ through rho$ hdd.

t34.3I CULP'S HILL

This sn.rio dcpias the Confederate anlck
on the Uniof, forcc! holding Culpt Hill and
east C€h€tcry Hill during rhe evding of
July 2. L.c intcnded th.r rhis aiiack be coor
dinatcd with Lon$tr€€Cs a(ract on Litde
Round Top, bur thc a$ault by rhe Confcder
.te left bcgao three hours late. The Unioo
fo.c.s wer. ournumb.r.d but strodgly
ent..nch€d. This anact, bad ir $cceede4
wodd hav. unhinScd thc U!io! riEhr na.t.

[34.311 Sccnario Lctrgrh

Th€ $en.rio b.ti.s wirh rhe 1900 tua of
July 2 and cnds wnh lhe 2200 ftrn ofrhc
sde day' the laet thre€ tur$ are night rurns.
The Confc.leraie Player is th€ Fi.sr Player.

[34.32] Sccnario Boundaries

This sceftrio b playcd of, Map B only. All
Dits nust stay within th€ ara boDded by
rhe followiogr South-hq€s B47OI ro 84?22,
iDclusieq Vbst-h.les 84621, M522r
8442t, 84322, 84221,84122, B4A2l,
83922, 83821, i.clusive; Nonhp6t-a
stnight row of hq.s running froD Bl72l to
B2515, inclurivej Nonb-hcxcs 825t5 ro
82501, inclusive. Uniti that leave the w-
nario .rc., cirh.. volunta.ily or iNoluntarily,
are removcd from play and do ro eturr;
they are not counted aB elidinared fo. vicro.y

134.331 Inirial Deployment

C€.tain units listed in thh Bection have l6t
srrengrh poinrs or guns in combat b€fore the
sccnario begins. The SP\ LOST colunn
shows casualties (ifany) for cach spccific
uir. PlayeB mar adjust unir srr€ngrhs and
hork OB RcreB acordinsly.

All unns bcgin the sc.nario in linc or unlih-

Codcd.Etc DcployDcri
HEX
NO. Urit or LEA,DER

84007 Job@n'! Supply
B4OO? JOHNSON
84208 tol!
B4IO9 WILLIAiTS
44109 2 ll
44t09 l5 Ij
B.(,ll,9 I b
Bt@9 !4 L
8,t309 25 \E
84310 ,14 Vr
84209 JONES

84209 50 \&
B{ll0 2l V.
B{ll0 42 \h
84407 3 NC
84407 l0 Vr
8440? t7 W
8'308 ST?UART
B$08 r MdB!
84308 I NC
B.l3O8 23 Vr
&1206 VALKER
B4m6 2V1
84Z'6 4IA
84z)5 5 \&
w2n5 27 \"
8420t t3Yt
B34T' AVERY
B34lt 6 NC
83316 2t NC
83316 tTNC
83317 EAYES
Br1t1 1I t
Bt t l l  9 lA
Bt2l1 5I t
BtlT 612
B32l? 8 ti
82916 EARLI
82916 Edy's Supply

B4tI 13? NY
B.r4ll 102 NY
B44ll 78 NY
84412 GBEBNB
84412 60 NY
B43l' t,t9NY
84213 95 NY
B42ll T lnd
84314 CUTLER
84314 8,aNY
8431,1 76 NY
r4llt vADsvoRTtt
B,lllt l/I Supply
84214 56 Pa
84214 147 P^
B42lt MEREDITB E.pl)
44215 7 Virc
B42lt 6 \fi!c

1-06T

I
I

2
2
2

1'10[.'| Kershaw’s Brigade
l'i'00 Semmes‘ Brigade
1200 3121111
1220 Alexander’s Artillery
1'i'20 Ear1tsda1e‘s Brigade
1220 1111111
1220 All remaining Union Artillery
1740 Wofford’s Brigade
11140 Esh1eman's Artillery

B. Command Control and Detachments.
The following Union units have special
command control and detachment status:

l Graham‘s Brigade and Burling's Brigade
begin the scenario detached.

' The 3 Me (2111111) begins the scenario
attached to Graham's Brigade (HIIIII).
Losses suffered by 3 Me are still counted
against 21'11III’s BCE.

Ii The Union player may choose to attach
the V Corps artillery batteries to Hunt or
to any III Corps commander, as well as V
Corps commanders.

' Union Reserve Artillery batteries may be
attached to Hunt or to any on-map Union
officer.

' Ca1dwell’s Division (1111), Whcaton’s
Brigade (313191), Locltwood's Brigade
(lndfiill), and 2 US SS (lndllll) are all
considered independent units for this
scenario.

[34.27] Optional Rules.
The following optional rules are recom-
mended for this scenario:
A. [2311] Skirmishers. (The only unit
affected is 2 US SS).
B. [2B.0] Artillery Rapid-Fire.
C. [2941] Rapid March and Fatigue.
D. [$0.0] Melee Fatigue. (Exception:
Confederate units are not subject to melee
fatigue until the fifth turn after the turn in
which they are committed. This exception
does not prevent fatigue due to Rapid
March.)

Law’s Brigade, Pic1tett’s Division (if used;
see 34.28B), and 31'3:'VI are fatigued for the
entire scenario and cannot recover from
fatigue. They may become exhausted and can
recover from exhaustion.
[34.28] Non-Historical Scenario Options.
If players mutually agree, any or all of the
following non-historical options can be used
in the scenario.

A. No Committment Restrictions. Both
sides are fillly committed at 1540.
B. Optional Confederate Reinforce-
ment. Pic1tett’s Division, plus divisional
artillery and supply wagon; these units arrive
in column at hex C0145 on the 1220 turn.
Corse's Brigade may be included in the
division.
C. Optional Confederate Starting Unit.
R. Ransom’s Division begins the scenario
deployed within two hexes of C154 1 . The
division is committed on the 1700 turn,
unless the player use A above (in which case,
it has no committment restrictions).
D. Optional Union Set-Up. Sicl<les' III

Corps sets up from Little Round Top to the
Cemetery Ridge line running from hex
C1523 to C0123. Brigades are deployed
running south to north in the following
order: 2111111, 3111111, lflflll, 3121111. All
artillery batteries listed in the original set-up
begin unlimbered anywhere along the line at
the Union player's discretion. The 2 US SS
can also be deployed anywhere along the
line. Trains and supply wagons are deployed
anywhere to the rear of the line.
E. Optional Union Starting Unit.
French’s 3!XII Division, including artillery
and supply wagons, begins the scenario
deployed within two hexes of hex C1 1 1'1’.
This division is committed on the 1620 turn
unless using A above, in which case it has no
committment restrictions.

[34.29] Victory Conditions.
Both players receive victory points as per
section 33.0. In addition, if a player has
control of all of the following geographical
objectives at the end of the 1940 turn, he
receives a victory level shift in his favor.
A. Little Round Top: hexes C1522, C1421,
C1321, C1220.
B. The Wheatfield: hex C0827 and the six
surrounding hexes.
C. The Peach Orchard: hex C0333 and
the six surrounding hexes.

Control of these objectives is defmed as
having unrouted units physically occupying
these hexes, or having the last unrouted units
to pass through those hexes.

[34.3] CULP’S HILL
This scenario depicts the Confederate attack
on the Union forces holding Cu1p’s Hill and
east Cemetery Hill during the evening of
July 2. Lee intended that this attack be coor-
dinated with Longstreet’s attack on Little
Round Top, but the assault by the Confeder-
ate left began three hours late. The Union
forces were outnumbered but strongly
entrenched. This attack, had it succeeded,
would have unhinged the Union right flank.

[3431] Scenario Length
The scenario begins with the 1900 turn of
July 2 and ends with the 2200 turn of the
same clay; the last three turns are night turns.
The Confederate Player is the First Player.
[3-4.32] Scenario Boundaries

This scenario is played on Map B only. All
units must stay within the area bounded by
the following: South—hexes B4701 to B4722,
inclusive; West—hexes B4621, B4522,
B4421, B4322, B4221, B4122, B4021,
B3922, B3821, inclusive; Northwest—a
straight row of hexes running from B3721 to
B2515, inclusive; North—hexes B2515 to
B2501, inclusive. Units that leave the sce-
nario area, either voluntarily or involuntarily,
are removed from play and do not return;
they are not counted as eliminated for victory
point purposes.
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[34.33] Initial Deployment

Certain units listed in this section have lost
strength points or guns in combat before the
scenario begins. The SP’s LOST column
shows casualties (if any) for each specific
unit. Players must adiust unit strengths and
mark OB Rosters accordingly.
All units begin the scenario in line or unlim
bered formation.
Confederate Deployment
HEX
NO.

B400?
B4007
B4208
B4109
B4109
B4109
B4009
B4009
B4309
B4310
B4209
B4209
B4209
B4110
B4110
B4407
B440?
B440?
B4308
B4308
B4308
B4308
B4206
B4206
B4206
B4205
B4205
B4205
B3415
B3415
B3316
B3316
B3317
B331?
B331?
B321?
B3217
B321?
B2916
B2916

Unit or LEADER SI”a
LOST

]ohnson’s Supply
JOHNSON
10 La
WILLIAMS
2 La
15 La
1 La
14 La
25 ‘lib
44 Va
JONES
48 Va
50 Va
21 Va
42 Va
3 NC
10 Va
3? Va
STEUART
1 Md Bn
1 NC
23 Va
WALKER
2 Va
4 Va
5 Va
27 Va
33 Va
AVERY
6 NC I
21 NC
57 NC
HHYBS
? La
9 La
5 La
6 La
8 La
EARLY
Early‘s Supply

Union Deployment

B4511
B4411
B4411
B4412
B4412
B4313
B4213
B4213
B4314
B4314
B4314
B4415
B4415
B4214
B4214
B4215
B4215
B4215
B4215

13'? NY
102 NY
T8 NY
GREENE
00 NY
149 NY
95 NY 1
T Ind
CUTLER
84 NY 2
T6 NY 3
WADSWORTH
111 Supply
56 Pa 1
14? Pa 3
MEREDITH (Rep!)
'1' ‘Wise 2
I5 ‘Wise 2
2 Wise 2



HEX
NO. Unn or LEAITER
B42lt 24 Mich
842t5 19Ind

84217 3l Mass
B40t8 4t  NY
84013 54 NY
83919 VON GILSA
83919 68 NY
83919 153 P.

B]720 COLONEL A
(An6 Replaceneno

83720 r0? Oh
B4119 E,L r NY Any
83920 RC I Ia Any

84]20 HOWARD
B4r20 SCIIURZ
84120 3nI Supply
B4O2O AMES

(Bdlow\ Replaement)
84020 l/Xl Supply
83121 15 0t
83321 t3 NY
B42T (RZYZANOVSKI
83821 l19NY
B4O2I SCHEMMELFENNIG

(RepD
84021 32l l t
84021 6t Oh
84021 45 NY
R4122 73 P^

[34.34] Reinib.c€ments

A. ComDittmcrt, All urits and lead€N
begin the game unconmircd- The hove
6ent and conbar capabilities ofall uncon
miuedunils and Leaden are resfiicted. Units
and leadeG may be comnnl.d according to
the Cobdittnent TabLe, or as a resuh of

Uncommitted unirs crnnor move or fire;

Units and.ondandeh becohe.onnitted
ar the time listed on the Coomittment Table.
They may be commined sooner unde! the
fbllowins circumstances:
. Commirred immediarely iffired upon by

an enemy small-a.ms unir
. Commined immediarely ifan enemy unn

Once a uni( or leader is comnifted, it
renails so for the rest ofthe sceDdio. Con'
minment ofone unit ofa brigad. causes the
connittment otth. enri.e b.igade.

CoomittEeat Table

NoIe: AU unjts ofa given bligade and rheir
lede. are simultaneousLy acdvated at the
ti6e shown on the Conoittment Table,
unLes specified othesise.

TIME U.it or LEADER

. The 33 Ma$ (from 2/2/XI) is indepen

. Th.7r Pa and 106 Pa (borh ftom 2l2lII)

. Caroll's Bricade (l/li ID is independent.

. All independeni units can be resupplied
with smalfarms ammunidon from any

C. Special Night Rule. Cse 21.24 is rot
urd in $is scenario. All commardcs can
move normally durins nishr rurns.
D. B.igade Combat EtTectiveress
(BCE). Both pl.ye6 musfecord rhe p!io!
casualries lisred fo. thei! unirs o! the lespec'
rive OB RosteB. In addition, certain Confed'
erate and Union brisads have BCE levels
,djusted for ihis scenario. The affected bri-

BRIGA.DE TNTTIAL
CASIJALTIES BCE LEVEL

LOST
3
2

I
2
2

2
I

I

l / l / l  I  I
2^ 10
l/lrg 4
utrxt 8
t/3/x1 3
2t3t>{ 7

5/] l
3/14

4/10

ICE Lo*
t1t t . .

JOrINSON

112lxll

STADSVO&TIT

2^n
vvl

EARLY

llOIUARD
AMES

l/lr(l
21tlxl

SCITURZ
3r{I Supply

3txr
u3rxr

roprional Conreder{e u.n; see 34.384.

B. Command Conlrol aad Detachments.
The following Union units have special
connand confol for th; scena.io.

. Gr.en.'s Bricad€ (3/2ix1l) is a$ach.d ro

. The ?3 Pa (fron l/2/XI)is atta.hed to
schi6melfennis (li 3/XI).

. All arlillery batt€ries innially plzced on
Cemetery Hill are aitached to Howard (Xr
Corps).

'Thi brieadc is an optionrl reinforcement.
*'The iotal stenctn ofrhnbricade has been
incre.sedby 3 srengrh poinF, due ro rbe an,ch.
nenr ofthe 7l l, iegine.r.

Note: The brigade $rennbs lor l/l,xl and 2/3/xI
includc the rcsimens lisred as optional !nits {see
r4.l7c). The nCE l{elsofihese brigdes (3 and
2, respectively) say rhe sane regardles ol whether
the optidml units are used or nor.

[34.37] opdonal Rules

The fouowing opdonal rules ile recom-
mended for this scenario.

A. A.til.ry Rapid Fire
B. Rapid March and Fatigue

t34.381 Non-Hnto.ical Scenario Options

A. No Committment R€sr.icriors. Borh
sides are fully commitied at 1900.
B. Corfederate Optional Units. Gordon\
Brieade begins the scena.io deployed wirhin
oae hcr ofB27l5. The following regidents
in GordoD\ Brigade have surered ode SP
casualty each: l3 Ga, 31 Ga, 38 Ga, 6l Ga.

Smirh\ Brigade aho begins $e scenario
depLoyed in hex 2613-

Both Confede.are brigades are comoined
in the 2000 turn, unle$ A. above is used.
C, Union Optional Units. The foilowing
Xl Corps rgiments begin the scenario

Note: Reinforcemenis are no( arected by
commi(tmeni .est.icdons (see case 34.36A).

Confederatc R.inforccmcnts. The only
Confederare reinforcements are optional and
are lisled as scena.io op(ions (see case 34.38).

Union Reinforcements. The foUowjng
units a(ive ar 2000 in column aI hex 84721:
Caroll's Brigade (1/3/II), 106 Pa, 7l Pa
(borh 2/2/II).

[34.35] Ammunition Supply

All barreries and supply wagons begin rhe
scenario with a tuI] load ofammunition.
They receive no additionat annunition in

[34.36]Special Rules

1900
1900
1900

t920
t920
1920
t920

1940
1940
1940
1940
1940

1940
1940
t940

2000
2000
2000
2000
2000
2000

HEX NO. Unit

84t22 1t7NY 11t1:<r 1
84122 47l^ llilxl l
81922 82 0h 2131X1 2
81922 15P^ 213lxt l
83922 26 P^ 2131]{1 2

D. Union Optional R.inforcement.
Geary (2/XII) wi$ Candy's Brisadc (l/2rXII)
and K!ne\ Bligade (2/2IXII) drivs in

14

IBEX
IBCL
B4215
B4215
B4216
B421?
B4010
B4018
B3919
B3919
B3919
B3819
B3220

Unitor LEADER
24 Mich
19 Ind
5 Me Arty
33 Mass
41 NY
54 NY
‘JONGLLSA
68 HY
153 Pa
1'? Conn
COLONELA

{Ames'Replacement)
B3220
B41 19
B3920
B3520
B4120
B4120
B4120
B4020

10'? Oh
E,L 1 NY Arty
F,G 1 Pa Arty
I 1 NY Arty
HOWARD
SCHURZ
3119.1 Supply
AMES

{Barlow’sReplacement)
B4020
B3221
B3021
B3821.

