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Introduction

The Civil War, Brigade Series
games are accurate, readily playable portray-
als of specific American Civil War battles at
the tactical brigade level.

The intent of this series is to focus
on the command aspects of Civil War combat
by having players use a game command sys-
tem that mimics actual events. The game forces
interact with each other in ways that simulate
the functions of those they represent.

These rules rely at times on the

20.7 Marking Losses and StragglersplayerS’ common sense and honesty. Game

21.0 Stragglers
21.1 Straggler Checks
21.2 Straggler Recovery
22.0 Wrecked Brigades and Divisions
23.0 Close Combat
23.1 Restrictions
24.0 Morale
24.1 Morale States
24.2 Morale Checks
24.3 Retreats and Rout Through
24.4 Additive Effects
24.5 Rally
25.0 Leaders
25.1 Effect on Stacking

actions that players conduct outside the obser-
vation of their opponents require a certain
degree of trust between players and a knowl-
edge that each will apply the spiais well as
the letter of the rules.

We make no claims of infallibility.
These rules, evenin the second edition, contain
areas requiring the use of common sense and
historical knowledge to interpret rule state-
ments to cover situations not explicitly men-
tioned. Players who find an area that they
cannot decide to their mutual satisfaction should
feel free to call or write for a clarification. We
support our products fully and will be de-
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lighted to respond to your questions as quickl 1.1gLoss Record Track¥hese also
and clearly as possible. We dat require yes/ }1'0 Game Components use three markers to record losses (in casual-
no questions and will give any available backd.1 The Game Map ties only, not stragglers or artillery gun losses)
ground rationale for a rule’s conception. Even The maps of this game depict thefor each army. The markers (again x100, x10,
in this second edition, your questions willactual areain which the battle or campaign wal) record the current number of losses in each
continue the process of locating weak pointfought. They provide their own terrain keysarmy. Each time a side receives one or more
and potentially help another gamer in the fuand informational tracks. To eliminate faultcasualties, advance the marker by one space
ture who is confused by the same problem. |ines and ridges, carefully back-fold the mapgor each strength point lost.

and secure them by drafting tape or other non-

Write: destructive means to the playing table. 1.2 The Rules

The Gamers, Inc. 1.1aThe Hex Numbering System. There are two rule books in every
500 W. Fourth Street This system identifies individual hexes on thes smers'Brand game: Series and Game. The
Homer, IL 61849 game maps. The maps, if a game uses Mo&rjes Book, which this is, contains the rules
Fax (217) 896-2880 than one, are lettered A, B, C, etc.. A h@yganerally applicable to all series games. The

_ _ number pertaining to a given map begins witlsame phook gives the details needed for a
Or call, during business hour@17) 896- the map letter, as in A10.10. The digits befor%pecific game, including special rules, sce-
2145 Phone questions are welcome and | anhe decimal point indicate the number of the,4ios and set’up information. Game-sr’)ecific
usually available to answer them personally.hex row, running along the horizontal dimenyjes supersede series rules if they happen to
sion of the map from left to right. The digits .o qfiict.

v3.0 Notes after the decimal indicate the exact hex along 1.2a0rganization Rules are num-

. . . . the row found with the first digits, lookin ; ; ~
This gdltlon exists for the'5|mple reason b tom to top. On each r?]ap, the Q?iqt:%ri? rtz::;:stlZnszggocna.s:.pgra;;r;r;;]?l\r/ig:%uz
that we (flna!ly) needed to print m?re CWBsystem extends from the lower left corner. NoLgtion is a case. For e;(ample section 4. case
rulet_)ooks. Given that opportunity, I've takenevery hex is numbered. Each fifth hex (xx.05¢ \vould be 4.2 A specified caée ma coﬁtain
the time to correct the known errata and malgg .10, xx.15) is numbered to create gridlines tq ol y con
a handful of changes players have requeste, number of related statements. Parts within a

> . llow. To find a specific hex, say A29.17, .; | d asin 4.2a. 4.2b
Players could easily play with the older rule o .’ given case are lettered as in 4.2a, 4.2D, etc.
Jollow the gridline for xx.15 on map A until 1.2b Repetition.Only where spe-

ybu find the 29th hexrow. Then count up Wgifically necessary is a rule repeated in every
hexes. section in which it might have bearing. There-
a) 2nd ed., revised errata has all been ad- . 1.1bMap Edge Hexe&dge hexes fqre if “A" has a specific combat effect, it
dressed, inserted, and corrected as needed. With at least half of the hex showing are playmignt have this effect listed in the rules about
b) Command Points available to commandable- Tiny hex slivers are not. Units forced offa “hyt not in B, C, and D, which deal with
ers per turn has been reduced. the map are destroyed. _ combat in more general terms.
c) Note the change of LOS effect of forests 1.1cOff Map Movemeritinits may 1.2cCharts and Tabledhe center
in 16.2d (hex-based, not symbol based). Alsdot exit the game map and re-enter later, ¥t this rule book contains certain game tables
counting 2 trees vs. 1 to determine if a hex is forestonduct any type of off-map movement unless 4 sheets. Remove these carefully by bending
for movement (and LOS) is a change. the game rules explicitly allow such MoVe-he staples back, removing the charts, and
d) Close Combat fires have been made sement. _ returning the staples. Players should either
quential. Morale checks remain as they were and 1.1dTurn Record TracKThis track photocopy loss charts or prepare them for use
are stillafter both sides fire. indicates the passage of time during the gamgccording to the “Note on Play” below. Use
e) Section 10.6 is all new and radically one marker shows the time of day while @Nplain lined paper for Order Logs '
affects the use of the Army Commander and HQuyther on a second track records the particular
day. The first and last turns of daylight have
single number in the time box to indicate th:I"3 The Counters ] )
visibility (in hexes) for that turn. The shading The game's playing pieces, called
onthe Turn Record Track indicates nightturns COUNters,” represent both the units that actu-
Advance the Turn Record Marker one box@lly foughtin the battle and “markers” which
during the Turn End Phase; advance the D?splay bits of information about the game’s

Marker at the end of the 12:00 midnight gam unctions or unit conditions. Carefully punch
turn. outall counters, hereafter units or markers, and

1.1e Entry HexesHexes marked sort them by type or designation into plastic
with a red circle containing a white letter showP2ds-
where reinforcements arrive. If enemy units
block a reinforcement’s entry hex, the rein-
forcement is free to enter at any hex free of
enemy units at or within 10 hexes of the sched-
uled entry hex along any map edge.

1.1f Artillery Ammunition Tracks
These use three markers each to record the
expenditure of artillery ammunition for each
army. The markers (x100, x10, x1) record the
amount of ammunition remaining in hundreds,
tens and ones, respectively. Starting amounts
are given in each scenario. Some games give
players unlimited ammunition and omit these
tracks.

and never notice the changes, so here is
listing of what has been done:
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Brigade in Line

Bde Commander or Nickname
Division Commander

ID Code (Bde/Div/Corps)

Plus Weapons Identifier, if any

EI Extended Line Marker

Brigade in Column

ID Code (Div/Corps)
Morale

Fire Levels at start

Artillery, Unlimbered

Corps Attachment
Gun Points at start

Brigade Mounted

Turn Marker

Day Marker

Fire Level Marker

Shaken Marker

Routed

Marker

Replacement
Leader

Casualty Track
Marker

Artillery
Ammo
X1

3

Artillery, Limbered

Other Leaders

Headquarters Unit

Supply Wagon or
Train

Dead Army
Commander

Low Ammo
Marker

Straggler
Recovery Marker

Disorganized
Marker

Blood Lust
Marker

Artillery Ammo
Marker

Gun Paint or
Supply Marker

Second Edition Civil War, Brigade Series

Counters

and Markers

1.4 Set Up Notes

Aside from any special notes in the
game rules concerning set up, the following are
always true:

1. “w/i X" means to set up a given
unit within X hexes of the hex listed.

2. Unless explicitly stated other-
wise, leaders may set up with any subordinate
unit.

3. Units setup in any desired forma-
tion and facing.

4. Units may never start the game
over-stacked.

5. Units generally start at full
strength.

6. Exceptwhen explicitly stated oth-
erwise, the Confederate Player Turn is always
first.

7. A unit ID notation followed by a
“b"—as in RWb—means an artillery battery
of that ID. Furthermore, RWb mean$ gun
point artillery unit of RW. Should a battery be
something other than a 5 gun point unit, its
actual strength will be noted as in RWhb (3).