11141 Supply
T5 Oh
58I¢Y
KRZYZANOWSKI

5P’s
LOST
3
2

1

1
2
2

2
1

1

2

ass:-:1 119 nv 2
B4021 SCHEMMELFENNIG

(Real)B4021 as tn 1
B4021 ' st 011 1

A. Committment.All unitsand leaders
begin the game uncommitted.The move-
ment and combatcapabilitiesofall uncom-
mittedunitsand leadersare restricted.Units
and leadersmay be committedaccordingto
the CommittmentTable, or as a resultof
enemy movementor fire.

Uncommirtedunitscannotmove or fire;
they can change facing.

Unitsand commandersbecomecommitted
at the time listedon the CommittmentTable.
They may be committedsoonerunder the
followingcircumstances:
' Committedimmediatelyif firedupon by

an enemy small-armsunit
' Committedimmediatelyif an enemy unit

moves adjacent

Once a unit or leader is committed,it
remainsso for the rest ofthe scenario.Com-
mittmentofone unit ofa brigadecauses the
committmentof the entirebrigade.

CommittmentTable
Note: All units of a given brigadeand their
leaderare simultaneouslyactivatedat the
time shown on the CommittmentTable,
unlessspecifiedotherwise.

' The 33 Mass (from 2120(1)is indepen-
dent.

l The 71 Pa and 106 Pa (both from 212111}
are independent.

' Carroll'sBrigade(113111)is independent.
I All independentunits can be resupplied

with small-armsammunitionfrom any
Union wagon.

C. SpecialNightRule. Case 21.24 is not
used in this scenario.All commanderscan
move normallyduringnight turns.
D. BrigadeCombatEffectiveness
(BCE).Both playersmust record the prior
casualtieslistedfor theirunitson the respec-
tive OB Rosters. In addition,certainConfed-
erate and Union brigadeshave BCE levels
adjustedfor this scenario.The alfectedbri-
gades are:
BRIGADE INITIAL

CASUALTIES BCE LEVEL

, ,p | . - - DJ " - I - -1 '1

Avery an 1
Gordon*
11111
21111
1111941
2.r'l!XI
lf3!K1
2f3!Xl ' - - l flfix l f - l I~ " " " ' - '

G I - 0

51?
4110
BCE Lost
BCE Lost
31'll**
2:"?

B4021
B4122
B4511
B4411
B4412
B4313
B4213
B4214
B4215
B4216
B4018
B3919
B3819
B3721
B4119
B3920
B3820
B3922
B3220
B4122
B4211
B4610
B4512
B4019
B3821

45 NY
73 Pa
Breastwork
Breastworlt
Breastworlt
Breastworlt
Breastwork
Breastwork
Breastworl-:
Breastwork
Breastworlt
Breastwork
Breastworl:
Breastworlt
Breastwork
Breastworlt
Breastworlt
Breastworlt
Breastworlt
Breastworlt
Breastwork
Breastworlt
Breastworlt
Breastworlt
Breastworl:

2

[34.34]Reinforcetnents
Note: Reinforcementsare not affectedby
committmentrestrictions(see case 34.36A).

ConfederateReinforcements.The only
Confederatereinforcementsare optionaland
are listedas scenariooptions(see case 34.38).
UnionReinforcements.The following
unitsarriveat 2000 in column at hex B4721:
Carroll’sBrigade(113111), 106 Pa, 7'1 Pa
[both 212111).
[34.35]AmmunitionSupply

All batteriesand supplywagonsbegin the
scenariowith a fitll load of ammunition.
They receiveno additionalammunitionin
this scenario.

[3-4.36]SpecialRules

TIME

1900
1900
1900
1900
1920
1920

1920
1920
1920
1920
1940
1940
1940
1940
1940
1940
1940
1940
1940
1940
1940
1940
2000
2000
2000
2000
2000
2000
2000

Unitor LEADER

JOHNSON
]ohnson’sSupply
Williams’Brigade
Iones’Brigade
Steuart'sBrigade
31211411

WADSWORTH
111 Supply
21111
lflfl
Wall-:er’sBrigade
EARLY
Early’sSupply
Hayes’Brigade
Avery’sBrigade
HOWARD
AMES
HX1 Supply
33 Mass
111.541
2111'XI
All UnionArtillery
Gordon’sBrig:-ide*
Smith'sBrigade*
SCHURZ
3lXI Supply
1131141
2f3!XI
73 Pa

*OptionalConfederateunit; see 34.38A.

*Thisbrigadeis an optionalreinforcement.
“Thetotalstrengthof this brigadehas been
increasedby 3 strengthpoints,due to the attach-
ment of the 73 Pa regiment.

Note: The brigadestrengthsfor 1131141 and 2131141
includethe regimentslistedas optionalunits{see
34.3'?C).The BCE levelsofthesebrigades{3 and
2, respectively)stay the same regardlessofwhether
the optionalunits are used or not.

[34.3?]OptionalRules
The followingoptionalrules are recom-
mendedfor this scenario.

A. ArtilleryRapid Fire
B. RapidMarchand Fatigue

[34.38]Non-HistoricalScenarioOptions

A. No CommittmentRestrictions.Both
sides are fullycommittedat 1900.
B. ConfederateOptionalUnits.Gordon’s
Brigadebegins the scenariodeployedwithin
one hex of B2215. The followingregiments
in Gordon’sBrigadehave sufferedone SP
casualtyeach: 13 Ga, 31 Ga, 38 Ga, 61 Ga.

Smith’sBrigadealso beginsthe scenario
deployedin hex 2613.

Both Confederatebrigadesare committed
in the 2000 turn,unlessA. above is used.
C. UnionOptionalUnits.The following
XI Corps regimentsbegin the scenario
deployedas follows:B. CommandControland Detachrnents.

The followingUnionunits have special
commandcontrolfor this scenario.

' Greene'sBrigade(312/XII)is attachedto
Wadsworth(111).

I The 73 Pa (from UZIXI)is attachedto
Schimmelfennig(1131141).

I All artillerybatteriesinitiallyplacedon
CemeteryHill are attachedto Howard(XI
Corps).
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HEX NU. Unit
B4122
B4122
B3922
B3922
B3922

157 NY
4'1‘ Pa
82 Oh
'15 Pa
26 Pa

1131141
1131241
2131941
2131241
2131'}-il

SP"sLOST

l "~ . . l l l~ ' - " I i - J I I—" ' l . . l - I I

D. UnionOptionalReinforcement.
Geary (213111)with CandyisBrigade(l:'2fXll)
and Kane’s Brigade(212fXII}arrivesin



column sr h€x 84715 on th€ 2000 turn.

[]4.391 Victory Condirions

Both players receive victory points as pc.
sectiod 33.0. How.ve., ihe Udion oftc.r
e.ulti.s.nd aU SPs losr befoft th. bcgin-
ning ofrhe rccna.io do rot co6t for victory
poinrsj thc lolt BCE ofl/l/XI srd 2/lD(l is
not costed for vidory poin$.

PlsyeB can obtain two shifts in th. Lcv€l
ofvicrory by controlling both Culp\ and
C€nctary Hillj se€ case 34.48 for a list ofthe

Control ofth.s. objectives is dciir€d as
haying unls physielly mopyin8 ih.s.
hdes or b.ving rhe la$ w@ted 6ils to
pas rhrough th.m. All rhe hexes lisGd fo.
rbe objecriv. husr be @nrroll€d for lhc
player to rec.ivc the victory shift.

[34.4I THE GRAND BAI"TLE GAME:
THREE DAYS AT GETTYSBURG

This sc€rario cov€rs the entire l€o8th of the
battle. The Samc may b€ played by two
people, but it works weu eirh Dulr;plry.r
leus. Thc GraDd Banle Game is suMividcd
itrto four s.parar. slaniqg times, representing
sitical mom€ntr in the battle. Play may
begin at any ofthese rimes and be caded
through ro the end oftheJuly 3, 1940 turn.

The Confedcrare Pl.yer is ihe First Play.r in
this sceoario, rctsrdl€$ ofrhe siarring turn

[34.411 SceDario Lcnsrh

The tuU Gr.nd B.rrle Game begios with thc
08:20 turn, July I and ends wirh the l9:{0
rurn,.luly 3. The etrtire gam.las$ 143 turns.

[34.42] Sccnario Boundlries

The G.and B.ttle Scenarios a.e pl.ycd oD sll
rhree msps. Uf,its cannor lsve the msp
qcepr.s s r.suh of rule 22.5 o! volunmry
vithdnsal ai allowed in rh. Ord.r of
App.annc. (s.c section 35-0)- Any unit
forcad to r.trcat o. rort olfthe mlp is con-
sidercd c2pturcd for vicro.y point purpG.s.

[34.43]Optional and Speial Rdes

A. Any or all ofthe optional .ules may be
used in the Grar.l Batile Game by mutual
aSreemcntj how.ver, the $enarios may sPc-
cifielly cxclude c.nain optional roI.s. &ch
optioo.l rulc wiu .dd relism dd comphny
ai sEe s.crifia of playability-
B.In rhe O.dcr ofAppcaratre (35.0) ccnaio
unirs ar. lisEd as optioral lei orementi.
These units did not panicipate historicaUy ar
the battle but w€.e porentially availabl€.
These uits h.v. been included to givc pl.y-
ers additional options, and to sarisfy thc
whims ofthc d.sigreB.
C. Thc foUowing uits from boih.rmi.s
aFived on thc ba(lcfi.ld in a srate of fodgue
ard most wcr. nor actively eDg.gcd on (h.
day of fiivrl. It is rc@omended lhar th.&
units enier lhc glme fatisued aDd cannot
recoee. fiom farigue until the StfaggletBcE
Interphase following their anival Gee the

Sequ.nce of Play, 4.0). Ifthe optional fatiSue
tules a.e not use4 the Momle Ratings of
rhese mits should be reduced by I for .ll
Do.ale chccks. The affected unirs.rc:

Amy of rh. Potomc

VI Corps

Amy of NorthGE vi.tilia

And€rron's Divisiod

Law's Brisadc (Hood's Division)
A. Jeokin's Bris.de (c3v.lr/)
F. L..\ Brigadc (Cavalry)
Chambliss' Brisade (CaYalry)

D. Multicotnsaldcr Co@uic.tlo8.
This ruI. should not be Nd ul€ss all play.
ers.gree ro.dh.rc striclly ro it.

1. Playe.s may talk to e.ch other orly ifthc
leadeN thcy rcpreseoi a.e stacked rog.rh.r
or.re.di.ccnt to each orher.

2. Ifl€ad.rs are nor stacked together or
adjac.nt, play.rs can comunicate
throug! notcs only. A nore musr b. only
onc sDr.ncc lonr Fse comon $n*
h€r€) ald must b. address€d lo the l..d.r
tbat eill receiv.l.

l. PlaF.s write and reld nores iD ftc Iniri.l
Comm.nd Ph.s. The rm oo which a
leader r.ccivcs ! note depen& on thc
dbtlnce between then. For €very 12
Movement Poinb beMeen the lead€rs
(usins thc mounted cavalry mrc) on. rurn
elapses b.fo.c rh. oor€ arrivcs. Ifrh€
leadcF arc l.ss tbao 12 nov.ln.nt point3
apan, thc note can be read im..hat.ly-

4. A givcd l.ader c.n dhparch or recciv. .!
m.ny notcs $ desircd in a single Iritial

[34.44] Thrce D.ys ai Gen]sburs (08:20 July
I through 19:40July 3)

A. codcdcEtc llitial DeployEctr. All
inhDtry units b.gh rhe scenario iD lin€
fomadon. All :nillcry botteri.s (Any) are

clvalry listirg ir the optional stiinisher s€t.
up that can be used insread ofthe standard
se.rpj skirmirhc. units a.e identified by Gk).
All mits on M.p C are in column or lim-
bered. All unir3 f,ot id€ntilted !s cavalry or
anillery are inhntry uni$.

Ulit o. LEADER

BUFORD VCt

DBVTN 2/l/Crt
GAMBLE l/l/Crt
4,2 US Ady 2iciv

' 6 NY (cav)
r e NY (Ar)

' 17 P. (c.v)

' 3 V\,! (C.v)
I MY (cav)
' s lll (cav)
t 12 n(cav)
r 3lnd(cr)
!l 6llY (C.v)
!1 9 NY A (Car)
!l eNY B (cav)

31 8 Nt A(C{v)
3t I NY B(C!v)

3k 8 nl B (Cav)
sk 12 Ill (cav)

RBYNOLDS I Coip.
VADSWORTH I/I
CUTLER2/I/I
?6 NY
56 P!
l l?NY
95 NY
84 NY

I\4EREDITH I/I/I

24 Mich

IIEX NO.

Alal3
A1813
40817

4t520

4t922
40516
40616

4t017
At4l9
4t520

Al82l

ct937
ct9t7
c1937
c1937
c20t6
@ta1
<22
c2t37
c24??
c2538
c2t3a
c263A
c2719
c2439
c2940
c3040

I'EX NO.

40828
A0828
40824

Atltt
att t
4t126

4t025
40927
L0927

A@21

Ulii or LEADER

IIETTT

DAVIS

55 NC
ARCIIER

B. Ulion Inhld Dcployncnt. Thc Union
cavalry sc.up i! lisEd tsice. The first is rh.
standard set-up, idehtinedby an.sterbk (r).
Csvslry uits (Cav) lrc dismounted, lrtillcry
uniis (Arry)arc unlimbe.ed. The second

c. RcidoFcE.lr!. All ulits f.o!n lhe
Ord.. of Appearance (15.0) a.e .einforce
Deo$ fo! rhe thrcc day battle dd are
brought onto thc m.p at rhe dme specifi.d.
D. Ammuritior Supply. AU batrcries,
wasons, and tnins are rllly stocted (s€€
l r .0).
E. Spcciel Rut !.

l. Repid M.rch (29.0) is prohibited duriDg
.u July I rums.

2. Tbe XI Corps traid @y supply I Corps
barrerics with aminunition u il the I
Corps train ,rrives.

[34.45] The Miss€d Opportunity (05:00 July
2 rhroush 19:40July 3)

One ofthe most intensive conroveBies about
rhe baitle c.nt.B a.ound rhc lack ofa Con'
fedenre .ttlck on rh. mo.ling ofrh. $cond
day. This dawn siHarion allows th. play.rs a
chance ro mounr rhis attack.

A. Dcploym.rt R..t.ic.iors, All inflnrry
unirs begin ftc gsm. in litrc fomadon. All
anillery batterics are unlimb€led. All cavalry
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column at hex B4215 on the 2000 turn.

[3439]VictoryConditions

Both playersreceivevictorypoints as per
section 33.0. However,the Union officer
casualtiesand all SPs lost before the begin-
ning of the scenariodo not count for victory
points;the lost BCE of IIUXIand 2ilfXI is
not countedfor victorypoints.

Playerscan obtain two shifts in the Level
ofVictoryby controllingboth Culp-’sand
CemetaryHill; see case 34.48 for a list of the
hexes.

Controlof these objectivesis defined as
havingunitsphysicallyoccupyingthese
hexes or havingthe last unroutedunits to
pass throughthem. All the hexes listed for
the obiectivemust be controlledfor the
player to receivethe victoryshift.
[3411]THE GRANDBATTLEGAME:
THREEDAYS AT GETTYSBURG

This scenariocovers the entire lengthof the
battle.The game may be playedby two
people,but it workswell with multi-player
teams. The GrandBattleGame is subdivided
into four separatestartingtimes, representing
criticalmomentsin the battle.Play may
begin at any of these times and be carried
throughto the end of the July 3, 1940 turn.
The ConfederatePlayeris the First Player in
this scenario,regardlessof the startingturn
the playerschoose.
[3-4.41]ScenarioLength

The full Grand BattleGame beginswith the
08:20 turn,July 1 and ends with the 19:40
turn,July 3. The entiregame lasts 143 turns.
[34.42]ScenarioBoundaries

The Grand BattleScenariosare played on all
three maps. Unitscannot leave the map
exceptas a result of rule 22.5 or voluntary
withdrawalas allowedin the Orderof
Appearance(see section35.0). Any unit
forcedto retreator rout offthe map is con-
sideredcapturedfor victorypoint purposes.
[34.43]Optionaland SpecialRules
A. Any or all of the optionalrules may be
used in the GrandBattleGame by mutual
agreement;however,the scenariosmay spe-
cificallyexcludecertainoptionalrules. Each
optionalrule will add realismand complexity
at some sacrificeofplayability.
B. In the OrderofAppearance(35.0)certain
unitsare listedas optionalreinforcements.
These units did not participatehistoricallyat
the battlebut were potentiallyavailable.
These units have been includedto give play-
ers additionaloptions,and to satisfythe
whimsof the designers.
C. The followingunits from both armies
arrivedon the battlefieldin a state of fatigue
and most were not activelyengagedon the
day ofarrival.It is recommendedthat these
units enter the game fatiguedand cannot
recoverfrom fatigueuntil the Straggler!BCE
Interphasefollowingtheir arrival(see the

Sequenceof Play, 4.0). If the optionalfatigue
rules are not used, the MoraleRatingsof
these units shouldbe reducedby 1 for all
moralecheclts.The affectedunitsare:
Armyofthe Potomac

VI Corps

ArmyofNorthernVirginia
Anderson'sDivision
Picltett’sDivision
Law’s Brigade(Hood'sDivision)
A. ]enltin'sBrigade(Cavalry)
F. Lee’s Brigade(Cavalry)
Chambliss‘Brigade(Cavalry)

D. Multi-CommanderCommunications.
This rule shouldnot be used unlessall play-
ers agree to adherestrictlyto it.
1. Playersmay tallt to each otheronly if the

leadersthey representare stackedtogether
or are adjacentto each other.