8. A hex notation to the effect of
(hex 1) ex (hex 2) means the unitlisted is in hex
1 and has an extended line in hex 2. Likewise,
(hex 1) ex (hex 2), (hex 3) means that the unit
in hex 1 has extended lines in both hexes 2 and
3.

2.0 Beginner’s Note

If you are new to wargames, WEL-
COME! This is an exciting and intellectually
satisfying hobby. Each wargame, while being
an enjoyable competitive activity, will also
allow you a glimpse of history in action in a
way not possible through any other format.

Tolearnto play, browse through the
rules and components. Try to develop a good
idea of what exists in the game and where itis
located. Then read the rules lightly. Do not try
to memorize them! Set up a few units at ran-
dom and run through the procedures and ex-
amples of different play actions. As questions
arise, look up the answers in the rules. Try to
imagine why a rule is the way it is by applying
common sense and your knowledge of history.
All rules have at least something in back of
them—even if it is only to avoid conflict with
other rules. Allow the game to teach itself to
you as you look up puzzling items. If some-
thing seems unreasonable, please call or write
for clarification.

After these tentative steps, play
shorter game scenarios with a friend, again
looking up uncertainties. Before long you will
have the game system mastered. Avoid the
Command Rules as you learn this system, only
using “command radius” to keep things in
order. Once you understand the basic struc-
ture, include the rest of the command systemin
your next session. All games in this series can
be played without the command rules, so, if
you do not find them to your taste, feel free to
play without them. However, by imposing
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significant constraints on a player’'s freedom
of action with his forces, they do add a large
degree of realism to the game.

By the time you have mastered this
game, you will be able to play any game in this
series with little or no rules learning. Good

6.6 Loss Charts and Fire
6.2 Leaders Level Change

[inii] . .
D‘A e ___ These units represent in- Each player has one or more Loss
Sgﬂ?}l::rl)lZi%egsé;i‘?zg::r:ﬁCharts touseinordertokeeptrack of losses. To
- the left of each set of ovals or squares is the
staff. Leaders fulfill important currentfire level of a unit. Whenever the marks

Luck and Good Fighting! .
cofrpmfand and molrale fl;nftlons. Tr|1ey do Irt]o each anew fire level, change the level marked
surrer from normal combat or moraie results, ,yer the ynit. Make any required adjustments

3.0 Note on Play butinstead are subject to a special Leader Logs nded lines at that instant

For ease of play, | recommend theT able when fired upon. They have no facing or
encasing of Loss Charts in clear plastic repoffrmation and do not count for stacking in any
N

6.7 Fire Level

Markers

These represent the cur-
rent fire level of infantry and
cavalry units. Only mark units
with a B or Cfire level, all other

covers, which are widely available. Write onWay-

them with overhead projection markers or other

markers designed for use on plastic. Thes®.3 Markers

provide for easy erasure and re-use. | prefer to Note that no marker has a fac-
stay away from old fashioned grease pencils agg, formation, or stacking restriction.
they are entirely too hard to erase neatly for myjarkers only indicate specific conditions

tastes. imposed on units and do not suffer fire  Units are assumed to be an A or better. Keep
combat or morale results themselves. this current as the Loss Charts require changes.
4.0 SC&'G Toindicate the Fire Levels applied to extended

lines, remove markers from underneath the
parent and place them directly under the ex-
tended line marker.

6.4 Extended Line
and Detached
Artillery Markers

Each hex on the game map equalr~
200 yards of real terrain. Each day-time turr
represents 30 minutes, each night turn on

::::::1'.“

hour. The vertical scale between contoursis 3
feet. — These represent the
Infantry and cavalry units are bri- expansion of troop units to
gades, artillery units usually 16 gun battalionstake up more ground space. They suffer
A strength point of infantry or cavalry is 100fire combat and morale results in the same
men. A gun point of artillery is roughly 3 Way as their parent units.
cannons.
This game system makes a simplifi-6.5 Fire Levels
cation in terms of artillery. Cannons are a Infantry and cavalry units (only)
generic “standard” type. We felt a more demeasure their strength in lettered fire levels
tailed artillery structure would only serve toUse fire level markers to mark fire levels under
needlessly complicate the game. Also the “bathe unit counter. Use fire level markers only in
talion” represents the maximum number okijtuations where B or C fire level units exist—
cannon which can deploy and fire from oney|| other units are assumed to have an A ol
hex—even if during the battle portrayed suclyetter fire level.
artillery organizations did not exist. Artillery units use the different “gun
point” system described later.
6.5aFirelevelsrangeinorder (from

e

5.0 General Game

Concepts
5.1 The Word “Unit” _ !
full strength of a unit appears on the unit

and AAA. An AAA unit would have one AA

marker and one A marker under it. The startiné;vIarke rs
These two functions use the same

6.8 Morale

Markers

These represent the cur-
rent morale staténot to be
confused with the unit’s per-
manent morale level which is
printed on the counter) of a
stack of units. Place the Mo-
rale Marker, if any, atop all
the units in a hex. All units in
a hex subject to morale have
the morale state of the marker
in the hex. No hex may have
more than one morale marker
in it.

smallest to largest) C, B, A, AB, AA, AAB, §.9 Gun and Supply Point

For simplicity, the word “unit” in -/ o < ome games, specific scenarigdumeric marker to represent either the number
these rules refers to any infantry, cavalry, %hay call for units to set up with reducedof gun points in an artillery unit or the number
Z%ﬁg;g&?ﬁ;ﬂgﬁgglwmg extended iNeSgy engths, with some losses already marke@f Supply points in the wagon. Place these

: off. In these cases, find the unit's startingnarkers under the appropriate unit and adjust
strength in fire levels on the loss charts aftefhem to reflect guns lost or supply points ex-
5.2 Retreat Rule marking off the initial casualties. pended.

Any time a combat result calls for a 6.5b When dividing into extended
retreat, theowning player must execute the lines, remember that one A=2Bs, one B=2Cs
retreat in a relatively straight line in a directionand one A=4Cs. Therefore, an AB that extend
which is locally “to the rear.” Doubling back line intotwo different hexes would have a B in
and other “game tricks” are not allowed. each of the three occupied hexes.

6.0 Units
6.1 Troop Units

These units are combat
formations of infantry, cavalry,
and artillery. They have a facing
and one or more formations avail-
able. They are subjectto the stack-
ing and morale rules.

6.10 Low Ammo
and Straggler

Recovery Markers
Both of these marker
types indicate specific condi-
tions and affect only the unit
directly under the marker.

Wadsworth
111
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7.0General Course of Play 8.2 Narrative Sequence of Fire Combat Phase See 20.0.

A“game turn”is a sequence of stepsPlay *Non-Phasing Player Fire Combat (De-
the order of which is termed “the sequence of fﬁ:‘S'Ve Flfk‘]i‘ P_hasel) o allof hisun
play.” Each of these steps may involve one of=; € non-phasing player may ire allorhis units
the other of the players according to thetermi’-:IrSt Player Turn that can based upon their formation, LOS,
nology “phasing” and “non-phasing.” The Command Phase location and other restrictions.
“phasing” player is the one whose player turrOrder Issue *Phasing Player Fire Combat (Offen-

it is currently, the “non-phasing” player is theThe phasing player may generate any orders §&/€ Fire Phase) )

other. Each player has his own distinct portiorthooses, paying for each with command pointér,h_e phasing player repeats the above for his

of a game turn, and the roles of phasing andp to the limit of the command points avail-Units.

non-phasing player switch according to theable. He then logs these orders on the Order

present player turn. At the end of the sequendeog Sheet and notes their arrival times. SeRa”y Phase

of play, advance the turn marker and begin th#0.1. «Straggler Recovery

process again. All game actions must takeCorps Attack Stoppage Checks Phasing units which are still marked with Strag-

place strictly according to the sequence ofny of the phasing player's corps which re-gler Recovery Markers, may attempt to re-

play. ceived small arms fire (not just artillery bom-cover stragglers. After each attempt, remove
In the roughest sense, play pro-bardment) in the previous turn, and are carnthe Straggler Recovery Marker. Erase any re-

ceeds as follows: The first player, as given ifing out an attack order, must check to see if thgovered stragglers from the player’s Loss Chart

the game rules, conducts his Command Phasattack continues. If a stoppage occurs, thgnd make any required changes in fire level

In this phase he issues the orders he desiresrps may either halt in place or conduct a turfarkers. See 21.2.

checks for new order acceptance, if any aref movement to the rear and then halt. Therajly

being delivered, and checks for any initiativephasing player conducts this movement in thghe phasing player converts all shaken units to

he might desire. This finished, he now moveslovement and Close Combat Phase of thiformal, disorganized units to shaken, and

all, some, or none of his units based on theplayer turn. Units of corps which fail their checks to see if routed units recover to disorga-

formation, movement allowances, orders, andorps attack stoppage check must be outsigfzed or if blood lusted units revert to normal.

his desire. He may now engage in “close consmall arms range at the end of the followingsee 24.5.

bat” (charges). After his Movement Phase endd/ovement and Close Combat Phase. See 10.3.

the Fire Combat Phase occurs. This is dividednitiative Order Determination

into a Non-Phasing Player Fire Segment andBhe phasing player may roll for any of hisSGCOI’]d Player Turn .

Phasing Player Fire Segment. First the norleaders whom he wishes to obtain initiative.Th_e Second Player repeats the above for his

phasing player conducts all the fire combats hieeaders who successfully obtain initiative aclnits:

wishes, as restricted by these rules; then, treept (corps leaders must “touch base” toimple-

phasing player does the same. Upon the compleent initiative orders in order to put them ineGame Turn End Phase

tion of all the fire combats for both players, theeffect) orders as desired. See 10.2. *Game Turn Marker Advance

phasing player checks his units for rally. TheDelay Reduction

second player then becomes the phasing play&ny phasing leaders who have orders in an® 3 Close Combat

and repeats the above sequence. When thige of delay status now check to end th

process is complete the game turn ends andstatus. If a delay ends, the leader accepts ﬁiubsequence

new turn begins. order and may act on it. See 10.1f. A) Attacker enters hex at +1 MP cost
*New Order Acceptance )
8.0 Turn Sequence Roll to see if phasing player orders deliveredd) Defender’s Fire Combat, apply losses and

this turn are accepted, delayed or distorted. stragglers

8.1 Outline Sequence of Play

First Player Turn Movement and Close Combat C)Attacker’s Fire Combat, apply losses and
Command Phase Phase stragglers
Order Issue
Corps Attack Stoppage Checks *Straggler Recovery Marker Placement D) Attacker Checks Morale at -6, if required to
Initiative Order Determination On an hour turn the phasing player may marketreat combat ends
Delay Reduction units meeting the conditions of straggler re-
New Order Acceptance covery to attempt to recover stragglers. SeE) Defender checks morale at -4, if required to
Movement and Close Combat Phase 21.2. retreat combat ends and the defender makes
Straggler Rec'vy Marker Placement*Movement and Close Combat the “additional” morale check
Movement and Close Combat The phasing player checks his units for correct
Ammo Resupply command radius. Phasing units may now move) Odds Table used if neither of the above ends
Fire Combat Phase and conduct close combats based ontheir movitie combat. Loser retreats 1 hex if attacker, 2
Non-Phasing Player Fire Combat Ment abilities, formations, and order restricif defender. The defender, if loser, must make
Phasing Player Fire Combat tions. See 16.0, 23.0. the “additional” morale check.
Rally Phase *Ammo Resupply
Straggler Recovery Phasing units which are at low ammo and close
Rally enough to a supply wagon to conduct resupply
Second Player Turn may do so. Wagons close enough to the Army

The Second Player Repeats the above. Supply Train may refill. See 28.0.
Game Turn End Phase
Game Turn Marker Advance

Page 5



Civil War, Brigade Series Rules, v3.0

9.0 Fog of War

_In ord_er tc_) increase the reality ofthe,; ;.o Table) right away,
game’s simulation in the minds of the players

in the same hex. The receiver may accept such 10.0c HQ Units. HQ units share
“In-Person Verbal” orders (using the Accep-characteristics of both markers and combat
but that leader’s unitsinits. They serve animportant control function
may not begin acting on the order until then the command rules. These uniteve as

keep the following secret from your opponentje s yer enters the hex of his own HQ. The armigaders, do not count for stacking, have no

a. Casualty, straggler and wrecked,

status of brigades and divisions.

b. Orders, status of order delivery,

or plans.
c. The morale of your units.

d. The current fire levels of your

units.

Players maynever examine thg

ommander is, of course, completely free to d@OCs or combat ability, and remain unaf-
what he wants (he ia charge after all'). The fected by morale results of units with which
army HQ is an administrative unit with no realthey stack (note: HQs in a stack which is forced
function other than to mark its own location.to retreat because of a morale or close combat
Orders are sent from the armgmmandeto  resultmayretreat with the stack at the owning
corps HQs. player’s discretion). They never check morale
on their own. HQs which are overrun (have
Example:Council of War enemy units enter their hex) are not destroyed,
To illustrate the above rule, let’s say that thebut displace to the nearest friendly stack of the

stacks of the enemy. They are (of couf elg

aware of the top unit in the stack—usuall
leader or infantry unit. While unable to exa
ine for himself the enemy stacks, a player n

ask if a stack contains troops, artillery, or bgth

When asked, the owning player must give
correct answer (from this list of three).
Optional: Players may decide {
allow this question only when the asking pla
has units with an LOS into the questioned h

Since this restriction can bring up a numbef o}

sticky problems, we do not recommend its U

10.0 Command and
Control

These command rules strive to
realistic but not overpowering. They embo
quite simple concepts and make the ga
system play in a way that simulates rea
well. Note that players may, as an option, p
any of these games without these rules (0|
than Command Radius, which in all ca
should be used).

10.0aHQ Units and Leader Pos
tioning.Corps HQ units are the administrati
hubs of their corps. The more specific HQ ru
follow below, but a few points must be giv
first. Divisional leaders must stack with a u

S layer moves all of his corps commanders tsame command. In the following turn, the
&he hex containing the army commander. Thisntire command of the displaced HQ must
M-action does not require any type of ordefsexecute an emergency corps retreat and do a
"@%nce his subordinates are there (i.e. in thetraggler check. Generally, HQ movement is
1 player's next Command Phase), the army canstrictly dependent on the current orders of their
théhander begins belting out orders (he’s likecorps. HQs may not move without orders to
that) as fast as his command points allowmove. If a corps has orders, the HQ may move
O These orders are all “in-person, verbal” in freelywithin them—separate orders covering
©hature and subject to the best possible chahdbe HQ arenot necessary. Army HQs are not
€%t acceptance (given force and order typg)constrained by orders and may move freely.
he orders are delivered at the instant they ar©rders are sent by aide from army commander
S&uritten. In the subsequent New Order Accepto corps HQ; use that distance to calculate
tance Phase of the same player turn, the corpdelivery time. HQs may never be fired upon or

commanders lucky enough to be first in linelestroyed.
attempt to accept their orders. For the sake of
argument, assume all of them but one do. The] 0.1 Orders
becommanders who have accepted their orders Orders are the heart of the main

men r'(;je b?]ckto;helrcommtar:jds. E\;]en thodg mmand system of this game series. Players
€ orders have been accepted, each corps epare orders in writing as instructions to the

itynot begin to function until the corps co
. corps (generally) as to what they are to do. An
laynander enters the hex of his HQ. Note tha hSrdgr i(sgr]mt a he):()by hex record gf movement.

fheieed not stay longer than move through thg i e actual wording in the same form as the
e$1Q’s hex—he must make an appearance. historical orders

What of the guy who got a delay? The general sequence of events in

- he rides back to his corps HQ, assumin i{he life of an order is as follows: The player's

Vetakes a turn or more to make the trip, he a}fommanding general has a numbercof-
lesttempt to reduce the delay. Evenif he redu and pointavailable based upon that leader’'s

enit while en route, the orders still do not ta erating. The player uses these points as desired

niteffect until he enters the hex of his HQ. to pay for orders he wishes to produce. Orders

of their division at the end of every Moveme
and Close Combat Phase (unless no such
exists, in which case they are removed fr
play). Corps leaders have no such requirem

In order tamplementa newly accepted order command points to generate the orders qﬁ]
from either the army commander or initiative,wants. He writes these on scratch paper arm
the corps leadenustenter the hex of his corps records them on the Order Log. The orders tal

HQ (at least momentarily). The instant t

leader “touches base,” the order is impleHQ (based on the distance when they wer

mented—in other words a leader with a n
order could “touch base” as the first thing
movement and that action would allow t
corps to function on its new orders in that tu

Note: Upon accepting an order, the leadegame conditions have changed. At the cor

must make his way to his HQ to impleme
it—a player who stalls the implementation

an unwanted order by dallying with the leadeworks best for its historically useful role of
is cheating. Otherwise, corps leaders are free taking advantage of fleeting opportunities o

move about as desired. Army command
send orders to the Corps H@it, notto the

leader, exceptwhen the sender and receiver aten” rule which maycausea disaster, so use

nt
. cost a number of points depending on their
unit 10.0bCommand Methodsn gen- exact structure and the method of delivery.

oreral, the command system works as fOIIOWS\:Nrite the order on scratch paper (the order

erthe army commander, the player, uses hI§heet) and record it on the order log (a sheet of
ed notebook paper with the column head-
gs listed on page 1 of the Charts and Tables).
e player calculates the turn of arrival ac-
rding to the distance from the army com-

: ) fhander to the receiving corps HQ and records
ewvritten). Upon arrival, the player checks the hat turn on the order log. On that turn, he

infor acceptance. At this point, the orders maybg ecks the order for acceptance. Once ac-

hedelayed, distorted, oracgepted. Onpe accept pted, the order implemented the instant
rthey must be acted on in good faith, even

hea given amount of time to arrive at the corps.