2. If leadersare not stackedtogetheror
adjacent,playerscan communicate
throughnotes only. A note must be only
one sentencelong (use commonsense
here) and must be addressedto the leader
that will receive it.

3. Playerswriteand read notes in the Initial
CommandPhase. The turn on which a
leader receivesa note dependson the
distancebetweenthem. For every 12
MovementPointsbetweenthe leaders
(usingthe mountedcavalryrate) one turn
elapsesbeforethe note arrives.If the
leadersare less than 12 movementpoints
apart, the note can be read immediately.

4. A given leadercan dispatchor receiveas
many notes as desiredin a single Initial
CommandPhase.

[34.-44]Three Days at Gettysburg(08:20]uly
1 through 19:40 Iuly 3)

A. ConfederateInitialDeployment.All

cavalrylistingis the optionals1-tirmisherset-
up that can be used insteadof the standard
set-up;sltirmisherunitsare identifiedby (sit).
All unitson Map C are in columnor lim-
bered. All units not identifiedas cavalryor
artilleryare infantryunits.
HEX NO.

A1313
A1813
A031‘?
A1620
A1419
A0516
A0616
A0317
A1017
A1520
A1620
A1621
A1922
A0516
A0616
A021?
A0317
A0910
A101?
A1419
A1520
A1620
A1 T21
A1821
A1922
C193’?
C193?
C1937
C193’.-'
C2036
C213?
C2236
C2337
C243‘?
C2538
C2538
C2633
C2239
C2339
C2940
C3040

i

I t

I ‘

i

I -

‘ i -

‘a-as-as-s-s-one-so'

Unitor LEADER

BUFURD1.-'Cav
Supply 1l’Cav
DEVIN2l1lCav
GAMBLEllllCav
A, 2 US Arty 2lCav
6 NY (Cav)
9 HY (Cav)
17 Pa (Cav)
3 ‘WVa(Cav)
3 NY (Cav)
s Ill (Cav)
12 llI(Cav)
3 Ind (Cav)
6 NY {Cav)
9 NY A (Cav)
9 NY B (Cav)
1? Pa A {Cav)
1'? Pa B (Cav)
3 WVa (Cav)
B NY A (Cav)
B HY B (Cav)
B 111 A (Cav)
B Ill B (Cav)
12 Ill (Cav)
3 Ind (Cav)
REYNOLDS1 Corps
WADSWURTH111
CUTLERZllll
T6NY
56 Pa
14'l1!~lY
95NY
8414*!’
2MeArty1
MEREDITHll‘ 1 ll
2 Wise
T Wise
19 Ind
24 Mich
6 Wise
Ill Supplyinfantryunitsbegin the scenarioin line

formation.All artillerybatteries(Arty)are
limbered.
HEX NO.

A0323
A0323
A0824
A0824
A0623
A0224
A1427
A142?
A1 126
A1226
A1327
A1523
A1025
A0927
A0927
A0827
A0827

Unitor LEADER

HETH
Heth‘sSupply
DAVIS
42 Miss
2 Miss
55 NC
ARCHER
13 Ala
7 Tenn
14 Tenn
5 Ala Bn
1 Tenn
FredericltsburgArty
PurcellArty
CrenshawArty
Pee Dee Arty
LetcherArty

B. UnionInitialDeployment.The Union
cavalryset-up is listedtwice. The first is the
standardset-up, identifiedby an asterisk(*).
Cavalryunits (Cav) are dismounted;artillery
units(Arty)are unlimbered.The second
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C. Reinforeements.All units from the
Orderof Appearance(35.0)are reinforce-
ments for the three day battleand are
broughtonto the map at the time specified.
D. AmmunitionSupply.All batteries,
wagons,and trainsare fullystocked{see
11.0).
E. SpecialRules.

1. RapidMarch(29.0) is prohibitedduring
all Iuly 1 turns.

2. The XI Corps train may supply 1 Corps
batterieswith ammunitionuntil the 1
Corps trainarrives.

[34.45]The MissedDpportunity{05:00]u1y
2 through 19:-'-10]uly3)

One of the most intensivecontroversiesabout
the battlecentersaroundthe lack ofa Con-
federateattaclton the morningof the second
day. This dawn situationallowsthe playersa
chanceto mount this attack.
A. DeploymentRestrictions.All infantry
unitsbegin the game in line formation.All
artillerybatteriesare unlimbered.All cavalry



units ar€ disnounted. AU oficers are placed
io a specific hd as indicated. Reginens.re
phced within ode hex of then respective
brisade commandeG. Cenain barreties and
Confederate cavalry unirs are placed in spe-
cifrc hses while oth.rs are placed wnhin one
or t*o hexes ofa specifLed hex. Division
supply wagons and coes r.lins ale Fr up
wi6in one hex ofthen respective cod
mande6. NOTE: The US III Corps tlain

B. Prior Casualiies. Lo$es suilered durins
previous.ombat are listed for each b.isade
and each artiUery banery. M.rk these lo$es
on the OB Roste6, ca.etully disringuishing
between Lills and captures for vicrory point
purposes. Losses in a infant.y or cavalry
brigade musr be spread as evenly as po$ible
among all unirs in rhe b.igade. AU ardUery
losses ar. in terms of guns losr and reduced
crews. The following officeG have been
eliminated, and then replacenenB a.e lisred
in the set-up: Confedcrarcs Archer (c.p
tured), Heth (wouoded), scales (wounded);
Urior-Reynolds (kiued), Merednh
(*ounded), Paul (wouded), Srone
(wounded), Barlo{ (wouded). Iverson,
O'Neal, and Schemmelfennig have been
removed fron conmand but do nor counr fo.
victory poinr purpos€s. The 25 Ohio (2/lD(D
and the 154 NY (i/2/XI) regioents have
been eliDinared and are no( placed on the

C. Confederate hitial D.ploymcrt.

HEX Unir.r XILL/
NO. LEADER CAP

82504 JOIINSON EVELL
82301 VAI(IR JOHNSON
B28O] STEUART JOIINSON
82705 VILLIAMS IOHNSON
82304 JONES JOHNSON
B25I]  EVELL I I
B25I3 EARLY EVELL
82513 I Md Cav EWELL
82513 3t \.e Btr Cav EVELL
82309 GORDON EARLY 4/O
82006 SI\4ITIT EARLY
B]2I4 AVERY EARLY IIO
81116 IIAYES EARLY
82825 RODES EWELL
83021 DOLES RODES 2t0
81024 IVERSON (Repl) RODES 513
83027 RAMSEUR RODES 21O
82523 O NEAL(Repl) RODES yl
82523 DANTEL RODES 7IO
82632 R.E. LEE ANV
826]2 LONGSTRIET I
82612 HILL III
B]'I5 JENKINS STUART
83'3.1 PENDER HILL
83633 LANE PENDER I/O
839]4 THOMAS PENDER
43603 PERRIN PENDER 6/0
43904 SCALES (Repl) PENDER 3/0
A2OIO ANDERSON HILL
A2OII W]LCOX ANDERSON
A2OI2 LANG ANDERSON
AI8I4 WRIGHT ANDERSON
A]8IO POSEY ANDERSON
AI7I2 MAHONE ANDERSON
A2617 TETTIGREW HILL

A2]I5 DAVIS PETGRW 612

D. U.i.. Initi:l D.ployd..r

84222 COSTER r121xl
44022 SMITH 212n1
43821 KRZYZANOVSKT2/3DaI
83720 REPLCOMfiA 2/I,XI

ll9l9 von GILSA l/l/XI
B4O2I SCIIMELFNG

(Repl) rt3ltll
(16l S? 6l Ohio)

8441' WADSWORTH
842I5 MEREDITH

B42T] CUTLER
Bt6l0 sl-ocuM

8530,1 WILLIAMS
85702 I'ICCOUGALL

B55OI RUGER
C0334 4,2 US Any

B4l l9 E, L I  NY Any

83921 !,4 US Anyr
84221 13NYAny
81320 I, I NY Any

B4?l? K, t  OhAny'
84122 G,4 US dny
8t920 III Atty"

8t509 XII Any

'This anillery batery has a balf'crev
"Le$ D, I NY a(y. bat.ly and4NYany.

E. Reinfor.Gm6nts. All udits fiom the
Orde. ofAppearance (35.0) beginnirs wirh
the 0500July 2 rurn are reinlbrcemenrs and
are brought odto rhe nap at the tid€ sp€ci

A2' I6 BRKBRCH
42717 REPL COItI,t A

(P.nisrcw\ Rcpl)
42918 ARCHER (R.pl)
82502 Jonnson'sAity

A2010 And.^on! Any

!1431 M.Intosh\ A(y

hexes) 2 Rockbridsc Any

Br23l P.smm'sArty

hex) Ch.rlclllc Any

'Louis! Any hda h.licrcw

NO. LEADER

CI ]2I  CANDY
CII2O CEARY
CI I20 KANE
CO9I9 GREENE
c0516 VARD
CO2I6 GRAHAM
COIIT BIRNEY
CO']1 DEVIN
CO'36 GAMBI-E
C0834 BUFORD
85920 SICKLES

B'AI9 HUA4PHREYS
8'720 BREWSTER
8'420 CARR
B5O2' STANNARD
84724 ROV/LEY
84622 DOUBLEDAY
84523 STONE (Rcpl)
8462I NEWTON

(Rcynoldt Rcpl)
B4?2I MEADE
B472I IqARREN
a4?21 guNT

84619 BAXTER
ts4519 ROBTNSON
84220 HOWARD

84220 AMES
(Brloet R.pl)

8.1220 von STEINWEHR
84220 SCHURZ

I'ETGRW
PETGR\v

PETGR'W
JOTINSON

ANDERSON

PETGRV

I I I

I I I

PINDER

RODES

ll

I I

3/0

I l
512

2t l

r/0
t/0

l /0

l / I

v l l l
2t|l
xII
CORPS
l/xtI
r/r/lQI

3/rr(Il

EARLI

KTLL/

u2rxtl
2/)(tl
212lxtl
ll2t)ltt
2llllll
l/l/Itt
I ] I I I

I I I
CORPS
2[tl
212l | l
v2tlll
3t3tl

3tr
2l3ll 6t3
I CORPS

ARTI

2t2 114
2tl

CORPS
I/Jfl

XI

XI
XI
XI
IU

XII

2'tl
]/xI

)6

unitsaredismounted.Al loff icersare placed
in a specifichex as indicated.Regimentsare
placedwithinone hexof theirrespective
brigadecommanders.Certainbatteriesand
Confederatecavalryunitsare placedin spe-
cifichexeswhileothersare placedwithinone
or two hexesofa specif iedhex. Division
supplywagonsand corpstrainsare set up
withinone hen of theirrespectivecom-
manders.NOTE:The US III Corpstrain
has not yet arr ived.
B. PriorCasualt ies.Lossessufferedduring
previouscombatare l istedfor eachbrigade
and eachart i l lerybattery.Marl:theselosses
on the OB Rosters,careful lydist inguishing
betweenki l lsand capturesfor victorypoint
purposes.Lossesin a infantryor cavalry
brigademustbe spreadas evenlyas possible
amongall unitsin the brigade.Al l art i l lery
lossesare in termsofguns lostand reduced
crews.The fol lowingoff icershavebeen
eliminated,and theirreplacementsare l isted
in the set-up:Confederates—Archer(cap-
tured),Heth(wounded),Scales(wounded);
Union—Reynolds(ki l led),Meredith
(wotmded),Paul(wotmded),Stone
(wounded),Barlow(wounded).Iverson,
O‘Neal,and Schemmelfennighave been
removedfromcommandbut do not countfor
victorypointpurposes.The 25 Ohio(2111XI)
and the 154 NY (1121141)regimentshave
beeneliminatedand are not placedon the
map.
C. ConfederateInit ialDeployment.
HEX
NO.

B2504
B2301
B2303
B2205
B2304
B2513
B2513
B2513
B2513
B2309
B2006
B3214
B3 1 I 6
B2325
B3021
B3024
B302?
B2523
B2523
B2632
B2632
B2632
B l 5 1 5
B3534
B3633
B3934
A3603
A3904
A2010
A2011
A2012
A1314
A1310
A1‘I 1 2
A261?

A2315

Uni tor
LEADER

JOHNSON
WALKER
STEUART
WILLIAMS
JONES
EWELL
EARLY
1 Md Cav
35 Va Bn Cav
GORDON
SMITH
AVERY
HAYES
RODES
DOLES
IVERSON(Repl)
RAMSEUR
O’NEAL(Repl )
DANIEL
R.E.LEE
LONGSTREET
HILL
JENKINS
FENDER
LANE
THOMAS
PERRIN
SCALES(Repl)
artneasott
wttcox
LANG
waist-IT
roses
ssanotts
PETTIGREW
(Het11’sRepl}
navts

swt-11.1.
JOHNSON
JOHNSON
JOHNSON
JOHNSON
11
EWELL
EWELL
EWELL
EARLY
EARLY
EARLY
EARLY
EWELL
RODES
RODES
RODES
RODES
RODES
ANY
1
111
STUART
HILL
FENDER
PENDER
PENDER
PENDER
HILL
ANDERSON
ANDERSON
ANDERSON
ANDERSON
ANDERSON
HILL

PETGRW

l([ I . . I . .1
CAP

410

110

210
513
210
311
710

110

610
310

612

A2516
A271‘?

A291 3
B2502
(within2
hexes)
A2010 Anderson'sArty
(wi th in2
hexes)
B3932
(within2
hexes)
B3431 MclntoslfsArty
(wi th in2
hexes) 2 Rocl tbr idgeAr-ty

B3231
(within1
hex)

B3534
(within1
hex)
B2221
(within1
hex)

B2225
(within2
hexes)
B2332
(within2
hexes)
B2419
(within1
hex)

‘LouisaArtyhas a hal f -crew

BRKBRGH
REPLCOMMA
(Pett igrew‘sRepl)
ARCHER(Repl)
JohnsotfsArty

I-Ieth’sArty

Pegram'sArty

Pee Dee Arty

Pender‘sArty

Rode‘sArty

LouisaArty" '

Nelson‘ :Arty

Dance'sArty

Ear1y'sArty

Charl tsvl leArty

PETGRW
PETGRW

PETGRW
JOHNSON

ANDERSON

PETGRW

111

Mc1ntosh‘s
Arty
I I I

Pegranfs

110
310

111

110

Aty 110
PENDER

RODES
Rode's
Are11

I I

EARLY

Early 's
Arty

D. UnionIni t ia lDeployment

HEX
NO.

C1321
C1120
C1120
C0919
C0516
C0216
C011'1’
C0533
C0536
C0334
B5920

B5319
B5720
B5420
B5025
B4724
B4622
B4523
B4621

B4221
B4721
B4721

B4420
B4619
B4519
B4220

B4220

B4220
B4220

Unitor
LEADER

CANDY
GEARY
KANE
GREENE
WARD
GRAHAM
BIRNEY
DEVIN
GAMBLE
BUFORD
SICKLES

I-IUMPHREYS
saswsrsa
case
STANNARD
ttowtav
nouatsoav
sauna(Repl)
NEWTON
(Reyno1ds’Repl)
MEADE
WARREN
HUNT

PAUL(Rep!)
BAXTER
ROBINSON
HOWARD

AMES
(Bar1ow'sRepl)
von STEINWEHR
SCI-IURZ
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112114.11
2111111
2121XII
31213111
2111111
11l1III
11111
21l1CAV
l111CAV
IICAV
III
CORPS
21111
2121111
1121111
31311
11311
311
21311
1 CORPS

AoP
AoP
AoP
ARTY
11211
21211
211
XI
CORPS
11111

21211
311111

110

KILL!
CAP

110

613

613

416
314

B4222
B4022
B3321
B3720

B3919
B4021

B4415
B4215

B4213
B5610

B5304
B5202

B5501
C0334
B4221
B4216
B4119
B4019
B3921
B4221
B3320
B4021
B471?
B4122
B5920
fififlnnl
bud
B5509
(within1
hex)
B4313
B4213
B4214
B4215
B4216
B4013
B3919
B3319
B3720
B4119
B3920
B3320
B3721
.B3321
B4122
B4019
B4322
B3922
B4222
B4022
B4511
B4411
B4412
B4211
B4610
B4512
B4811
B5109
B5009

COSTER 11212.1
SMITH 212.0111
 OWSH2131111
REPLCOMMA 211.011
(Ames’Repl)
von GILSA
SCHMELFNG
(RBPU
( less1 SP 61 Ohio)
WADSWORTH 111

1111.111

1131141

MEREDITH
(Rel-1)ctrrtsa
stoctau
‘WILLIAJMS
McCOUGALL
(less3 Md)
RUGER
A, 2 US Arty
2 Me Arty*
5 Me Ar ty
E,L1NYArly
B, 1Pa Arty
B, 4USArty ‘
13NYArty
I ,1NYArry
1, 1 Oh Arty
K,10h.Arty*
G, 4 US Arty
IIIArty"

xn Arty

Breastworl t
Breastworl t
Breastworl t
Breastwor l t
Breastworl t
Breasrworl t
Breastworl t
Breastwork
Breastworl t
Breastworl t
Breastworl t
Breastworl t
Breastworl t
Breastwork
Breastworl t
Breastworl t
Breastwork
Breastwor l t
Breastworl t
Breastworl t
i l l Breastwork
.11 Breastworl t
l l ‘ Breastworl t
11' Breastworl t
t i ‘ Breastworl t
11' Breastworlt
t i Breastworl t
l l ‘ Breastworl t
1" Breastworl t

11111
21111
XI I
CORPS
111411
11111111

31111111
21CAY
I
1

§E§"‘“”
X1
KI
HI

XII

*Thisart i l lerybatteryhas a hal f -crew
“LessD, 1 NY arty.batteryand 4 NY arty.
battery
#SeeG. below

E. Reinforcements.Al l tmitsfrom the
OrderofAppearance(35.0)beginningwith
the 0500July2 turnare reinforcementsand
are broughtontothe map at the time speci-
l ied.



n Ammunition Supply. All barr€ries,
wlgons, and tains appear *ith nr! aomuni
tion loads, wirh the exception ofrhe follow-
ing:

CSA II CORPS Traih 60 aq. rounds
III CORPS Train 60 dy. rouds

USA III CORPS Train 0any. rounds.
VI CORPS Train 0,ny. rounds'
XI CORPS Train l0 aity. rou.ds

rCrhnor be resupplied; see I l.3t

G. Spe.i.l Rule. Breastworks nored by (r)
wele nor consttucred until the afternooa of
July 2. As an exception to tule 20.12, rhe
Unior player may build theF breastworks in
the indicated posidons during dlylight hou6,
lsing fte normal procedure for building

H. Sp.cial Comoand Rule. Newron (3/
vl)has replaced Reynolds as commander or

[34.461The Whole Line Ablaze (15:40 July 2
drough 19:40 July 3

The Confederaie ofensive finally besan lare
in the afrernoon on July 2 with Longs$eerk
a(tack on Sickles' III Corps. Lee\ plan was
ro havc rhe attack continue in echelon from
rishr ro leli until lhe entirc Union position
was cngulfed. The plan was noi eleored
proPerly and the determined Urion defense
th{.ried Confed.rare vicrory. This scenr.io
beSins wift the Confedc.ate army poised ro

A. Deployment Restrictions. AU if,irntry
units besi! lhe game in line fornationj all
altillcry banelies are unlimbered; all cavalry
unns a.e disnouoted. The I US SS and 2
US SS day be deployed in skirmish forma-
tion ifrule 23.0 is used. Playe6 should.efer
ro the Inirial Depioynents for both armies in
the L'rrle Round Top (14.2).nd Culp\ Hill
(34.3) sceratios (excepr lor Early's andJohn
sont Divisiont for unir placenen$, The
remainder offte..dies.re sel up.s lisrcd
unde. C. and D. bdo*. Allollicers, batteF
ieE and certain regimenrs are placed on
specific hex$ whil. all orher unirs, including
division wlgons and corps idins are placcd
wirhin one hex oftheir respecrive.on

B. P.ior Casualrics. Lo$es suff.red during
previous combat are liskd for each b.isadc
ard each a.riue.y battery; nole ther lo$es
on thc OB RosreB before beginning pl.y,
distinguishing betveen kilh and captures for
victory point purpoks. Losses in infant.y
and caval.y brigades musr be spread as
evetrly as po$ible lmong aU uni(s oflhe
brigade- Ce.tain resiments have casualdes
specified for iheh in rhe Inirial Deploymenr
lisb. The follo*ing olUcds r.e casualties and
thei. repllcemenis are lisred in the Initial
Deploynelts: Codederates-Archer lcap-
tured), Heth (wounded! Scales (wounded);
Union-ReFolds (killed), Me.eduh
({ounded), Paul (wounded), Srone
(wounded), Barlow ({ounded). Iverson,
O'Neal and Schimmelfennig hrve been
replaced ard do nor count for victo.y point
purposes. Th. 25 Ohio (2/l/XI) and the 154

NY (l/2/Xl) have been elininared ald are
nor deployed on rhe map.

C. Corfederate Ioitial Dcploymcnt.

(Pmigr.*\Rcpr)
A29I3 ARCHER
44529 PICKETT LONGSTREET
44529 Picke* Any PTCKETT

4472C KEMPER PICKET'I

A4ITO Afu\'IISTEAD I'ICXETT

'Adiltry batrlry sirh hsrr.rc*

D. Union Initial Deploymert

B9r2 2 Rrkbrdsr Any
Brrr? Hs&wryAAdy
83312 lloidevry A Aq

8290t I R(kbrd8. Any

Bll2t IVERSON(Rcpl)

PEND€R
PENDER

NEIJON

EVELL

EWELL

JOHNSON

EWELL

HILL
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Brr2r c, w u AnJ- r !ol_
B442r 2 M. Any' r CORPS
B47l? K,l OhArty' XI CORPS

ts40?r I, r ohAny xr coRPs
8,1122 G,,1US An) Xl CORPS

2tuxr
Br92l 26 Vis
83922 rr6NI 2t2^l

8,1022 TrOh
2t21Xr
ll3txr

84?22 27 Pa r2xl

8.1!13 Xr Tr:in Xr CORPS
a{r20 VonSTEINWEHR 2/Xl
84120 strpply 2,xI ztxl
84124 I, l US Any rr CORPS
447?r ,\, I RI Anlr rr coRr>s

II CORPS
84925 B,l Rr Any
85125 B, l  NYAny I I  CORPS

Bt5r4 I USSS lndpnr
A5?0B 5NJ ylrtl

Bt9l7 K, r NYAny 4 VOL
85917 6 M.Any 4 VOL

85916 C, r  !SAn) r  REC
B5er5 F, K rUSAnv I  RF,c

BtBl4 R6Trrin ARTY RIS
Col 15 I NH Anr' I vO!

cor ia rNJ Any 4 vol
C0rr4 rMdAny 4 vol ,
c0ll1 I MichAny l CAV
col l ]6NYAny
Col12 B,I-2USAny ICv

8{62I ROWLEY
3462I DOUBLEDAY
84422 STONE
4462r NE!/TON I CORPS

341?0 PAUI,(R!pl)

B{rr9 ROAINSON ztl
85610 SLOCUM X|l CORPS

846I ] CEARY
x coRPs

85003 LOCKVOOD lid|gl

84909 RUGER ]/IN I
A$II  M.DOUGALL I / I /XI I

8.1610 KANE
84622 HAYS 2Il

B472r SMYTH 2lttl

F. AmmunitionSupply.All batteries,
wagons,and trainsappearwith full ammuni-
tion loads,with the e:-tceptionof the follow-
ing:
CSA II CORPSTrain

IIICORPSTrain
USA Ill CORPSTrain

111 CORPSTrain
XI CORPSTrain 10 arty. rounds

‘Cannotbe resupplied;see 11.35

G. SpecialRule. Breastworksnoted by (11)
were not constructeduntil the afternoonof
]uly 2. As an exceptionto rule 20.12, the
Union playermay build these breastworksin
the indicatedpositionsduringdaylighthours,
using the nortnalprocedurefor building
them.
H. SpecialCommandRule. Newton(31
111) has replacedReynoldsas commanderof
the Union I Corps.

[34.46]The Whole Line Ablaze(15:40July 2
through 19:40July 3
The Confederateoffensivefinallybegan late
in the afternoonon ]u1y 2 with Longstreet's
attackon Sicl-zles’III Corps. Lee’s plan was
to have the attackcontinuein echelonfrom
right to left until the entireUnionposition
was engulfed.The plan was not executed
properlyand the determinedUniondefense
thwartedConfederatevictory.This scenario
beginswith the Confederatearmy poised to
attack.

60 arty. rotmds
60 arty. rounds
0 arty. rounds‘
0 arty. rounds’

A. DeploymentRestrictions.All infantry
unitsbegin the game in line formation;all
artillerybatteriesare unlimbered;all cavalry
unitsare dismounted.The 1 US SS and 2
US SS may be deployedin skirmishforma-
tion if rule 23.0 is used. Playersshouldrefer
to the InitialDeploymentsfor both armiesin
the LittleRoundTop (34.2)and Culp’sHill
(34.3)scenarios(exceptfor Early’sand John-
son’s Divisions)for unit placements,The
remainderof the armiesare set up as listed
underC. and D. below.All oflicers,batter-
ies, and certainregimentsare placedon
specifichexes whileall otherunits, including
divisionwagonsand corps trainsare placed
withinone hes of their respectivecom-
manders.
B. PriorCasualties.Lossessufferedduring
previouscombatare listed for each brigade
and each artillerybattery;note these losses
on the OB Rostersbeforebeginningplay,
distinguishingbetweenkillsand capturesfor
victorypoint purposes.Losses in infantry
and cavalrybrigadesmust be spreadas
evenlyas possibleamong all unitsof the
brigade.Certainregimentshave casualties
specifiedfor them in the InitialDeployment
lists. The followingofficersare casualtiesand
their replacementsare listedin the Initial
Deployments:Confetlerates—Archer(cap-
tured),Heth(wounded),Scales(wounded);
Union—Reyoolds(killed),Meredith
(wounded),Paul (wounded),Stone
(wounded),Barlow(wounded).Iverson,
O‘Nealand Schimmelfennighave been
replacedand do not count for victorypoint
purposes.The 25 Ohio (2111311)and the 154

NY (l121XI)have been eliminatedand are
not deployedon the map.

C. ConfederateInitialDeployment.
HEX
NO.

asaor
asses
1t4s0s
11411011
114105
A4765
A4402
atsss
04:-133
B4133
B4032
sass:
1ssss1
B3131
113030
A3804
A3704
asses
112003
B3432
B3332
B3332
B3232
B3131
B2932
azs:-11
B2120
B2120
B2126
B1923
B1923
B1922
B1922
B2632
B2912
B2912
B2905
B2905
asst:-s
B360?
B3607
B1703
B1703
B1702
B1702
A53-DB
A5004
A4704
A4403
A4406
A4204
A4103
B4134
A4003
asses
A3802
A3905
B2832
asses
B2926
aster
B3125
sstzs
B321?
B3215
earls
azvtz
112012
B1100
B3201
B3002
Ba:-'04
112100
a1s02
11 1 5 1 s
A2617
A2315
A2516
A2712

Unitor
LEADER

Co. B Arty
1 CorpsTrain
AlbemarleArty
CharlotteArty
MadisonArty
WhtrentonArty
Co. C Arty
Co. A Arty
FredrcltsbtgArty
CrenlhlwArty
Fee Dee Arty
PurcellArty
LetcherArty
PittsylvniaArty
DonaldsvlleArty
NorfolkLt. Arty
HugerAny
DunvilleAny
Salem Arty
2 RocltbrdgeArty
I-IsrdawayA Arty
HardawlyB Arty
JohnsonArty
PowhatenArty
3 Rich How Arty
2 Rich 1-low Arty
FluvannaAny
AmherstArty
Ga RegularAny
_Ief1'D1tvisArty
OrangeArty
KingWillmArty
LouisaArty‘
R.E. Lee
35 110 Bn Cav
1 Md Cav
Lee Arty
1 RockbrdgeArty
ChesapeakeArty
1 Md Arty
AlleghenyArty‘
ChorltsvlleArty
StauntonArty
La GuardArty
CourtneyArty
WILCOIII
LANG
WRIGHT
POSEY
HILL
ANDERSON
MAHONE
THOMAS
SCALES(Rep!)
LANE.
PERRIN
FENDER
DANIEL
O‘NEAL(Repl)
RODES
RAMSEUR
IVERSON(Repl)
DOLES
HAYS
AVERY
GORDON
EARLY
EWELL
JONES
WILLIAMS
STEUART
WAIJIER
JOHNSON
SMITH
JENRINS
PE'l"T1OREW
(I~Ieth’sRcpl)
DAVIS
BRICBROH
REPL COMMA

37

COMMAND CAP

ANDERSON
LONGSTREET
FENDER
FENDER
FENDER
FENDER
ANDERSON
ANDERSON
PEGRAM
PEGRAM
PEGRAM
PEGRAM
PEGRAM
PETTIGREW
PETTIGREW
PETTIGREW
PETTIGREW
McIN'IUSl-I
DANCE
1vlc1NTOSH
McIN'IDS1-1
MeIN'IUS1-I
Mc‘£N'l"OSI-I
DANCE
DANCE
DANCE
NELSON
NELSON
NELSON
RODES
RODES
RODES
RODES
ANY
EWELL
EWELL.
JOHNSON 110
DANCE
JOHNSON 110
JOHNSON
JOHNSON
EARLY
EARLY
EARLY
EARLY
ANDERSON
ANDERSON
ANDERSON
ANDERSON
111 CORPS
HILL
ANDERSON
FENDER
FENDER
PENDER
FENDER
HILL
RODES
RODES
EWELL
RODES
RODES
RODES
EARLY
EARLY
EARLY
EWELL
II CORPS
JOHNSON
JOHNSON
JOHNSON
JOHNSON
EWELL
EARLY
STUART
1:1II..L

PETGRW
PETGRW
PETGRW

A2910
A4529
A4529

A4729
A4329
A4130

(PettigrewlsRepll
ARCHER
PICRETT
Pickett"sArty
(withinI heir]
REMPER
OARNETT
ARMISTEAD

PETOR119‘
LONGSTREET
PICRETT

FICRETT
PICRETT
PICRETT

‘Artillerybattetywith half-crew.