I?he corps commander re-enters his HQ's hex.
ntand divisional levels, leaders may cancel (F)Eeaders WhICh- have no HQs (-SUCh as divi-

. T NCeT OLional leaders) implement orders instantly upon
ofself-issue orders by using initiative. In't'at'veacceptance.

10.1a Order Structure—Type,

rl\/Iethod, and Forcdzach order must be classi-
Tied as eithe€Complexor Simple. A complex
“order is one requiring movement to, into, or
around areas of enemy control or tacit control
0(e.g. a gap) whether or not this movement will
require combat. A complex ordeallows of-

eracting to forestall disaster. Overuse of initia
tive invites the application of the “loose can

initiative sparingly and never as a substitute fi
the order system of army command.
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fensivecombat. A simple order is one that dg
not fit the conditions of a complex order ang
does not allow for offensivecombat.Note
that simple orders do not preclude defens
Be sure to remember 10.1h Actions notreq
ing orders. Methodefers to the physical stru
ture of the order, i.e. either written out or o
in presentation and to be delivered either by
aide or in person. All game orders are writ
on paper, but the player may choose to is
“oral” orders to his units so as to expend feV
points. Force refers to the strength of th
order’'s wording —the range in tone of t
order’s language from a mild request tg
demand, see the “cost” in 10.6d. Players
assemble their orders as desired, as lon
they assign each of the above elements
person orders are always oral in method. Ai
may deliver oral or written orders. Force
assigned a number from 0 to 2, inclusive, W
two being the highest possible, zero being
lowest, as a measure of strength. Note thg
addition to affecting the cost of the order, thg
factors influence the speed of acceptance.

10.1bOrder CostsAs mentioned
earlier, players write orders using commg
points. Each army commander possess a
tain number of command points based on
leader rating. Order costs appear on the O
Costs Chart. Determine the cost of a gi
order by the point total of its selections frg
each of the three categories (Method, Fg
and Type). Each category must have one
only one selection. Order costs must be p

erfRoad to the Thomas House. When you
subere, set up a defensive line facing nort
ne“Move via the Thomas House on the Gre

caBig Hill. Attack to capture the Big Hill.” (ComH
!]

de¥love across the ford to the area south of t

the

2selill. Assist 3rd Corps in capturing the Bi

argdraddling the Big Road facing north.” (Com

egxample:Order Writing

ifThe following are all acceptable orders. Ea

was written with a minimum of detail to shq
eshe rough structure of orders and to convin
iplayers that no large amount of writing r¢
- quired:
al
afTake your corps and move down the Batte

efSimple)
e

&Road to attack the enemy in the vicinity of {

pkex)
In

isBig Hill, report to 2nd Corps HQ and awa
ithurther orders.” (Simple)

t ittack along the Red Road toward the B
Hill.” (Complex)

ndMove into position along side 3rd Corpg
cexdvance with them to cover their flank.” (Con
higlex)
der

efiWhen 2nd Corps attacks, attack to captu
mthe Blue House and cut the Big Road frq
rcenemy use. When you getthere, set up a def

ayplex)

10.1f Order AcceptanceAccep-
htance is a measure of how quickly the receiving
wleader reacts to the new orders. Upon receipt,
ceorders may be accepted, delayed for a number
- of turns, or distorted.

The Acceptancerocessis as fol-
lows: Using the the Acceptance Table, calcu-
ryate the acceptance number according to the
géhe above the table. Use the acceptance num-

’ber to determine the table column to (Bt
the Acceptance Table column one to the left
if the command rolling for acceptance cur-
emently has any type of order.Roll two dice.
h&he result is the acceptance of the given order
and should be recorded on the order log. Note
that even if the order is instantly accepted, it
does not becomeénplemented and usable
heuntil the receiving corps commander touches
t base in his HQ'’s hex.
Procrastination (optional)A player
may automatically check for acceptamcay
igthose orders received which are to be acted on
j in the next hour or less. Orders which are to be
acted on more than one hour from the current
time may not roll on the Acceptance Table
, unless the receiving leader rolls for, and gets,
n-initiative. If the leader cannot get initiative, the
order cannot be checked for on the Acceptance
Table until it becomes one hour or less away
refrom action. The player may have the leader
ntheck for initiative each turn (until the one
emeir mark makes acceptance rolls automatic)
- to see if he can try to accept the order.
Delay.A delayed order is one that is

able in full with the player’s available co
mand points. Command points may not

be 10.1dOrder RecordsOrders must

the subject of some foot-dragging or prepara-
tion time before action. Once delayed, an order

saved from turn to turn and are wasted ibe recorded on the Order Log (lined notebookecomes accepted by rolling one die per turn.

unused. The full allocation of command pointgaper). The Order Log’s primary functions areThe phasing player makes this “Delay Reduc-

is available each turn, and all, some, or non remind the player of when to check an ordetion Roll” during subsequent Command Phases

may be used. A player may write any numbefor acceptance and to give a concise location starting on the turn after the Acceptance Table

of orders in a turn as long as he has sufficierthe variables pertaining to that order for purproduces the delay result. Alternatively, initia-

command points available. poses of acceptance. The idea is for the ordéve or the receipt of anothetifferentorder
10.1cOrder Format and Writing. log to be a well organized and efficient recordnay cancel a delayed order. The receipt of any

Orders are written at the player’s conveniencef orders so that the player may check to see aew order (accepted or delayeal)tomati-

and in a manner in which the player is comforta glance what orders are accepted, delayecklly cancelsany pending order (D1, D2), but

able and understands. The written content afancelled, or on the way. Also, the log allowdeaves a previously accepted order in place

the order may be as detailed or brief as desirgdayers to sift out the info needed for an accepsntil the new one is accepted. Two types of

as long as the player can interpret his owtance check without hunting down the ordedelay are possible, type 1 and type 2. Each

orders so as not to make them “pliable” andself. requires a successful roll on one die to remove.

subject to changing meaning based on circum- 10.1eOrder Delivery.Orders may Remove Dlonarollofl1to2andD2onaaroll

stances. On the order log, all orders must hav® delivered by aide or in person. In personf 1. Once the delay is lifted, the order is

an order number (the line on the order log imelivery may only occur if the sender andaccepted.

which they are recorded) and information givreceiver are in the same hex. In person orders Distortion. Distorted orders are

ing the sender, receiver, order type and timare received the turn they are sent. For ordecompletely misunderstood and eliminated.

sent. Complex orders also require a start time be delivered by an aide, the following ocNote that distortion may occur even in in-

or signal, a general direction or path of moveeurs. Calculate the number of movement pointgerson verbal orders.

ment, and a reasonable limit ending the opera leader would need to expend to travel be-

tion. The player may skip writing the start timetween the sender and the receiver’s corps HQ.

or signal for such orders—if no such specifidivide this number by 10 and round up any

detail exists in the order, the order must begifractions. The result is the number of turns the

to be fulfilled immediately upon acceptanceorder will take in transit. Add this number of

and implementation. “Open-ended orders” (atturns to the current turn to determine the time

tack west!) are not allowed: they are much tothe order will arrive and record this informa-

vague. tion on the order log.
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Example:Order Logging and Acceptance Procedure
The player made the following entry into his Order Log:

Number  Arrival Time Receiver Sender Type Method Force Status
1 10:00 Forrest Bragg Com AW 2

This order, it tells us, will arrive at Forrest’'s HQ at 10:00, was sent by Bragg, is a complex
was sent aide-written with a force of 2. Such an order would cost 11 command points t

Itis now the New Order Acceptance Phase of the 10:00 turn. The player notes that order
one has arrived. He now checks for acceptance. Forrest is rated a 4 and Bragg isa 0. T
roll on the Acceptance Table will be made on the 3-4 column (itis a 3). Two dice are rolled
a 7. The result is D1. The player marks “D1” under the status column for order number

Inthe nextturn’s Delay Reduction Phase, the player rolls one die for order one. He rolls a 2
means the delay has been reduced and the order is accepted. The “D1” under status is
and an “A” for accepted is written instead. As the first thing during movement, Forrest 1
a quick trip to move through his HQ'’s hex and implements the newly accepted order. Forr
now execute order one with his command.