D. UnionInitialDeployment
HEX
NO.

B3921
B4221
B4321
B4421
B4212
B4219
B4021
B4122
B3921
B3921
B3921
B3922
B4022
B4022
B4022
B4121
B4121
B4222
B4222
B4221
B4410
B4320
H4320
B4524
B4225
B4824
B4925
B5125
B5232
B5534
A5703
B5919
E5913
B5918
B591?
B5912
B5916
B5916
B5915
B5314
B5814
C0115
C0115
C0114
C0114
C0113
C0113
C0112
B4320
B4621
B4621
E4422
B4621

B422I
B4420
B4619
B4519
B5610
B491.3
B4613
B5409

B5008

B4909
B401 1
B4514
B4610
B4622
B4623
B4223
B472-'1

Unitor
LEADER
B, 4 US Arty‘
1-I, 1 US Any
C, W 1111 Arty
2 Me Arty‘
K, 1 O11 Arty‘
1s NY 14.1-1;,»
1, 1 Oh Arty
G, 4 US Arty
S2 Ohio
'15 Pa
26 ‘Wise
136 NY
55 Oh
'13 Oh
SMITH
'14 Pa
157 NY
2'1 Pa
COSTER
I34 NY
X1 Train
von STEINWEHR
Supply211111
I, I US Arty
A, I R1 Arty
A, 4 US Arty
B, 1 RI Arty
B, 1 NY Arty
K, 4 US Arty
l US SS
s 14]
c, F 1 P11 Arty
2 Conn Lt. Arty
5 NY Arty
K, 1 NYArty
6 Me Arty
c, 4 US Arty
C, 5 US Arty
F. R 3 US Arty
TYLER
Res Train
1 NH Arty
H, 1 Oh Arty
I N] Arty
I Md Arty
9 MichArty
6 NY Atty
B, L 2 US Arty
STANNARD
ROWLEY
DOUBLEDAY
STONE
NEWTON
(Rt:y'no1ds‘Repl)
MEADE
PAUL(Repll
BAKTER
ROBINSON
SLOCUM
'WlLl..IAMS
GEARY
1411 Arty
(withinI hex]
LOCFLWOOD
(less 1 Md Es}
RUGER
McDO1.1GALL
CANDY
1'-‘LANE
HAYS
CARROLL
SMYTH
‘WILLARD

COMMAND

1 CORPS
1 REG
3 VOL
I CORPS
1'11 CORPS
1'11 CORPS
1'11 CORPS
K1 CORPS
2131111
2131111
213134]
212111
2121341
2121111
2121111
11311111
1131211
1121311
1121141
1121141

I111 CORPS
2131.1
21111
ll CORPS
11 CORPS
ll CORPS
I1 CORPS
II CORPS
111 CORPS
Indpnt
3121111
1 VOL
2 ‘VOL
2 ‘VOL
4 YOL
4 VOL
1 REG
1 REG
1 REG
ARTYRES
ARTYRES
3 VOL
3 POL
4 VOL
4 '1101..
I CAY
1 CA11
I CA11
31311
11311
311
21311
1 CORPS

AoP
11211
21211
211
31.11 CORPS
1121.11
211111
1'11] CORPS

Ind1'1I1I1

311131.11
11111111
11211411
21211111
2111
113111
213111
313111

111

RILL1
CAP

210

310
210
110

I111
110
210

210
110
210

I10

613

613

416
314



E{92,r CtBaON 2tl
8432' \vEBB
a4e24 IIARRC,g rlzll
85024 HALL
B'22] HANCOCR
3tr25 BROOKE $ttl
!5{2,1 ZOOK Ullrr
B5'2{ CALDVELL
at62a cRoss vl/r
Bt72t KEI-IX
B5']O BRE\IJSTER
B53]I HUMPHREYS 2/III
B'9X CARR
Bt7@ M.CTNDLESS l/tv
B5M7 CRAI9FORD }N
B'9O7 FISHER
8'609 VINCENT
85303 SWITZER

B'M8 TIL-ION l/l,ry
81709 r RNES
B5fl0 VEED tt2N
85309 DAY

COIO6 IIURBANK
C010, v^ny v CORPS

rt9r0 AYRES 2n
35603 SYKES VCORPS

Brttn*o 5: UedlbrtdK.k5s in.rs r'l 15

E. R.ilforcGE.n6. AU unns from rhc
Orderof  Appea'atce(15.0)b.ginningsnh
the l5i{0 July 2 tlrt are reinforccmcnts and
are broughr onto lhe maP ar the ttme spec!
fied.
F. Amdunirion Supply. AU baneri.t
wasons, lnd $ains apPear *irh tuu atnmunf
rion wirh rhc exceprion of$e followinS:

CSA ll Corps Train 60 arty rounds
III Coes Tian 60 arry rounds

USA uI coryt'Iiai. 0 arry roundt'
vI Corps T.ain 0 arry rounds'
XI Corps Trlin l0 any rounds

.Clnnot be resupplied; see I l.l5

G. Sp.cial RulG. Newton (l/Vl)has
rephccd Reynolds as US I CorPs com_

H. Conmdd conrol and Dct.ch'
6.nt.. The follo*ing uDits arc consid.r.d
det.ch€d or have special coDnand narus ar
rhis stasc ofthe battl.:

CSA Dekched BriSades: Jotr.s4OHNSON,
SDirh./EARLY, Vilcox/ANDERSON

USA Detached Brigades: Graham (l/l/lll),
Burlins (3/2/III)

USA Special Comnand Controlr 5 NJ (li2l
Ill) ind.pendem; 3l Mass (2/2/Xl) ind.pcn-
denr j  I  Me (2/ l / l l l )  atached ro l / l / IU

I34.47lThe Hish Water M,rk (13:00 July l
rhrough l9:40 July l)

Thc B.ulc ofGerrysburg reached ns climax
on July I wirh rh. f.mous Pick.II\ Chargc.
However, rhe lactical siruation orered borh
commandeN sveral other oprions PlryeB
havc th. opponulity to decide the fare of
rheir nlrions in rhe final hou6 ofthe Grend
Brul€.

A. D.ploymeDt Rdrrictiors, All inlanrry
uni6 begin rbe game in li!. fornarioni all
. iu.ry barreries.re ullimb.rcd; all caval.y
unns aG d;moun(ed. The I US SS and 2

US SS mry be d€ploycd in thirmish foda-
rioD ifoprional ruI. 21.0 is u*d. The amies
ale s.I uP as lisrcd under C. af,d D. below
All ofliccG and c.tt.it b.rreries a.e set uP i!
specific heres. Regiments, division supply
wagof,s, dnd corF rraint are pl.ced vithin
one h€x oftheit rcsPcctiv. comnandeB
Orb.r .rtill.ry ban.ri.s are ser up eithin onc
hex of. specifi.d ber-
B. P.ior Casu.lrte. Lo$es sufte.ed during
previous combar ar. lisrcd for e.cb brigade
6d anill.ry baucry. Nore thesc l6s* on rhe
OB Rsr.B, erefully disrinsuishing b.rween
kills ald caprures for vicrory point purposes
All anillery loscs arc in re.ms ofguns los(
and cr.{s.educ.d. Lo$es to btigades musr
be spread as evenly as posible lmong all
unirs ofrhe blisade. The following ofiice6
have bcen elimiDattd tnd rheir .eplacements
a.e lisrcd i! the sei-up: Co!f.d..ate-
Arch.r (captur.d), Hdh (eounded, scales
(woundcd), Hood (eounded), G.T. ArdetFn
(wound.d), J. Jon.r (wounded), Barksdale
(killcd), Senmes (killcd), Avery (kiued),
Pend.r (kill.d); Unlo.-Reynolds (killed),
Mer.dirh (wound.d), Paul (wounded), stonc
(*ound.dt B.rlow (wourded), Cross (killcd),
Zook (kiued), wiuard (kill€d), sickles
(wounded), Glohan (caPtured), vincent
(killedt weed (killcd). lve.son, O'Neal, and
SchinDelleuis ha!. been removed bur do
oor counr for vidory poinr Purposes. Thc 25
Ohio (2/lt(l); 154 NY (l/2D(l); I 5 Us Any
(v corps); 2 Nc Bn (Dani€1/Rodes) have
been elinin.led and arc not pl.ccd on ih€

C. Coofcd..at Inhial D.ploYm.

Srrr? 2 Rckbds. Any

81123 tltd.r4 BAny

C2O'6 REPL COMM B

C1223 SEMMES(R.Pl)

NETJON

PICKI'TI

HILL

c2rr6 R6{.n Anr LA\!
C?2r6 G{nm l,r Aiy LAv
c2137 Hri Any STUART
co7l4 ldbdh Any LA\tr
c0613 Boch Any r]lv
COt13 l,lrdilo. An, ALEKANDER

1I-EXAIiDER !o
Corll 8.dfo!d Adr ALEXANDER
colrr Prrd^nt ALEXANDER
Co2r2 B{hAfty ALEXTINDER
C0lr2 I Co. Any r$ILEMAN
At90, a Cj Any ESHLEM N

At30? lulakiAnr' M.l,A\!s
A5302 I Rrch Ho* Any MrLAws
A5612 I +2C.,Any I6HLEMAN
A5AO7 CO, B ANY ANDERSON
Bt3r2 Fry.n. Any PTCKETT
a$,2 Fzuqui.r Any PlcKEfT

B57r2 Hrmpron Anr_ PICKETT
Ato0? Husd Any PETTIGREI{
A5OO7 Nodolr ll. Aq PETTIGREqI
atoll alddd Arr, 

^IEXANDER3t0rr Tldup c. k Anr lkl-Avs
Baerl 

^lrdsn 
]lnr TRII\IBI.E

A.1706 ClrldrcAny TRIMBI-E
A4706 \t4robn Any TRIMBLE
A4t02 Alb.m ! Any TtuMaLE
B25I' EWELL II CORPS

Bz5rl l5 v, Bncj! EVELL
A4102 Cr c. Aiiy ANDERSoN
A4302 C.. A Any ANDERSON
8421, FEdcldtg Any PEOMM
&113 CEoh.rAnt PEGMM

P€GRAM

Ir]615 lvERsON (RcrD

LONGSTREET

TRIMALE

18

B4924
B4024
B4924
B5024
B5223
B5325
B5424
B5524
B5624
B5225
B5530
B5631
B5934
B5206
B5002
B590?
B5609
B5600

B5900
B5209
B5910
E5009
B51314
C0106
C0103

B5910
135600

GIBBON
WEBB
I - IARROW
HALL
HANCOCK
BROOKE
ZOOR
CALDWELL
CROSS
KELLY
BREWSTER
HUMPHREY-5
CARR
McCANDLESS
CRAWFORD
FISHER
VINCENT
SWITZER
( less9 Mass)
T ILTON
BARNES
‘WEED
DAY
H. 1 Pa Ar ty
BURBANR
9‘ Any
(w i th inl hers }
AYRES
SYKES

2111
212111
112111
312111
I I CORPS
411111
311111
1111
111111
211111
2 .121111
21111
1121111
113111
3111 '
313111
311111
2111111

111111
1111 '
312111
112111
I CORPS
212111
'11 CORPS

2- ‘V
11 CORPS

Breas tworks :Usea l lb reas tworksas in case 34 .45 .

E. Reinforcements.Al l uni tsfromthe
OrderofAppearance(35.0)beginningwith
the 15:40July2 turnare reinforcementsand
are broughtontothe map at the t imespeci-
f ied.
F. Ammunit ionSupply.Al l batteries,
wagons,and trainsappearwi thfi i l lammuni-
t ionwiththe except ionofthe fol lowing:
CSA I1 CorpsTrain

I I ICorpsTrain
111 CorpsTrain
‘111 CorpsTrain
XI CorpsTrain

USA

60 artyrounds
60 artyrounds
0 artyrounds‘
0 artyrounds‘
10 artyrounds

US SS may be deployedin skirmishforma-
t ioni fopt ionalrule23.0is used.The armies
are set up as l is tedunderC. and D. below.
Alloff icersand certainbatteriesare set up in
speci f ichexes.Regiments,div is ionsupply
wagons,and corpstrainsare placedwithin
one hex oftheirrespect ivecommanders.
Otherart i l lerybatter iesare set up withinone
hexofa specifiedhex.
B. Pr iorCasual t ies.Lossessuffereddur ing
previouscombatare l is tedforeachbr igade
and art i l lerybattery.Notetheselosseson the
OB Rosters,mreful lydist inguishingbetween
ki l lsand capturesfor v ictorypointpurposes.
Allart i l lerylossesare in termsofgunslost
and crewsreduced.Lossesto br igadesmust
be spreadas evenlyas possibleamongall
unitsofthe br igade.The fol lowingoff icers
havebeenel iminatedand theirreplacements
are l istedin the set-up:Confederate-
Archer(captured),Heth(wounded),Scales
(wounded),Hood(wounded),G.T.Anderson
(wounded),J. Jones(wounded),Bar l tsdale
(k i l led),Semmes(ki l led),Avery(ki l led),
Ponder(k i l led);Union-Reynolds(ki l led),
Meredi th(wounded),Paul(wounded),Stone
(wounded),Bar low(wounded),Cross(ki l led),
Zook(ki l led),Wi l lard(ki l led),Sickles
(wounded),Graham(captured),Vincent
(k i l led),Weed(ki l led).Iverson,O’Nea1,and
Scl i immelfennighavebeenremovedbut do
not countfor v ictorypointpurposes.The 25
Ohio(21l1XI) ;154 NY (1121141);I , 5 US Arty
(V Corps);2 NC Bn (Danie11Rodes)have
beenel iminatedand are not placedon the
map.

C. ConfederateIni t ia lDeployment

*Cannotbe resuppl ied;sec 11.35

G. SpecialRule.Newton(31311)has
replacedReynoldsas US I Corpscom-
mander.
H. CommandControland Detach-
ments.The fol lowinguni tsare considered
detachedor havespecialcommandstatusat
th isstageof thebatt le:
CSA DetachedBrigades:Jones1JOI-INSON,
Smith1EARLY,Wi1coi t1ANDERSON
USADetachedBrigades:Graham(1111111),
Bur l ing(3121111)

USA SpecialCommandControl :5 NJ (3121
111) independent;33 Mass(2121111)indepen-
dent;3 Me (2111111)at tachedto 1111111

[34.41' ]TheHighWaterMark(13:00July3
through19:40July3)

The Batt leofGettysburgreachedi ts cl imax
on July 3 withthe famousPicl tet t 'sCharge.
However,the tacticalsiniat ionofferedboth
commandersseveralotheroptions.Players
havethe opportunityto decidethe fateof
theirnat ionsin the f inalhoursofthe Grand
Batt le.
A. DeploymentRestr ict ions.Al l infantry
unitsbeginthe gamein l ineformat ion;al l
ar t i l lerybatter iesare unl imbered;al l cavalry
unitsare dismounted.The l US SS and 2

NO.

C2336
C2236
C2337
C0734
C0633
C0533
C0432
C0333
C0333
C0232
C0132
A5903
A5903
A5802
A5302
A5632
A5607
E5332
B5032
1351 '32
B5232
A5007
A5007
B5033
E5033
B4933
A4206
A4106
A4502
E2513
B2513
B2513
A4302
A4302
B42-33
E4155
B4032
B3932

HEX Un i to r
LEADER

RowanAr ty
Germanl . t .A r t y
HartAr ty
Palmet toAr ty
BrunchAny
MadisonAr ty
BrooksL t .A r t y
Bed fo rdAny
Parke rA r t y
BethAr ty
3 Co.Ar ty
4 Co.A r t y
E l l i sL t .A r t y
Pu lask iA r t y ‘
1 R ichHowAr ty
1 +2 Co.A r t y
Co.B Ar ty
Fayet teAr ty
F i iuqu ie tA r t y
LynchburgAr ty
HamptonAr ty
HaterMr
Nor fo l kL l .A r t y
i luh lendAr ty
TroopCo Lt Ar ty
Mad isonA t t y
Char lo t teAr t y
WarrentonArty
Alhemar leAr ty
EWELL
1 Md Cav
35 Va Bn Cav
Co.C . A r t y
C0. A Arty
Pre t l r c l t l b tgAr ty
CrenshlnAr ty
Pee Dee Ar ty
Purce l lA t t y

33

COMMAND
KILL1
CAP

LAW
LAW
STUART
LAW
LAW
ALEXANDER
ALEXANDER
ALEKANDER
ALEXANDER
ALEXANDER
ESHLEMAN
ESHLEMAN
McLAWS
McLA ‘WS
McLA\1 l1S
ESHLEMAN
ANDERSON
PICRETT
PICKETT
P1C1{E ' I 'T
P ICKETT
PE' l " ' l " lGRE‘W
PE' l 'T1GR.E 'W
ALEXANDER
McLA‘WS
TRIMBLE
TRIMBLE
TRIMBLE
TRIA IBLE
I I CORPS
E 1 1 9 ’E L L
EWELL
ANDERSON
ANDERSON
PEGRAM
PEGRAM
PEGRAM
PEGRAM

1 1 0

B3831
A3304
A3004
B3231
B3630
B3630
B3432
B3332
B3332
B5231
B3131
B2533
B2533
B2331
B2024
B1320
B2220
B2220
B2219
B2219
B2905
B3507
B350?
B3606
B3907
B3906
B3905
B3905
( I243?
(52026

C1720
C1029

C1528
C1220
C0933
C0634
C0234
C032?

A5505
A5303
A5105
A5305
A5206
A5005
A5004
A4907
A4805
A41 '05
A470?
A4506
A4505

A4405

A-1406

A4406
A4304
A4204
A4103
A3002
A4929
B2632
B4220
B4021 ’
B3026
E 3 - 6 2 5
B3424
B2926
B3123
B3120
B31 1?
B2131'1
134012
B41 l 1
B4109
B4210
B4309
B4409
134509
B4609

Le tcherAr t y
Don l ldsv i l eAr ty
P i t t sy l vn iaAr ty
2 RichHowArty
3 R ichHowAr ty
SalemAr ty
Dt tnv i l l eAr ty
2 Roc l tb rdgeAr ty
H i i rdawayA Ar ty
JohnsonAr ty
PewlntenAny
Je f fDav isAr t y
O r a n g eA r t y
RingWi l lmAr ty
Lou isaAr t y ‘
HzrdnreyH At ty
Chl t l t l v l l eAr ty
StauotonAr ty
La GuardAr ty
Cour tneyAr ty
1 RochbrdgeAr ty
F l t t t rennaAr ty
Amherst -Ar ty
Ga Regu la rA r t y
1 MdAr ty
A l leghenyAr ty ‘
ChesapeakeAny
LeeAr ty
ANDERSON
REPLCOMMB
(L Iw 'sRep l )
ROBERTSON
LAW
{Hood 'sRep l )
BENNING
SEMMES(Rep l )
Mc1. .A ‘91S
RERSHAW
WOFFORD
BARRSDALE
(Roll)
(w i th in3 hexes )
LONGSTREET
WILCOK
LANG
KEMPER
PICKEIT
ARMISTEAD
GARNE' I ' I '
ANDERSON
‘WRIGHT
ARCHER{Rep l j
SCALES(Rcp l )
LANE
REPLCOMMA
(1 'e t t ig rew‘sRepl j
TRIMBLE
(Fender ' sRep l )
PE IT IGREW
(Het l f sRep l )

.4.r.HILL
nsvis
Poser
BRRBRGH
MAHONE
IMHODEN
11.11. LEE
'rHo1vt1ts
PERRIN
RAMSEUR
ivsxsotr(Rcpl)
ooi-t=.s
RDDES
lists
svsxv(Re-pl)
ooitnost
easeswau-tea
JONES
JOHNSON
wit.t. i1utts
outset.(Repl)
DANIEL
srsuasr
SMITH

PEGRAM
PETT lG l lE l l l 1
P 'E ' l ' T lG l l .E ‘ l I i 1
DANCE
DANCE
DANCE
McINTOSH
M.eINTOSH
MclN'1 ‘OSH
l l - lc INTOSH
DANCE
RDDES
RODES
RODE5
RODES
McN1'OSI-1
EARLY
EARLY
EARLY
E.ARL‘ i '
DANCE
NELSON
NELSON
NELSON
JOHNSON
JOHNSON
JOHNSON
JOHNSON
LAW
LAW

LAW
LONGSTRT

LAW
McLA‘WS
LONGSTRT
1l11cLAWS
1\1 lcLAWS

McI .A ‘WS

I CORPS
ANDERSON
ANDERSON
PICKETT
LONGSTR'1 '
P ICRETT
PICRETT
HILL
ANDERSON
PE'1 'T lGRE\ l1
TRIMBLE
TRlMl3 l .P .
PETT lGRE ' l i l 1

H ILL

HILL

to coat-s
rirrrioit i tw
111-tnsxsot-1
Psrrionsw
aunsssmr
sruasr
aivv
Ttti1us|.s
TRIMBLE
stones
aonss
cones
swi=.i.|.
EARLY
EARLY
t=.siu.v
E'1111E.l.1.
JOHNSON
JOHNSON
ttweu.
JOHNSON
aonss
itonss
)OHNSt.lN
saiuv

‘A r t i l l e ryba t te ryw i thha l f - c rew

_ — -

110

110

I10
110
611
411

4 1 1

411
311

610
211

6 1 1

412
310

512
111
.310
110
B10

612

110

610
.210
513
2 1 0

310
410
410

2 1 1
4 1 1

4 1 0
4 1 2
1 - 1 1 2
5 1 2
I 1 0



D, Ulion rnftial D.ploym.!( clr2r cRrrgFoR.D L./
crrT sYxE$ vcoRPs
CO8I? WRIGFT Irul
cr7r7 HovrE
c1415 SEDC\VICX Vl CORPS
CO216 BIRNEY

@216 VARD 
'III

c0I3 GRAEAM(R.pl) r/lrII
c02r? REPLCOMMC 

' / r /Or
CO]I3 DETROBRIAND'1' I I I
CO5I6 IIUMPI|TEYS 2/TII
c0af7 c RR llzrl
co5t7 ERE\rSllt 2t2tlll
c06r? BURLTNG J/2tllr
c02r3 r us ss
co?ra 2usss
8t922 BROO(E 4/|Al
rta22 KELLY Aln
4t722 ZOOK (R.pD ttttll
t562r cRoss(Rlpr) Yl4l
8'720 CAI J\VELL
B'22' STANNARD
85125 RC TLEY rtn
B'2r SmNE(RaD lA
A'22] DOUBLBD Y 1/I
st02l HARROW rznl
8492' HAI,I,
B{?25 VEBB
B5r2r GBmN 2Jtr
8,f621 SMYTIT Zlll
ar62t vtLL RD(R.d) la4l
8{62? HAYS
3.r92r HANCOCK llCOlPS
34522 PAUI,{R!tl)
84521 BAXTaR 2t2!l
a4621 ROBTNSON 2n
8432I NESI('N ICORPS

B.Ymlrlt' R.PD
B,I22? COSTER
4402? sMtlH

(R.pr)
Br92l FRZYZANOSKT Zrlxl
B3A2O TEPL @MM A II'XI

B3319 vonGl l lA
B4OI3 CARROI,
84215 MEREDI'rH G.pl) I / r/l
M2I4 CUTLAR
a,|1t6 vADslooR'tH r/I
8.1020 AMES

84r2r YdnsTElNvEHR2r( l
B,II2O SCHURZ
B,r?0 Hcwr\RD Xr CORPS
B'3I1 GREENE 

'nJXI'l.r,rr2 crll,lDY raxll
8.16 MGDOUGALL l/trlr
81614 LOCKV0oD rND4 l
B'OIO RUOER
A{'16 KANE 2':n(II
B"I' SHALER I/JNI
B5.f!5 NETLL tl2Nr
B{5lt vlll|llts rn(r
B4'fl5 GE RY zlxll
85610 SLOCTJM XICORPS

'An'llcry bqn.ry hr hrrrR

Ord.r of Appearanc. (15.0) b€8innils with
the l3:00 July ,Iu.n.r. rcintorc.nen6 and
arc broughr onro rhe map ar rhc rime sPeci
6ed. Union condirional rcinlorceD€nts due
ar 14:00 and 16:00 do lor appc.r.

F. Anmmitior Supply. All brttcries and
wagons have a fuu load ofannunnion. Tmin

B'72I HUNT

c2l|t RUSSEL

';

II
II

xl

lr
XI

I

x l
xII
xI|
xrl

I I I
llt

CSA I cotps
II Cotps
lIl Corps

cl0r9 EUsTrs 2ttt\1
CIO2I BARLETT 2IINI
c(r2t IBPL COMJtlt rrlvl

(Vhard\ R.pl)
c032{ M.CANDLESS rrlv
c0620 swErTzER
c0619 VINCENT(R.pl) l/l/v
c04t, mtaERT l/l/vl
c06r3 TARNES l/V
CIIIS AYERS

"Uin tuyd up*rhin lh.:ofrh.indidtd tur

c2t26 Ct220 CO220 Cll2l
c0r20 85921 8t821
85722 85225 B 25
8a024 84925 84824
84125 84624 84525
c2026 Ct926 C1825
ct126 C1625 C2023
ct92l  c1322 ct722
c\62l  Ct522 Cl42l

In.ddition, usc 0ll bredtso.ks ht.din ca* 14,4t

E. RciltoF.mcnli. All units from rh.

UsA I Corps l0 rny. tounds
II Corps 20.ny rounds
III Corps 0 !ny. ronnds'
V Corr6 

'0 
ny. oun&

VI Co.p. 0 rny. roulds'
Xl corpr 20.ny. t@.d3
XII Corps 40 rlry iounds
R6 Trdn. 252 rny. rounds

'C.nnoi b.6upph.di *. ll.l5

G. Sp.ci.r Rul.. Newtot has replac€d
Rcynolds as commande. ofrhc US I Corps.
H. Dcrachcd Brit.d.s. All brit.dcs Do.
i!.omEod.l rl:00 o.y bc colsid.Ed
dct.ch.d for th. rcmaild.. ofth.8am..

I. Pict.n's charac (Hisroricrl oprion).
Playc6 may.hoos ro rccreate this hisro.icll
.ttack. To do so, us.Ih. followins rules:

l Pl.y begi.s ar 1100.
2. F oD ll:00 to rhe end ofrhe 14:.10 turn,

rhe following tults.re ir cflcd:
. Uniis cannot Dove.
. only a.iillery fir.s, in thc ofcosive

Bontsrdn.nr and Defen$v. CountF
Banery Phe*s.

. Any units rhar rour dc coGidered
pinned insrcad.

. No ammunnion resupply rak$ phcc.
L Ar l5r00Ih. fouowing unirs lrc releard

for movebent: CSA-PickcrCs Divisiot,
P.llisrep's (Herh's) Division, scales'
Brigade, Lane\ Bris.dci USA-l Corpn
II Co.pn and all Artillcry R.s.N. bati..
ics adiaceni to Tyler

4. Ar 15:20, thc fouowiis unirs are teleased
for mov€ment: CSA-Vilcox' BriSade,
Lang\ Brigad€.

5. The uDirs lisred in l. and 4. above arc rhe
only u!{s allo*.d lo moec.

6. Ar rbe conclusion ofrhc l?:00 turn vn
rory is deiermined. The phyer sho con-
l ro ls hexes 84721,84821, 84921, 85020,
.nd B5l2l wins. Conlrcl is dclined N
dopying rhesc hcxer o' halit8 rh€ hsr
ur.oured un to p.$ th.oush rhen.

Confedemt€ casuahics will be immense. Thc
playeB can iudge for rhemrlves wherh€r a
ConfedcRte vi(ory ifa.hievcd, was wonh

I14.48l Victo'1, Condnions (Usc it I., above,

Borh playen receive vicrory poinc 6 per
sccrion 13.0- In addnion, playds rec.'v. a
LevelofVicrcry shifi in rheir favot for con
rrolling geographic!l objecrivcs N follo{s:

C4!f.dGF.c Play.i Onc Lclcl of Vi.iorv

l9

D. UnionInitialDeployment
HER
H u i

C2315
C2111]
C1321
cases
CD221]
120120
B5923
B5823
B5125
asses
asses
B5425
B51125
B5125
B-.1024
B4225
B4s24
B4225
B4525
B4321
B4221
B4121
B4021
B2221
B4513
B2020
B-11119
B4214
B4220
B4220
B4410
B2220
B11111?
B4212
B4214
B5512
Bssta
B5502
B5111
B4221
B4221
B4221
catrt
COl13"*
C1111!“
CD113“
C0113“
C11ll3"
C111 13“
C111 13*‘
C-11413“
C0113"
Q1113"
C0-113"
C11-113"
C1]-113*‘
C0113"
CD915"
C0915"
CD915"
C11'1'15*"
CD915“
Cl19l5**
CD915“
C2115
C2111?
C1923
C1122
C1421
C1220
C1219
C0913

C1019
C1021
CD621

CD324
11111120
cat-110
C0419
Cllfllfl
C1113

Unitor
LEADER

C,1l'~l"t'1‘1rty
31v1ass1|trt"y
D,5USA1-1~y
L,lO=l:t|u-ty
G,1HY1u-_ty
tillrlefirty
2Cor1nLt..11rry
3P|r'1rty
151'~1"1'Arty
5Mmt\ny
C,FI"|A.ny*
Htlichtiny
C,-1U5Arty
l1'~f"t'.Ptrry
B, 1 1'~1't"Arry
B,lR1Arty"
!t,iUSAt-ty
A,l1l;IArty
l,1US1l.rty
C,\lWa1t.rty
H, 1 Ufitlmy
G,+lU5Arty
B,lUSA.rty'
I,lOhArty
131~T‘t’1't.rty
F,GlPa.1'1.rry‘
E,L1I-1‘r'A1-ry
5MeAny
51tlYArty
H,10hAny
ll1lH.*1.rty
1, l1"~lYArty
K, 1 OhArty'
F,-1USArty
K,5U$A.rty
E,1'a11rty
1MdA1-ty
111,1 1~1"t'Arty
ResTrain
MBADE
WARREN
HUNT
eI~1‘:'11rty
fwithinlhex)
B,L2lJSArty
9MuaArty*
tttjstttt
K,l1~1YA.rty
F,K3USArty
C,5USArty
T‘l"LER
4 ‘HY any
B, l RI Arty‘
K, -l USArty‘
D, 1 HY Arty
2 N] Atty
2 Me Arty‘
13, 1 Pa Arty
G, 2 US Arty
F, 5 US Arty
G. 1 RI Arty
3 NY Arty
C, 1 11.1 Arty
1 MusArty
13-, 2 US Arty
RUSSEL
GRANT
FISHER
TILTDN
WEED(Rep!)
B1.lRB1!1h1lll
DAY
WH1:'.A'l‘DH
fNevnon’sRepl)
ELTSTIS
BARI..B'I"I‘
BBPLCOMM.B
['WlIoI1on'sRepl)
1t1lcC11l'~lDLESS
SWEITZER
vtnceur[B.epl)
TORBBRT
BARNES
AYERS

COMMAND CAP

-12'-1'14‘-1
11
II VOL
tl VOL
2 ‘JUL
1121C.1W
1 VOL
I ‘VOL
1 \U'1..-
I C8111
1 REG

§§—§;:===::5

mo1:11-

3 VOL
I
1
2 VOL
3 VOL
3 VOL
11.1
X1
1111
11.11
X11
4 VOL
11.11
ARTY RES
MP
MP
MP
I CM’

1 C1111
1 VOL
'1 VOL
4 VOL
I REG
1 REG
ARTYRES
H1 3111
I11
I11
Ill
111
1
1
111
V1
111
V1
111
111
1111
31111111
2121111
313111
111111
312111
212.111
112111
3N1

2131111
2111111
1131111

113111
211111
311111
1111111
11111
2111

C1121
C1111
C1181?
Cl'11'1
C1415
C1121-5

CD216

CD118
CD217

C0318
C0516
C0117
(I151?
C061'1
CD2 113
C0218
B5922
B5822
B5122
B5623
B5720
B5225
B5125
B5123
B5223
B5023
B4925
B4125
B5121
B1624
B4613
B4622
B4921
B4522
B4521
B4621
B4821

B4222
B4022
B4021

B3921
B3820

B3819
B4013
B4215
B4114
B-'1-416
B4020

B4121
B4120
B4120
B4313
B4412
B4611
B4614
B5010
B4516
B11414
B54115
B4515
B4415
B5610

CRAWFURB 3" OrderofAppearance(35.11)beginningwith
SYKBS
WRIGHT
HOWE
SEDGWICK
BIRHEY
(5ic1t1es'Repl}
WARD
(Firm?!Rt?!)
GRAHAM(Rep!)
REPLCOMM.C
(W2td‘sRep!)
DETROBRULND
tnrtmntevsctuut
Brtswsrsttauattno
1 us ss
2 us ss
Bnooss2.21.1.2
zoos (Rep!)
cttoss(21,111c..4t.1:1wBt.1.
srsrtnsao
aowt.Brs1o1~tBtnqm
noustaosr141122012
14111.1.
WEBB
otasott
stmrm
‘WILl..t\RD(Repl)
HAYS
HANCOCK
ntut.{B2111}
BAXTE11
ttoantsott
newton
fRsnwdW'R=BDCOSTER
smtrn
scnttvttssto
(R4111
KRZYZANOSKI
RBPLCOMMA
(Ant-e|"Rep!)
von GILSA
CARROL

V CORPS the 13:00July 3 turn are reinforcementsand
111 are broughtonto the map at the time speci-
VI CORPS fled. Unionconditionalreinforcementsdue
"1 13°F-P5 at 14:01) and 161011 do not appear.
11111

1111111
2111111

311.-‘111
21111
1121111
2121111
3121111
INDPNT
INDPNT
411111
211111
311111
111111
1111
31311
11311
21311
31.1
112111
312111
212111
2111
213111
313111
2111
ll CORPS
11211
21211
211
I CORPS

1121111
2121111

1131111
2131111
2111111

1111111
113111

MEREDITH(Repl)l1l11
CU'I'I..BR
WADSWORTH
AMES
{BarlowhReplj

21111
111
11111

von STBINWEHR 21111
SCHURZ
HOWARD
GREENE
CANDY
MBDOUGALL
LOCKWOOD
RUGER
KANE.
SHALBB
NBILL
‘WILLIAMS
GERRY
SLOCUM

Brealtvtoria

C2126
C0120
B5722
B51124
B4725
C2026
C 1 T215
C1923
C 1621

In addition,use all breastworkslistedin case 34.45

E. Reinforcemenls.All units from the

C1220
B5923
B5225
B4925
B4624
C1925
C 1625
C1822
C1522

31111
1'11 CORPS
31211111
11211111
11111111
ll'~lD11'1.1l
21113111
212111.11
1131111
3121111
1111.11
2111.11
K11 CORPS

C0220
B5323
B5125
B11324
B4525
C1825
C2023
C l 122
C 1421

39

F. AmmunitionSupply.All batteriesand
wagonshave a full load ofammunition.Train
levels:
C-511

USA

I Corps
II Corps
111 Corps

I Corps
II Corps
Ill Corps
V Corps
VI Corps
XI Corps
X11 Corps
Res. Train.