10.2d Getting Initiative.First, de-
termine the number dfitiative Pointsa leader
has available. IPs equal The Leader’s Rating +
any Anti-Initiative Ratings given in the game
rules which affect the given leader that is, all
those above him. Use this total to determine
DIggfich column to use on the Initiative Table.
D WdiBtwo dice. If the dice roll equals the number
on the table or more, the leader has initiative.
numh@Wever, a 2 isrolled, the leader becomes a
heiglirge cannon,” see 10.2g below.
giving 10.2e Anti-initiative. Corps and
larmy leaders may be given anti-initiative rat-
ings in the game rules to limit initiative use. If
are given, the assumed value for all
geagfsls is 0. A leader’s anti-initiatives remain
ngkastfect if he becomes a casualty or is off map
eSidR@hatever reason. See also 10.6d.
10.2f Initiative-Based Orderdni-

10.1gFollowing Orders.It cannot
be overstated that orders must be followed
originally intended, even though game cir
cumstances may have changed. These rep
sentwartime combatordersin a society heavily th ders bef h beai
influenced by notions of glory and honor which 0gs these orders before the game begins
may seem quaint today. Players should nev&?
rethink their own orders to find loopholes
which allow them to “get away with” some-
thing. Orders can be followed with a modified
degree of enthusiasm (so as to avoid disaste
but their intention, scope, or original purpose

40.2 Initiative

ay make any number of them at that tim

without regard to command points. These 0l yariations on this theme would be impos-
ders are accepted before the game begins.

tiative only bypasses the normal acceptance
procedure. Players must still record and faith-

10.1iPre-Set Order_sT_hese orders fully follow initiative-based orders , as they
gpresent the commander’s initial plan of ac

ion for the battle. They are not required, buta
& xcellent player may be able to win the battl
with these orders alone. The player writes an

would any other order. Note that leaders may
stign divisional goals may be assigned in this
ay. Initiative may not be used to issue a
ommander orders which are currently in de-
status to that leader—only fdifferent
®rders. An “iron-clad” rule to cover all poten-

a

sible to write, and players are advised to look
into the “spirit of the rule” as opposed to its
literal interpretation. A player must sometimes

Unless specifically prohibited by look into himself to determine the purpose of

should not be altered. Players unable to cogbe game rules, leaders may use initiative tthe order he desires and its reason for being.
with the responsibility and honesty this rulecancel existing orders or acquire orders when 10.2gLoose CannonTo recreate
requires will probably want to play without thethey have none. It is the act of a leader givinghe historical tendency to avoid excessive ini-
written order rules. himself orders. The player handles initiativetiative (and, hence, lack of control), we have
10.1hActions which do not require orders like any other, except that they do nahtroduced the concept of a “loose cannon.”
orders. Many game functions do not eithercost Command Points to create, do not need Whenever a leader rolls for initiative and rolls
require orders or need be mentioned in ordek¥e delivered, and are automatically accepte@ two, he becomed@ose cannoithe himself,
to be conducted. These are (but may not bgorps leadermust make a trip to their HQ to and all assigned units, thatis). Upon the leader’s
strictly limited to): implement orders given to themselves via inibecoming a loose cannon, the owning player
1. Officer movement and functions tiative. Note that in the case of loose cannormust notify his opponent of the fact and tell
2. Fire, Close Combat, Stragglerthe enemy player moves the corps leader intghether the leader has accepted orders cur-
Recovery and Rally the HQ's hex, so that no foot dragging occursiently (butnot what those orders are). The
3. Supply trains and wagon func- 10.2aA leader’s successful initia- opposing player now issues an order to the
tive roll simultaneously cancels old orders andffected force to move for one turn in the
issues new ones. A separate roll for each fundirection of his choosing. The owning player
movement within radius, etc. tion is not required. conducts the actual movement, but must fol-
5. Movement, facing and formation 10.2blnitiative orders, once given, low the order issued by the enemy. This order
functions of unitsot requiring the movement must be followed like any other order, unlessancels any orders the affected force may have
of the corps HQ cancelled by more recent orders or furthehad, leaving it in a no-orders status afterward.
initiative use. The movement may be an attack, retreat, or any
Note: Once a corps HQ is in posi- 10.2cOnly Wing, Corps, and Divi- other type of activity. The owning player must
tion, it is literally “bolted to the ground” and sional leaders may use initiative. The Armyfollow this order with a reasonable amount of
cannot be moved short of new orders, initiaCommander may only issue formal ordersgusto—leaders usually do not drag their feetin
tive, or an emergency retreat. HQs may movEurthermore, in a single turn, only one leadeexecuting their own orders! This does not
along freely during the execution of an attacknay attempt to get initiative for a given for- mean the command must wreck itself in futile
order or other orders which require movesmation. Therefore, if a divisional leader rollsclose combats, etc., only that a reasonable
ment—but are again bolted to the ground whefor initiative, whether he gets it or not, theamount of force be applied in execution. The
their orders are fulfilled. corps commander may roll for initiative only opposing player cannot order the unit to attack
for his other divisions. If the Corps Com- units on its own side.
mander rolls first, divisional commanders un-
der him may not roll at all. It is usually best toExample:Getting Initiative
work from the bottom up when rolling for Let's say Longstreet wants to get initiative to
initiative, just so the player does not inadvert-
ently close any doors!

tions
4. Artillery functionssuch as fire,
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do something. He has a rating of 2 which gi
him 2 initiative points. Lee has an anti-initig
tive of -1 which reduces the initiative points

esorps must check for stoppage. The corps
- 3 divisions and none of them are wrecked.
tocorps commander is fine and enjoying t

| fruits of his labors. He is rated as a 3.
he
Checking the Corps Attack Stoppage Tak
the player determines that he must roll on {
1)1 column of the second table by cross-index|
v divisions in corps with O wrecked division
isSince the leader is a 3, the second table t

al.Togetinitiative, Longstreetmustrollan
or 12 on two dice. If he manages to roll a 2,
becomes a loose cannon.

Assume Longstreet blows his roll (he rolls a
Hood, one of his division commanders n
wants to take charge and get initiative for
division. However, according to 10.2c, Hoqdhim that he must roll a 3 or more to pass.
is unable to try for initiative this turn (sincg¢ does this handily.

Longstreet tried for the entire corps) and wijll
have to await the next turn. If we assume th8everal turns of bloodbath later, we find t
player tries Hood on the next turn, and that hesame corps with all three of its divisions wreck
blows it too, the player would then be unablgtand the corps commander on his way to d
use Longstreet to get initiative for Hood|scover the miracles of Civil War medicine wi
division, since Hood already tried. a sucking chest wound (he won't make it,
that's beside the point). This time the first tal
generates a column 4 for the corps (3 wrech

10.3 Corps Attack Stoppage

tsolivisions plus 1 for the commander cros

Corps Attack Stoppage represern ) L .
P ppag b e|ndexed with 3 divisions in the corps).

the failure of an attack in the mind of t
attacking commander. This type of failure g
curs frequently because the commander is
rounded by the dead and wounded of his
tack, the chaos of the rear of the battle line,
many exaggerated reports of the grim eve
on the front. He is, much more than the ga|
player, reluctant to push the attack down to
last man.

10.3aFor any command executin

C-

sl
§ of 11 or more (Column 4, the new corps co

ander is a 1), which the player fails mise
ly. Had this roll been required at night, h
ould have had torollnolessthana 14 ont
ce—inotherwords, he doesn’tstand achan

%o

Al
nfd
i

g 10.3bResults of Corps Attack Sto

If 3 +H

he second table generates arequired dice [0,

hagher divisions of the corps) enter the map later
[heith attack orders, the stopped divisions on
hemap must join in theorps attack orders (after
the division commander reenters command
radius, that is).
le, 10.3eDivisions acting on divisional
hgoal attack orders must roll as outlined in
in$j0.3d, as a corps consisting of one division
swhich is either wrecked, or not. Any Corps
elisttack Stoppage by the parent corps has no
Heffect on divisions acting on divisional goals—
they continue their attack and roll separately.
10.3fAny attack stoppage roll made
heat night receives an additional -3 modifier.
ed

i510.4 Emergency Retreat
h Without orders or initiative, any
)Lgorps orwing formation may execute an “emer-
ency retreat.” This formation must be under a
reat of being surrounded or destroyeda
command might have an emergency retreat
forcedon it by some enemy action—such as
[Laving its HQ overrun. The judgement of when
isis appropriate is in the hands of the owning
player (except in the latter, forced case). Units
r'doing so immediately accept de facto orders to
€retreat one turn’s movement to the rear—that
Vs, the corps HQ may retreat from 6 to 13 MPs,
C&uith other units following as they are able. The
exact number of MPs retreated by the HQ is in
’"the hands of the owning player; units need only

e
S

m,

nage—Ch ] to A~ anAny
paget— eSS CommManGt—pPasses—tr

an attack order, beginning with tfiest Com-

mand Phase following the first turn in whic!
any units of the attacking force are fired upo
by infantry or cavalry units, the command
must make a Corps Attack Stoppage check. iy
player maynevervoluntarily fail a Corps At-
tack Stoppage roll. In games where a corp§
command structure does not existand no “Winga
replacement is made, use 10.3d at all times.V

Procedure:

Make this check on the Corps At-
tack Stoppage Table. Cross index the numb
of wrecked divisions in the corps against th
total number of divisions currently (i.equnt
attached ones) in the corps. Thiginal corps
commander, if killed, wounded, or reassigne
to a higher command during the game, coun
as an additional wrecked division. This num-

and Close Combat Phase of the turn in wh
to re-engage the attack. Units found to

e out side of small arms range.

Cross index this number with the current corpg o th d struct
leader’s rating. The number then found is th@29¢€ 1o these command structures.
minimum roll required on two dice to pass the

hcheck, the corps continues to attack as befor
Af he fails, the corps must stop the attack an
await new orders. The owning player may.
etreat the corps for one turn, if desired. Afte{
this free retreat, the corps HQ may not mov
gain until it receives new orders or execute,
n emergency retreat. Note that regardless
hether the corps HQ retreats, all units of th
corpsmust be outside small arms fire range o
any enemy units at the end of the Moveme

Ipe Attack Stoppage occurs. After it meets thi%
éestriction, the corps would require new order:

violating this restriction are retreated by the
ﬁnemy player the number of hexes required

10.3dfwing formations existinthe
ber indicates the column of the next table33Me: check _the game rules for any spec
onditions which apply Corps Attack Stop-

10.3d Divisions of a corps which

©move far enough as to remain within command
dius—which might mean little or no actual
treat for some units. He may use (or not use)
ads, etc. as he wishes. Remember, this retreat
s a controlled command event, not a rout.
?Jpon completion of this one turn’s movement,

e formation is considered without orders.
Plrther emergency retreats may be conducted
the formation’s safety remains in, or again
enters, doubt. Any orders the retreating corps
rEhay have had are negated and the corps must
¢ ccept new orders to conduct the same or other
perations. The same emergency corps retreat

Yules and conditions also apply to units which

Gre independent or under divisional goals.
Game rules may assign a victory
tBoint penalty for this maneuver. In addition to
any victory point damage done by emergency
_retreats, all sub-units within the retreating for-
'®hationmust conduct a straggler checkipon
the decision to conduct an emergency retreat.
Make this check on the lesser of the two Strag-
ler Table columns, the 1/2 to 1 fire loss

b

check are operating on the map before the arrival g
' their corps HQ make Corps Attack Stoppage
checks normally except that corps size is dete

olumn, and apply any appropriate modifiers.
Note that the direction of an emer-

b'ency corps retreat is not affected by the stan-

mined using only those divisions actually OM4ard retreat rule (5.1) since it is a voluntary
the map. If any division commanders in such Zhovement

situation are killed or wounded, add one to the
wrecked division total. Divisional stoppage
does not equal corps attack stoppage. Therél'-o'5 Below Corps Command
fore, should the corps HQ (and presumably

Example:Corps Attack Stoppage Procedure
After its first turn in rifle combat an attacking
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and Control .
. . 2 Brlgade Note that a given brigale
_ Two methods exist for controlling Army . DiVB may be up to 12 MP's
units below the corps level. The first and mos Commander . away from the corps HQ.
common s for units to remain within the propef \ Di - 1 Brigade
command radius of their division commande vision .. Div B

. Commander B

and/or corps HQ, in which case they may mov | D B SRR
and fight as desired as long as they do n \ Orders (Stacked with one\gfhs brigades) 3 Brigade from corps HQ. Once orde
violate the spirit of the current corps orders Corps T DIiVB e acqe#ted zythe cgrps
The second is the use of divisional goals which units within radii may begi

N4

—

frees units from command radius by assigning \Q COI’pS/ Arty Corps {ofuncton
them orders directly. HQ Arty

10.5a Command RadiusCheck .
command radius at the very beginning of th¢ 3 B(lgade
Movement and Close Combat Phase; units ih Ator within 8 MPS of Corgs HO DivA .
radius at that time are considered to be in radiys pSHR. 1 Brlgade
for the rest of the phase. (But note that attackefs .. atorwithin 4 MP's of Corps A = DIivA
in close combat must be within commandg Division Commander. Commander Division
radius at the moment of a close_com_bat, as pgr Commander may be anywhere on the map, Commander A
23.1b). Calculate command radius distances in but he must enter his HQ's hex before iy (Stacked with one of his brigades)
the movement points a leader would need tp newly accepted orders (incl. initiative) can
travel from one point to another. The points be implemented. c
involved depend on the type of unitand level o 2 B”gade

command radius involved. In counting move{ = Command Radii—This is the correct way to interpret Div A
ment points, only those hexes a friendly leaddr  the relationships between the parts
could move through can be used. Therefore;

impassible terrain, enemy units and EZOCs . . . . L
affect command radius. Friendly units negatgxempt from normal command radius (dis- Units attacking under divisional

EZOCs for this purpose. Units expected to béa_m_ct_a to corps HQ for divisions, Qistance tgoals must always check_fgr_ Attacl_< Stop-
within command radius (not under divisionald'v's'on con_qr_ngnder for cava_lry brigades). page as “corps of one d|V|§|on” with the
goals or army orders), but which aren’t, must Division, corps, wing, and army divisional commanc_ier counting as a corps
expend all their available movement to reentecr:ommanders may assign divisional gqals. Coneommander _would |f_he isa casuglty. .
radius each turn until they do so. mgnders may assign goals to their cav_alry_ Artillery u_nlts may be given dlyl-
A. Brigade to Division Radiuri- brigades or artillery un_|ts. You may assignsional goals by the_lr commanglers and higher
gades must always be at or within 4 MPs ogo_als When_ the ap_propnate leader (i.e. one_thhiaders. Handle _artl_llery goals in the same way
their division commander. For a brigade withisin t_hg gnlt’s chain of command) sta_ck§ withas gny o_the_r. Division commanders_may not
extended lines, only one hex of the brigade |inEhe division command_er (or actual_unlt, in t_henssngn d|V|§|0naI ggals to artillery units—un-
need be within range. case of a_c_ayalry brigade or art_lllery unl_t).le_s_s _the artillery unlt_ h_appens to be part of the
B. Division Leaders, Artillery Units _U;ga!ly, divisional goals are assigned usinglivisional leader’s division.
to Corps HQ RadiusAt a range of 8 MPs or initiative. Th(_e army comnje_m.der, however, _ 1Q.5c|r_1de_pendent and De_tached
less from their corps HQ, these units and the ends them directly to th_e division comman_det_Jnlts. Certain units in the game are listed as
subordinates function normally. No unit may'ke any other order_ using Command Pomtﬁmdependent._” Indepe_nc_zlent units are never
move intentionally (with the exceptions be_and acceptan_ce.Adl_\/l_su_on’s own commar_1deb0und by radius restrlcthns, never n_eed or-
low) outside this range. Note that command®/ “_self assign” a (_jl\_/|S|onaI goal by a usingders, and are always co_nsndered to be in proper
radius may extend a maximum distance of g?matlve. Lastly, divisional goals may be as-comman_dDetached unlts_on the other hand,
MPs between a corps HQ to a divisional Ieade§|gned as a part of orders acc_epted by the corpave their status detgr_m_med by the player. A
andthena further 4 MPs to the brigadefromthefrom the army commander_—ln effect, he tellyplayer may detach divisions to the cgntrol of
division leader. Units need not be within an)}h_e_m_ todo Xand Y, and while they're at it haveother corps. The army commandaust issue
required range from the army HQ. division A screen Z._ When a corps acceptan order t(_) _th_e owning corps commander-to
C. Command Radius and Order Ac-SUch an order, the division automatically acdetachadivision (with instructions aboutwhich
ceptanceWhen a corps accepts orders, diviCePts the d|V|s_|onaI goal (provided it is withincorps the division will bepome a_SS|gned to).
sions and other corps units within radius of thg_omr_nand radius and not out under some oth€nce detached, these umts function normally
HQ must immediately implement the ordersd|V|S|onaI gpe_ll)_. . as part of the corps t_o which they are assigned.
which the corps received. Divisions must main-. D|V|S|oqal goals created by initia- Generally, only divisions may be detached and
tain their previous order until they are withinfive are automatlcally accepted when glvemhe_,-y must be deta(_:h(_ed asa Whole.”Game spe-
command radius of their Corps HQ, if out on é{amd may be acted on immediately. Those seutfic rules may put I|r_n|ts upon the ability of the
divisional goal or coming on as reinforce-2S orders from the army commander muspla_y(_ar to det_ach units or allow dc_etachment of
Qdergo normal order acceptance. Goals seimdividual brigades. Artillery units may be