‘Cannotbe restrpplied;see 11.35

111 arty. rounds
411 arty. rounds
11] arty. rounds

311 arty. rounds
211 arty. rounds
D arty. rounds‘
311 arty. rounm
11 any. rounds‘
20 arty. rounds
411 arty. rounds
252 arty. rounds

G. SpecialRule. Newton has replaced
Reynoldsas commanderof the US I Corps.
H. DetachedBrigades.All brigadesnot
in commandat 13:00may be considered
detachedfor the remainderof the game
1. P1c1tett'sCharge(HistoricalOption).
Playersmay choose to recreatethis historical
attack. To do so, use the followingrules:
1. Play beginsat 13:00.
2. From 13:00 to the end ofthe 14:40 turn,

the followingrules are in effect: ‘
l Unitscannot move.
' Onlyartilleryfires, in the Offensive

Bombardmentand DefensiveCounter
BatteryPhases.

I Any units that rout are considered
pinned instead.

It No ammunitionresupplytaltesplace.
3. At 15:00 the followingunitsare released

for movement:CSA—Picltett‘sDivision,
Q I IPettigrews (Heth’s)Division,Scales

Brigade,Lane’s Brigade;US.H.—ICorps,
11 Corps,and all ArtilleryReservebatter
ies adiacentto Tyler.

4. At 15:20, the followingunitsare released
for movement:CSA—Wi1cox’Brigade,
Lang'sBrigade.

5. The units listed in 3. and 4. above are the
only unitsallowedto move

6. At the conclusionof the l'1:fl11turn vic-
tory is determined.The playerwho con-
trols hettcs B4721,B4321,B4921, B51128,
and B5121 wins. Controlis definedas

‘Artillerybatteryhas half-crew occupyingthese hexesor havingthe last
“Unitmay set up within 1 nu ofthe indicatedhex unroutedunit to pass throughthem.

Confederatecasualtieswill be immense.The
playerscan judge for themselveswhethera

the cost.
[34218]VictoryConditions(Use 111., above,
is not played).

C1321 Confederatevictory,ifachieved,was worth

Both playersreceivevictorypointsas per
section33.0. In addition,playersreceivea
Level ofVictoryshift in their favor for cont
trollinggeographicalobjectivesas follows:

ConfederatePlayer.One Level of1t1ictory



shift if2 or 3 offte obiectives below are
confoiled. (There is no shifi for conrrollins
fewer rhan 2 objecdves.)
Urior Pl.yei Ore Lcvelofvidory shifi if
all I objectives below are conrrolled. (The.e
is no shift for conrolling f€wer rhan ? obiec-

l Culp\ Hill Hexes B42ll, 84214,
B4t l3,84314.

2. Cene|ery Hill-Hex 84221 and the six

3.  L i ( t le Round' Ibp Hexes Clt22, Cl42l ,
c\32t,ct220.

Conrol is defined as physicrlly occupying all
hexes listed fo. the objective, or havins rhe
hst unrou(ed uni6 to pls rhrough then.

[35.0] ORDER OF
APPEARANCE
GENERALRULE

The Order ofAppearance is rhc mlncr
leinforcemenr schedule for both arnies
du.ins th. batrl.. Each unir lisred belo{ is
,vrilable to enter the gane !r rhc rime and
placc specified. See 22.0 for en$.nce ofudits
and depldydenr rh.oush Srasins Areos.

PROCEDIJ'RE

Unns a.e desisnated eihcr by rheir com-
mandels nane or by a nune.ical reference
ro brigade, division, or corps. !{7hcn mo.e
rhan one b.igade o! division is listed to enter
rhe saoe Stagins A.ea at thc same ride, rhe
fi6r one lisr.d .nte6 fi6t, follo*ed by the
second, erc. When an €ntne division or corps
is specifte4 the osning player m.y choosc
the orde. in which the units erterj however,
sll brisades ofa siven divisi
before any brigades ofa followins division
enter. ArriUery barteries alsdys follow the
infanry or cavalry unns ofthe division or
corps; supply wagons and tllins follow the
anillery. LeadeF nay enrer stacked with ,ny
urns offteir connend.ln clses where rwo
Sragirg A.eas are lisred for a reinforccmcnr,
thc owning player may choose either.

Sooe.egimetrrs, wagons, t!!ins, .nd lead€s
enrer Ih. map ea.li.r or latc! than rhe
remainder ofthen unn, rhes€ dc individually

I35.ll CONFEDERATE REINFORCE-
MENTS

I35.1 I I All Confederate unirs, witb thc
cxception otRodes' Division, ente! the anow
h€x in colunn, limbered, or mounred fo.m.-
tion. The infanty reginenrs ofRodeJ Divi
sion !re placed in line formotion *ithin the
Srlsing Area prio. to enrcring rhe grme nap.
These units are allowed rhei. full movemenr
allowance after placemenr.

llt.l2lThe Confede.are phyer has the
option ofeiihdrawing Siu!.fs caval.y divi
sion from the map. (This..tion would dupli-
care Lee\ attempt to throw his car.lry inro
the Union rear oo July 3.) Allunns liscd for

optional *lthdm{dl nusr cxir rhrough rhe
same Stasing Area (8 or l2) ifthey leave. If
th. Confederare player wirhdr.ws any of
ihese unitsj he nusr wirhdraw lhem aU- The
Confederare playe.'s choice affecc (he arival
ofUrion clvllry (see 15.21).

[35.13]ce.tain reinforcemcnrs are lisred as
optional; theF were units thar wer€ enher
preenr in the !re! but did nor reach rhe
battlefield or werc wilhheld from Lee\ ardy
due to politicalinreryenrion fiom Richmond-
When pbying a slricl hisrorical same, phy'
eB igno.e ths. reiDforcements; orhe.wise,
t.e.t them as norm.l rcinforccncnrs.

[35.14] Anival Sch.dul.

STAOING
AREA TIME UTiTS OT LEADERS

Julr r

S.q 12 03:20 Pcrigrcsl Ede
SA ,2 08:20 Brckcnborowh\ ade
SA 

'2 
IOOO A.P HILL

SA 12 I l:00 PENDER
SA 12 I lr00 P.iiint Bd.
SA 12 lL:00 Scalet Bd.
SA 12 l1:00 Lmc\ lde
SA 12 I l:00 Thomat Bdc
SA 12 I l:00 Mclnrdsh\ A(y
SA 12 I lr00 P.ndefs Supply
SA 12 12100 rlcrht Ant
SA 12 12:00 Pend.as Ant
s/| /3 12:40 RoDES
SA 13 12:40 lvcsonl Bd.
SA 13 12:40 Kins Willian Any
SA 13 12:40 Ohngc Any
SA 14 12:40 ON..h Bde
SA 14 12:40 l.llD.ds A^y
SA 14 12:40 l-ouis.  dy
SA 12 11,00 R.E. Lee
SA /3 l l :00 Daniels Bd.
SA 14 11:00 Dol.'s Bde
SA13or4 l l :20 Rams.u! 'sBd.
SA 13 13:20 ENUELL
SA rl 1l:20 Rodel Srpply
sA 13 13:40 I Md !n (U Cav)
SA ,6 13,10 It Vr Bn (ll Crv)
5A16 14:00 E !ly\ Division
SA t2 15:00 And.hotrtAdy
SA 16 15:00 17 & ocnkin's C.v)
SA 12 16:20 LONGSTREET
SA 12 16:20 Andcson s Divniah
SA 12 l?:00 II Corps SupplyTiain
SA,2 18:00 John$n's Divisiod
SA 12 l8:.O D c.t Any
SA t2 13:40 N.lson'sAq
SA 12 13:10 III Corps SupplyTrain
SA 12 19100 l l  Miss (Davn'Bde)
SA 16 19:00 Jcnkin\ Cav lde

(lc$ l7 %)

sA 12
July 2

(h$ Gcman Lt. Anr)
06:00 McLa*\ DNision

07:00 I Corps Suppl, Tnin
08:00 R, Ransoht Division

11:00 STUART

SA l? 07:00 Hampton's Bde
SA l|l 12:00 Inbode.\ Bde

(oprional sithd.awal)
SA /8 or 12 12:00 STUART

(optional sithdmsal)
SA,i3 or l2 12100 ChanblGJ Bde

(op0o"rl sithdrawal)
sA /8 oi 12 12:00 J.nkin\ Bde

(opional enhdJawal)

(optional wirbdcwal)

l4:00 l'ickentDivisio.

July 3

(op.o.al sithdrasal)
SA /aor l2 12:10 Hanpron\ Bde

(oprionzl withdlawal)
SAlaor 12 12:40 Biearb.d Any

(optional wnhdJaarl)
SA rS or 12 12:40 Mccr.sor Any

(optional wnhdnwal)
SA ll lt:00 B. Robenson\ Bdc

(optional)
s/l rl lt:00 w Jonei Bde

(optional)
SA /l It:00 Ches Any

(optional)
SA ,l lt:00 M@.man Any

(oprional)

[35.2I UNION REINFORCEMENIS

I35.2ll Cc ain Union units and commandcA
2re condnional reinforcements, errerirg phy
only after pa.ticuhr conditions occu..
A. Gen.ral Hancock. Hancoct nay rrive
cdly ifthe optional rwing Conmander rule
(28.0) is uscd and ifGeneral Reynolds
beconcs a cNualty. UReynolds bccoDs a
casualty, placc Hancock's counter on thc rurn
frck five hou6 afrer Reynolds becom$ a
casulhy; Hrncocl enteB throuBh StlBing
Area ,ll. Ifthis rule sould cause Hancock
ro.(ive aftcr 06:00 on Julv 2, €nre. him ar

B. Kilpa(rict (3 Cav); l/3/Cav; E,4 US
Arty (r Cav); Res/l/Cari K, 1US Arty
(2/Cav). Thef units appear only ifrhe
Conf.dcnre Srua 's Crv!l.y Division eirher
does nor optionally withdlav or ifir with-
dmws thrcugh Stasing Area /8.
C. D. Gr.g8 (2 Cav)i 1/2/C^e,3l2lc^!,
and F, G I US Arty (2 Cav). These units
appe.r only ifthc Confcddate S$dls Cav.
alry Dilision eith€r does not optionally
sithdm* or ifit withdraws through Srasing

D.2/3/C.v aod M,2 US A.ty ( l /Cav).
Thes€ units appear only ifthe Coolidcmtc
Stulrt\ Cav.lry Division does not optionally

I35.221Ce .in reinforcements are listed.s
oprional; rhese we.e unirs rhar wse eirhe!
prernr in rhe re! but did not relch (he
b.itlcfidd or wcrc vithh.ld from M.ade\

40

shill if2 or 3 of the objectivesbelow are
controlled.(Thereis no shift for controlling
fewer than 2 objectives.)
UnionPlayer.Dne Level ofVictoryshift if
all 3 objectivesbelow are controlled.(There
is no shift for controllingfewer than 3 objec-
tives.)

1. Culp’sHill--He:-resB4213, B4214,
B4313, B4314.

2. CemeteryHill—HesE4221 and the sis
adjacentheses.

3. LittleRoundTop—I-IertesC1522,C1421,
C1321, C1220.

Controlis definedas physicallyoccupyingall
hexes listedfor the objective,or having the
last unroutedunits to pass throughthem.

[35.0] ORDEROF
APPEARANCE
GENERALRULE

The DrderofAppearanceis the master
reinforcementschedulefor both armies
duringthe battle.Each unit listedbelow is
availableto enter the game at the time and
place specified.See 22.0 for entranceofunits
and deploymentthroughStagingAreas.

PROCEDURE

Unitsare designatedeitherby theircom-
mander’sname or by a numericalreference
to brigade,division,or corps. When more
than one brigadeor divisionis listed to enter
the same StagingArea at the same time, the
first one listedentersfirst, followedby the
second,etc. When an entiredivisionor corps
is specified,the owningplayermay choose
the order in which the units enter;however,
all brigadesof a given divisionmust enter
beforeany brigadesofa followingdivision
enter. Artillerybatteriesalways followthe
infantryor cavalryunitsof the divisionor
corps; supplywagonsand trainsfollowthe
artillery.Leadersmay enter stackedwith any
unitsof theircommand.In cases where two
StagingAreas are listedfor a reinforcement,
the owningplayermay chooseeither.
Some regiments,wagons,trains,and leaders
enter the map earlieror later than the
remainderof theirunit; these are individually
listed.
[$15.1]CONFEDERATEREINFORCE-
MENTS

[3511]All Confederateunits,with the
exceptionof Rodes’ Division,enter the arrow
hes in column,limbered,or mountedforma-
tion. The infantryregimentsofRor1es’Divi-
sion are placedin line formationwithinthe
StagingArea prior to enteringthe game map.
These unitsare allowedtheir fiill movement
allowanceafter placement.

[$5.12]The Confederateplayerhas the
optionofwithdrawingStuarfscavalrydivi-
sion from the map. (Thisactionwoulddupli-
cate Lee's attemptto throwhis cavalryinto
the Unionrear on July 3.) All units listedfor

optionalwithdrawalmust exit throughthe
same StagingArea (S or 12) if they leave. If
the Confederateplayerwithdrawsany of
these units, he must withdrawthem all. The
Confederateplayer'schoice affectsthe arrival
ofUnioncavalry(see 35.21).
[35.13]Certainreinforcementsare listedas
optional;these were units that were either
present in the area but did not reachthe
battlefieldor were withheldfrom Lee’sarmy
due to politicalinterventionfrom Richmond.
When playinga stricthistoricalgame, play-
ers ignore these reinforcements;otherwise,
treat them as normal reinforcements.