ments. Orders do not need to be issued from th d to individual v brigad ttached t ific divisi d functi
corps HQ to units as long as they are withi@S orders to individual cavalry brigades omttached to a specific division and function as

radius artillery units use a receiver rating of 2. one of the division’s brigades. Cavalry bri-
' Jot down divisional goals so they gades may be detached from their parent divi-
10.5bDivisional GoalsAdivisional Ma&Y be properly followed. sions and reassigned. The owning player juggles

goal is an order to conduct a specific task or . Ad_lv_ls_lonal goal must be foIIowe_d detachments_and reassignments during any

e : s : until A. the division reenters command radiusegment of his Command Phase. Change the
mission given a division (or cavalry brigade) . S ; . ) .

. ; : and the player wishes to remove the divisionadwnership of troops at that time, if desired, by
which allows it to function beyond normal . .

goal and revert back to normal corps ordBrs, simply making a note of the change. Each

the divisional goal is changed by initiative, orgame may provide special rules regarding de-
C. the division is issued another divisionaltachments.
goal by an appropriate source.

command radius.
A unit following divisional goals is
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e SSBSomE ORI 11,0 Formations e o 20 o essrs o hen o b
divisions are off on divisional goals, the divisional Combat units generally have tWop,e the option of automatically switching formation

commander functions like a corps HQ. He is boltefPrmations which they can adopt, one benefiy;e, fired upon (after the fires are resolved). Such a
to the ground when there are no orders requirifg@ © movement and the other to combalsy mation change does notinitiate further fires upon the
movement (just like a corps HQ). When this rule i£€2ders, HQs and Wagons have only one fogy, a0 ing unit.

applied, the divisional commander is freed fronjnation. A unit may never be in more than one

“ : ‘< i B . formation at a time. Units generally chang
the “must stack with one of his brigades” restric-
tion. g formation only during the friendly Movemente']'l'4 Effects on Morale

and Close Combat Phase; atothertimesforma- ~ /AS recorded odr_lf_the Mr?rale Te:(t?le, certailn
i rmations receive modifiers when making morale
10.6 Army Command tion may change after combat resglts. Somf® ecks

morale results may cause a formation changﬁ.h .

These rules restrict what the army oMy g ot of the execution of the result. When

mander can do, reduce the flexibility (also g'V‘?/quntarinchanged during movement, f0fma-12.0 Stacking

meaning to) the army HQ, and_ provide a downsidg,, change costs one or more movement points Stacking is the ol t of th
o the excessive use of forcg in orders. as given on the Movement Chart. Someformaa itto be i ac _|ng|; Ish egtacE_men ?j motre k'an ﬁne
. Al thes_e rules exist to counter playergq; changes may occur in hexes adjacent tﬁm f? f'n asingle etX'St atl:(_lng_ an funs ‘ZC ;r;g avz
techniques seen in many games over the Y€ars. enemy units. However, such changes may inBO enect on movement. stacking Is eniorced at the en
10.6aArmy HQ MovemenfThe army f any phase containing movement of any sort. Units

HQ can only move if it has orders to do so Thtlgte_ a free fire combat by. all enemy unItS‘may temporarily over-stack during movement without
i *oipithin range and LOS (provided they are Oth'additional movement point costs. Stacking is enforced
orders must require the HQ to move to a Spec'f'grwise able to fire) on the changing unit in th p . g

hex. These orders (AO type for practical purposes) o new formation, as chosen by the enem anzai?;iifoisf;d:g;gifnﬂy of each other during the
must come from the army commander while he 'ﬁlayer. Artillery mustimber to executeany u .

sta_ck_ed with the HQ. The HQ accepts these ordefSyeat result from the Morale Table. Suc .. .

as if it was a leader with a 2 rating. The Army HQj1ering'in a 7OC or close combat requires 2.1 Restrictions on Stacking

cannot use “initiative” to move itself. roll on the Gun Loss Table. No more than three A fire levels and 10 gun
The army HQ is considered to be ‘mov- points may ever stack in one hex at one time. Stacks may
ing’ from the moment itacceptsan order to move 1.1 Avai ; be adjusted by the phasing player at any time during his
- - o .1 Available Formations ) y the phasing piay y g
until it has accomplished the specified movemer_‘n:l' ) o normal movement, or by either player after the conclu-
and has been in the destination hex for one entire Infantry units may be in line or oo ¢ o close combat.
game turn. column. Cavalry units have aline and amountedl

While moving, the HQ cannot issue anyformation: Artillery units may be either unlim-
orders, nor can it ‘recharge’ the army commander®ered or limbered. 12.2 Effe_CtS on Movement
IPV allowance (see 10.6b). Units may move as a stack as long as each

10.6bArmy Commander Ordershere  11.2 Effects on Movement unit's movement allowance and points spent remain

are only two ways the army commander can issue Each formation/unittype s assignedmdependent of others in the stack. When moving on a

ders: IPVs whil f his H AO/AW : road, each unit must move individually and may notend

orders: [PVs while away flom fis HQ of its own movement allowance on the Moveyg o ement stacked with another unit which also
ones sentfrom the army HQ (with the one exceptioment Chart. Line formations may not us

: €noved on the road in that phase and is still in column
in 10.6¢ below). bridges to cross rivers and creeks, but may oo q oo form[;tion '
The army commander has an IPV algross at fords. Units in column, mounted or ’Optional' Players may. get a more accurate

lowance. He can leave the Army HQ freely to makgmbered formation may cross rivers and creeks 4 col if thev all than a B fire level t
an IPV order. However, ontgnesuch order tone using bridges at no additional cost. Un”m'b ) Lljmn' leya owno morﬁ anfa cljre| ev?ho
recipient will expend this IPV allowance. He carpered batteries cannot move. Note that both tfwe Ig co un;ré a 0-?9 anﬁ; given ?})1( ° rr(])a : nfo e(;
recharge this allowance by spending one complefgovement point allowance and point costs fog oras, ?Jn utm dwzul_ requwi rete (re]xes t?f o |
game tum in the (non-moving) Army HQ'S heX-terrain vary according to formation. u?na:iplascee ?r:(eearl]ctﬁal ll,lr:ﬁt giaeefea% Zn(c)iwmarlkS ece?c;l

This use and recharge process can happen as man

times as the player%egires during thepgourse of Y . following hex with an extended line with the arrow

game. With the exception of 10.6¢, the army comfl's Effects on Fire Combat  pointing forward. Furthermore, each wagon or artillery
) o Certain formations may not con- unit must take up one full hex of road spalianks to

mander can never issue an IPV wihiighe HQ’s ) oy T . - :
duct fire combat and others are limited in theiD. Burrell for this easy to use adjustment. Its effects are

hex. . - : .
While stacked with his (non-moving) interesting and should be tried by all serious players.