[35.14]ArrivalSchedule
srsomo
ant-ta. runeUnitsor LEADERS

Juli 1
SA I2 08:20

SA #2
SA #2

SA #5
SA I5
SA I5
SA I5
SA I5
SA #5
SA J5

SA J7
SA #1

SA #8 or 12

SA 5'8 or 12

SA #8 or 12

SA IS or 12

SA IS or 12

14:00
14:00

10:00
16:00
16:00
16:00
16:00
10:00
10:00

july3

07:00
12:00

12:00

12:00

12:00

12:00

12:40

Piclr.ett’sDivision
Corse‘sEde
{optional}
F. Lee’sEde
Chambliss’Ede
GriffinArty
Breathe-clArty
McGregorArty
Hart'sArty
Stuart'sSupply

Hampton‘sBde
Itnbodcn’sBde
(optionalwithdrawal}
STUART
(optionalwithdrawal)
Chambliss‘Bde
(optionalwithdrawal)
]enltin'sEde
(optionalwithdrawal]
GriffinArty
(optionalwithdrawal)
F. Lee'sEde

SA I2
SA IF2
SA #2
SA #2
SA #2
SA #2
SA #2
SA #2
SA #2
SA #2
SA-#2
SA #3
SA #3
SA I113
SA I3
SA I4
SA I4
SA #4
SA #2
SA #3
SA #4
SA #3 or 4
SA #3
SA #3
SA #3
SA #6
SA #6
SA 1'2
SA #6
SA #2
SA #2
SA I2
SA I2
SA I2
SA J2
SA #2
SA #2
SA $6

SA F2

SA 172

SA #2
SA I2
SA I2
SA I2
SA I2

SA #2
SA #2
SA #5

08:20
1000
11:00
11:00
11:00
11:00
11:00
11:00
11:00
12:00
12:00
12:40
12:40
12:40
12:40
12:40
12:40
12:40
13:00
13:00
13:00
13:20
13:20
13:20
13:40
13:40
14:00
15:00
15:00
16:20
16:20
17:00
18:00
18:40
18:40
13:40
19:00
10:00

July 2
0:500

05:00

06:00
07:00
07:00
07:00
08:00

12:00
12:00
13:00

Pettigrew’sBde
Broc1tenborough’sBde
A.P. HILL
PENDER
Perrin'sBde
Scales’Bde
Lane‘sBde
Thomas’Bde
MclntoslfsArty
Pender'sSupply
I-1eth’sArty
Pender'sArty
RODES
lverson’sBde
King WilliamAny
OrangeArty
O’Nea.1’sBde
IcffDavisArty
LouisaAny
R.E. Lee
Daniel'sBde
D01e’sBde
Ran1seur‘sBde
EWELL
Re-ties’Supply
1 Md Bo (II Cav)
35 Va Bn (11 Cav)
Etu'ly'sDivision
Anderson‘sArty
17 Va (]enkin’sCav)
LONGSTREET
Anderson'sDivision
11 CorpsSupplyTrain
Johnson'sDivision
Dance'sArty
Nelson'sArty
111 Corps SupplyTrain
ll Miss (Davis’Bde)
Ienkin'sCav Ede
(less 17 Va)

Hood'sDivision
(less Law's Bde)
I-Iood’sArty
(lmGermanLt. Arty)
McLaw’sDivision
Alexander'sArty
EshlemarfsAny
I CorpsSupplyTrain
R. Ransom'sDivision
(optional)
Law's Ede
GermanLt. Arty
STUART

40

(optionalwithdrawal)
Hampton’sEde
(optionalwithdrawal]

12:40 EreathedArty
(optionalwithdrawal)

12:40 McGregorArty
(optionalwithdrawal]

15:00 B. Robertson’sEde
(optional)

15:00 W. Jones‘Ede
{optional}

15:00 Chew Arty
(optional)

15:00 MoorrnanArty
(optional)

SA IS or 12 12:40

SA #8 or 12

SA #8 or 12

SA #1

SA #1

SA I1

SA ll

[353]UNIONREINFDRCEMEHTS

[35.2l]CertainUnionunitsand commanders
are conditionalreinforcements,enteringplay
only afterparticularconditionsoccur.
A. GeneralHancock.Hancockmay arrive
early if the optionalWing Commanderrule
(28.0)is used and ifGeneralReynolds
becomesa casualty.IfReynoldsbecomes a
casualty,place Hancoclt’scounteron the turn
track five hours after Reynoldsbecomesa
casualty;HancockentersthroughStaging
Area fl 1. If this rule wouldcause Hancock
to arriveafter 06:00 on ]uly 2, enter him at
06:00 as scheduled.
B. Kilpatrick(3 Cav); 1I3lCav;E, 4 US
Arty (1 Gav); Res!11Cav;K, 1 US Arty
(2!Cav).These unitsappearonly ifthe
ConfederateStuart’sCavalryDivisioneither
does not optionallywithdrawor if it with-
draws throughStagingArea $8.
C. D. Gregg(2 Cav); l121'Cav,3l21Cav,
and F, G 1 US Arty (2 Cav). These units
appear only if the ConfederateStuart’sCav-
alry Divisioneitherdoes not optionally
withdrawor if it withdrawsthroughStaging
Area #12.
D. 2131C-avand M, 2 US Arty (1lCav).
These unitsappearonly ifthe Confederate
St"uart‘sCavalryDivisiondoes not optionally
withdraw.
[35.22]Certainreinforcementsare listedas
optional;these were units that were either
present in the area but did not reach the
battlefieldor were withheldfrom Meadels



army due to pohic.l interendon from
Washington. Vhen playing a srict historical
game, playes isnore ftese .einforcemenaj
othswise, rlear rhem as nolmll reinforce-

[]5.2ll All on-mrp unirs fron Buford\ l/
Cav division musr wi(hd.ae fiom rhe orp no
later than rhe rimc indic!(ed in the Aiiilll
Schedule. Historically, these rrops wcrc sem
ro guard the Union supply depot ar Vestmin-

135.241 Ariv.l sch.dule

STAGINC
AREA TIME Units or LEADERS

sA rr l
sAr l l
sA,t2
sA,r2

sA r l2

sA r l l
sA, l l

sA r l2

July r

03:20
09:00

l0:00

I l :20

I  l r20
l l :20
lit20

I  l :20

l2:2O
l2:2O
l2:20

sA tr0

sA r l2

sArl2

l6:40

I7:00

l8:40

18r40
18r40
l3:40
l8:40

l9:20
20:00
2l :00

2l :40
2100

Iuly 2

05:40
05:40

0714o

00

l l r00

12|o0

t5 .10

July 3

l1:40

l l :40

I4:00

M,I NY Any (XII)
4 a Us Any [xII)
GEAiY,2'<II
E, Pa Lr. Any (XII)
K,5 US Ai ty (XID

FRENCH, YXII

SLOCUM
SICKLES
BIRNEY,I / IN
(le$ r/l/III)
I US SS
2USSS
E, I RI Ariy (lll)
2 NJ Aq( l l l )

4l NYo/t,xt)

oh (2/l/)at)
HU]\APHREIS, 2/I I I

K,4 Us Any 0n)
2IIII Supply

M€ADE, HUNT,
VARREN
B, L 2 UsA({ l /c.v)

Ii^NCOCK, II Corps
LOCKVOOD, Ind/xII

Ol' (l/3/Xl)

44 5t

62 62 63+

35 43

SAtl l  10:20

3Md 0nr<t l)
3t)trr
3/2/|l
D, I  NIA(f( l l l )

IUIORD, I cav

SEDG\VICK. VI Corps

I Md ES (Ind/xlr)
102 Pa (3/3/VI)
KIL}ATRICK

K, I Us Afty (2/cav)

D. GRECG,2/Cav

E, c r Us Ai (2/c{v)

rBn
B, I Pa Ant (I)
DOUBLEDAY
2t3tl

ROBINSON, 2/I

B,4USAny( l )
scHURZ, r XI

l, 1 Oh Any (XI)
HOWARD
BARLOV,IN<I
( le$41NY)
l3NY A(y (XI)
VON STEINIY\IEHR, 2,(I

C, a US Ant (XD
K, I Oh Any (Xl)
58 NY (2Ar{D

T lnd(2/l/xI)
\irlLLIA,\4S,1/XIl

t t2

1l  l5

47

sA / l l

[9.16I FIRE COMBAT RESUITS TABLE

Tokl Fi.e Srrcngrh Dir.ct.d Into Hex

[8.36] DENSITY ADJUSTMENT
CHART

Effe.r:

Numb.r ofStrenglh
Points in H€x

t-2 3-6 7-9 l0+
. l  0 +l  +2

Accu.are, fire is on tars.t.

Firc ovcnhoots the indicrted number of
hexes and lrnds behind rhe rarscted

34

GEpcshot less I

0l Thc efied is the number of .olumn shifts
applied to $e rirc Combat Results Trbles
either ro the left ( _) ot.isht (+). Note: A bar-
tery counts as onc Srrensth Point fo! densiry
PurPoses and. wagon counrs N four.

115.66l ol'ERsI{ooT TABLE

RaDge in hexes ftom firins unit ro ta.scr hex,

die Ranr 9"t5 t6+

22

2a

l5

203610t4

PR
_PRP/R
PRP1R1
RP/RII

PiRt l l
I  l i  l i  l r

l6

2l

l l

29

2l

36

43

SEall-ams ald
Countcrbm.ry lcs!

Die
I
2
3

5 _ P/R
P/R I

50 5l+

2'

42

2A

3427

P/R l l
I  l r

l *  2.
2* 2*
2* 2'
2a 3*

/ - Lose irdicared nudber of Cofrbar Sfength Poin6/guns and nake a Morale Check fot rhc
affecred unnh). P/R = Pir or Rout. Roll one die; if resuk is €qual to or lo*e. $.n the uni(\ morele,
unn * piDDed; ifhighd, theunrouts. PorR = po$ible Pinor Roufespectilely. Rolladiej ilrhe
rou is rigrer than rhe units mor.le $en rhe uDit is pinned or routed; ifir is rbe same or loscr, no
ereci. #' = Lose indicated number ofstrenglh Points/8us lnd make a Mo.ale Cbeck. Ifunir
p!$es the Momle Check, roll asaini ifthe resulr is higher than rbc unir\ MoraLe, it is Pinned; if
lower. it is nor Dinned. - = No effect.

2
2
I
I

2
I
I

I
2
3

5
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[8.19] STACKING RESTRICTIONS CHART [25.5] BCE CALCULATION TABLE

MORALE CLASS

lst Adiustmert A B C
2rd Adiusrd€nt A B

Woods,
woods/

Cl€ar, Rough,
Rough Mash,

Orchard Town*

Maximum number of

Fire Srreneth

T€nain Effect

Ridse

Bddge/Ford

RR Cut Helside
RoadiPile/RR[mil

Rough

3^2

No
No

No
No
No
No
No
No
No

No
No
o/T
No
No

4+al l  4 +4SP1
guns cuns

2t8

t4 l l
14 1l
13 t0
13 10
12 tO
t29
l l  9

14 l r  8
14 108
11 107
\297
),297
l l  8 6
1086
1076
975
865
164
754
654
543
543
432

322

28
27
26

<24
9zt

F20

7 t t

z'-

L8

5
4

E

5
5
5
5
5
4
4
4
4
4
1
3
3
)
I
2
2
2
2
2

DE
CD

91
97
96
86
86
'76
'75
75
65
65

54
54
54
53
43
43
43
32
32
32
22
2l
2l
l1

Maxioum Mel€e 12 8
Strensth (i2.7)

rxceptursr Uni6 from a b.isade listed on the BCE Cha.t as a Cla$ A or
B may srack up ro mar. stackiDgperterain regardle$ ofnuober ofunits.
Also, no no.e than 8 SPt ofsnaLl arns hay lire oui of! hex dspite

Explanadon: The fist low de(ermines the maximum number ofuDits
whi.h nay o.cupy a hex ar a given poinr and the maxioum sfengft
points the st.ck may conuin- *=Balteries may freely slack with olher
units up ro a mdimum oftwo batteries pe. hex. No more than 2 barrcries
may eve. occupy the sam€ hex, wheihe. th.y are stacked with other units

i *Batreries can neverunlinbe. in a'Ibwd hex except in clear Tovn hexes.

[9.56] TERRAIN EFFECTS ON COMBAT CITART

of Sight

No

No"

No
No
No
No

No
No
o/T
No
No

Shift Firc
Srrength Col

1 Lefr '

_
I Left
I Left
I Left

Subfact I SP-when crosea
Subtrad I SP when crosed
Subfrct 2 SP's whcn cro$ed
Add I SP to Defendefs srack
Sublract I SP when dosed
Subracr I SP {hen c.osed

- s"ttracr z sriwno ocra
I Left Deferder subrract I SP per

unit whcn in hex

P
o/T
P

1 Left

o/T

O/T = Tbe other temin iypes in that he! deternines whether or not rhar hex has rhc ere$ in question-
- = .Ibmin 

lype has no .ffec!.
P = Plohibired for movemert and nelee combal
Teuin not hred above !N no erect on combat.

' A unir thar clo$es a hexside ro .nsase jn melee has its sftength reduced by lhe lisFd anounr. A stack ofunits has its srleneth reduced only once, not
once for each unir in rhe stack- Units or sracks which enrerrhe hex by cro$ins different hexsides have thei.sr.engths reduced sepa.ately. Thus, lhe
roral .eduction may be greater than one or two points.

' Ridse and cre$ bloct LOS ifthey are higher rhan eirher th. fi.ins or target unit, and neither unir occupies IhaI ridse and dest hex.
' Applies onLy ifthe aitacking unit occupies an elevation two le'els lower
' A unit mry trace a LOS lhrough one orchard he! and into another hex of any rerain rype.
' A maximum of one shift for o.cha'd r.sardle$ ofwhether or nor $e unil occupies ard/o. is fired upon through orch.rd.

Unir , :n _he RR Cur mry not f i le our ofLhe CLL rh,ougl-  a cur her. ,de.



[5.[l TERRATN BFFECTS ON MOI'EMENT CHART

Inftlrry hb ry Srirdlrh CaYdly C|vdly
ll!. Cohi! urli Dbmourcd MorEa.d Anillcrt Ihgprr

Chdgc

Cl€ar

'Ii"iURR

Fdd

Hor..
Ardlry

t0

All unit! in rosl! hclcr not o! . Rood 6 PiL now only I hex p.r grEc tum. All utlits ar prohibitcd fr@ crordng railtmd cut hctsides. All uni$ or.
prohibirld fiom c'o$ing Ma$b Crcck unlcss !t ! bridg€ or a f.rrd. (P) P.ohibitcd. Thc urit dry not cntei or .ro$ the ternin f.ltul.. (N/4 Not lppli-

lr2.!Et MEI.BE coMB./rr nE$njrs TABT.E

8

N/A

I

8

N/A

I

l2

I

+l

+l

2

2

N/A

+I N/A +2 +4 P+2

-3
Rpl!
Rpl!

M.rG. ScGnSth Difcftrdd (Att clc! mt r! D.fc!d.r)

-2 -1 0 +l  +2 +3 +4 +5 +6 +7 +8 +9

Ensd Kl Kl -
Eryd KlR2 IU CrR2 CrR3 C2R3 C2R3 C2R3 C2R3 C3R3 C3R3 C3R3

KI
KTR2

t2

N/A
+l

+2

I
+l

+l

I
+2

+1

I

+2
+l

+2

I
+ l

+t

+l

8

P

6

6

+l

1

1

1

+t

t

I

+2

P

P
+2

I
+2
+4

P

P
+2

+2
+3

8

P
+2

modJRouSh

MlFh

UpCr6t

Dowr St .p
G6t +l

rli.

I D.fit:

Ank:
DdrL:

- t

R2

R2 Rpls Engd
- Rpl! Engd R2

-Kt
crR2 clR2 c2B2 CtR2 C2R3 C2R2 C3R3

c2R2 CtR2 ClR2 KlR2 -Kt
crR2 crR2 c2ruz c2rut c2R3R2

R2 Rpl6
- RPb

Etd Kl
Eid KrR2

ArtlE - Bffet@An c}cr.Ddilr: 
- 

Btr d on D.fcndcr. f or Cl,2,3 = Tbit runber ofstrcngth Poid. it tillcd or crptur.d bytbc En.my. R2
or3 = Unir.Eurcrdftfirb*nubb.rofhcr.s,rtcdp.rfo.mrMorihchc.*.8!8d - TheuriBuEFna.t i;...12.94. _ = No Esulr rSeirst lh.r
sirtc. lpb - Th. udtr u! RQub.d; rc. 12.95. 'Itrnin rrd lsd.. BFcc$ or M.l!! Conbrq scc 12.3 ud 12.4. Rcttldt ff€ .l$aF dccutcd eftcr
losses, 6u!, r C2R2 mc!D3 remov. n o Points whicb lrc csptutc4 thcn !.trc.t rhc lchEiDing unhi two hq€s. Difc.cntiak l.rr thsD -4 ar. ircn.d ss -
4j dilfercltisk greater than +9 a.e tr.!t.rlas +9.
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I9.73I LTNE OFSTGHT GAUGE
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dauS; gsSgSdSetataE;ts8

. "6;BBEsrlssBsddreBsiE:;EEEgEIEIEd; iEEEgSH::gEEHtSSiF
'F

[T3.T5I SEEING TIIE ELEPHANT
TABI.E

(GE.r Uatts Oniy)

117,701 LEADER CASUAITY TABIS

nid! e.1.. 6.te d.l* .d Ai l.ry
r i tud.d€-2ts
Xf!.d zorr2 - P 2o.t2 2
CT$trd - A -

U3c two dice. The nu$b€rs list.d lrc thc cx.ct
nuEbcrs nccded to be rolled on tv,o dicc for
thc ltut d rcsuli to .pply.

DL

2
3

5
6

Moral. Ratilt
2
2
3
3

5
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