HQ, the army commander can issue AO/AW ord¢rs .
as desired (note that bannotdo this while away| Force Anti-intiative Effects 12.3 Effects on Combat
from the HQ). Total Force used Only one A fire level and 5 gun points may
10.6¢ ConferencesThe Army com- | (less Leader Rating) Anti-Initiative Value fire out of a single hex. This total includes all hexsides
mander can conduct one “conference” in any gijen or less 0 through which fire takes place. The same limit applies
historical day. To hold a conference, move all the to 3 -1 to close combats. Only the top unit in a hex is the target
desired corps commanders to the army HQ'’s hex.to 6 -2 of fire combat (Exception: artillery units may engage
The army commander can then issue an IPV ordgror more -3 enemy artillery selectively regardless of its position in
to the entire group (the same order is received| by a stack.) Note that the total available to fire from a hex
each attendee).The order cost is that of a sirgdlgse this Anti-initiative rating as a column sh|ftis counted from the top unit down—therefore, in a hex
order of the type issued. (to the left) on the normal order acceptajcwith an AB, an A, and 5 gun points, the first unit can fire
10.6d Use of Force in OrdersKeep | table. an A and the gun points may fire; no greater combina-
track of the Force Points (if any) used for each orfler tion is allowed. If the top unitis less than an A fire level,
recipient during the course of play. Compare thanti-initiative effects begin the turn after ordgrthe next unit in the stack may add its strength to the fire,
total (minus the leader’s ratifyes,squared) to | reciept (order need not be accepted yet). | and so forth, so the stack can fire up to the A fire level
the table at right and assign the given anti-initiative limit. The top target unit provides any applicable modi-
to that leader for the rest of play. Note also the fiers to the fire combat for the target stack.

additional use of this particular anti-initiative on
regular order acceptance as listed below the table.
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12.4 Effects on Morale

The top unit in a stack provides the . .
morale level fortﬁe stack, and thispmorale level FI’O ntal F|re ArC Of U n |t
applies whenever a morale check for any of the
stack’s unitsis required. The top unitis also the
basis for the assorted morale modifiers affect-
ing the stack during morale and straggler checks.
Stacks can have but one morale state, marked
by the morale marker atop the stack. When
units in different morale states stack at the end
of movement, or anytime during a retreat (with
the exception of displacement), they adopt the . .
worst mo?ale state oFf) any ofthe) partsy ofths new Unit as Firer
stack—this rule does not apply when units
momentarily stack during movement.

Note that fires
along the boun-
dary between
the front and

the Flank/Rear
hexes, say from
hexAor B, are
considered to be
Flank/Rear
shots.

12.5 Effects of Over-Stacking

When discovered, an over-stacked
hex is treated as follows: The stack automati-
cally becomes disorganized. If already disor- A shot is determined to be either Frontal or Flank/R
ganized, it is routed. Overstacked hexes must | depending on the hexside crossed to enter the hex
be broken up in the next available friendly accordsing to this diagram.

Mo_vement and Close Combat Phase_. Rou_ted Facing, Frontal and Flank Hexes
units may move one hex to accomplish this.

Unit as Target

Repeat as needed.

) 14.1aUnits forced to retreat into an
13.0 FaCing 13.2 Effects of Facing on EZOC by morale results automatically draw

Alltroop units must be aligned so asMovement and Combat grrﬁ;rrc;r; (zl)l(gggtsf\(l)vrht?]::;/; ﬁeEXZOCf)rC;tlp et:teotfgf
to “face” a hex-side. All units in a given hex Aunit or stack of units may only fire . .

. L . ) a close combat). This does not affect the firin
must face in the same direction. Facing definegnd conduct close combats through its frontal i ability to zire at other times in the turn g
the front and Flank/Rear of each stack of unitfexsides, exclusive of the boundary hexsides ’

. “The target unit may not return fire in any way.
and can have critical effects on the outcome ¢f unit may not fire directly to the right or left. ¢ 14.1bFrianIy units negate EZyOCg
fire combat and morale checks. A unit or stack may receive fire or defendthey occupy only for purposes of tracing com-

13.0aA target receives the flank against close combats from any direction. o< 1"~ 4iis and supply. Units attacking in
fire modifiers to the Fire Combat and Morale . .
close combat may trace through one adjacent

Tables if at least one of the attacking units’ L
fires enters via a flank or rear hexalong the 14.0 Zones _Of. COﬂth' . rr:qe;(ngorr;tc‘ia'msmg EZOCs for purposes of corm-
hexside dividing front fromthe flank/rear hexes. Troop units in line formation or us.

Note that in this latter case, the defending uni¢nlimbered artillery units have Zones of Con- .

could not fire upon the unit hitting it along thetrol (ZOCs) in the hexes adjacent to theil4.2 Terrain Effects on ZOCs
hexside. A unit blocks enemy fire directedfrontal hexsides. Routed units never have ZOCs. ZOCs enter all frontal hexes regard-
along the hexsides defining the hexitis within—ZOCs of enemy units are referred to as Enemigss of the terrain of the hex or hexside crossed.
in other words, fire cannot be directed along #ones of Control or EZOCs.

hexside of an enemy held hex into the flank of 15.0 Retreat an
another enemy unit. 14.1 Effects of EZOCs 5.0 e eat and .

) ] A unit that enters an EZOC during Formatlon Change Flre
13.1 Changlng Facing movement, and does not wish to enter alGaneration

Facing change never costs move£nemy unit’s hex to conduct a close combat, i .
ment points. Any amount of rotation is allowedmust cease all movement for that phase. Enter- tial ¢ I :iunqg_ c?mbaar;esoluttlont, gr;o-
in a single facing change. EZOCs have n#1g an EZOC does not cost extra movemerfNtial target unit is forced to retreat before

effect on the ability to change facing. Facing?0ints, but any remaining points are lost (unf€ceiving fire, it may not be fired upon. In

i i ss the unit moves forward into close combafTeCt: it gets off easy.
may be altered at will by the phasing playef® 15.0aA unit thatretreats into an

during his normal movement, or by eithefn Which case, the remaining MPs are re- ; . )
player after close combat or at the end of Eined). Units may freely exit any EZOC theyEZOChex draws fire from all units which the
retreat caused by a Morale Table result. Noteccupy at the beginning of their movement, a§*/"'N9 player desiresho have a ZOC in the

that facing changes allowed the non_phasin@ng as the first hex entered is either a Closgex Units which are retreating from a close

player by participation in close combat occu€ombat or does not contain another EZOC?.?STE? ac:ftf]ﬁr?gtt r‘:g{n this retreatfire for the
after the full resolution of the close combat. Exiting an EZOC, subject to the above restric” X ! ’ .
15.0bWhenever a unithanges for-

tions, does not cost movement points or incur : JAYES
fire of any sort. Units may freely ignore oneMationadjacentto an enemy unguring its
hex of EZOCs (regardless of how many unit§€9ular movementis fired uporby all avail-
contribute to the ZOCs in the hex) in order t2P!€ €nemy units (which exert an EZOC into
enter a close combat. In this one case, the hd}¢ Nex in which the unit is changing forma-
entered immediately after the negated Ezo®0N): Artillery limberinghas its own rule be-
hex must be the close combat attack hex, 10w 15.0d. Note that this rule is intended to
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affectonlythose units which change formationcording to formation (e.g. mounted and un-16'3 Restrictions on

under their own power—not as the result of firenounted cavalry), calculate movement poinMlovement

combat or morale. The unit receiving fire isexpenditures proportionally and round frac- 16.3a Hexes containing enemy

considered to be in the least beneficial of théons of .5 or more up, round fractions of .49 oground combat units may only be entered by a

two formations involved for the fire combat. less down. friendly unit executing a close combat.

After the resolution of this fire, finish the 16.3bOnly friendly units move dur-

formation change. The unit may continue|toExampleA unit has 12 MPs in one formation ing the friendly movement phase. Enemy units

move (if it wasn’t routed in the fire combat). and 6 in another. While on its 12 side, |itmay be forced to retreat as the result of com-
15.0c Infantry/Cavalry brigades | expends 9 MPs (the 9 MPs includes the actu@ats; this is not considered movempat se

in column/mounted formation may change|taost of formation change) and then flips to ftsand is resolved immediately after the combatis

line formation freelyafter the resolution of a| 6 side. It has expended 9/12 of its availableesolved. Retreat movement is not calculated

fire combat against them, and such a formamovement allowance which is then applied tgsing movement points.

tion change doesot cause another attagk its 6 MP allowance giving 4.5whichisrounded

under the provisions of 15.0b. The ownipgo5. The unithaslMPremaining.Converser16.4 Effects of Friendly Units

player may execute this “free” formation charjgehe same unit is moving on its 6 side and uses

at his option. 4 MPs (again, this includes the cost to change - .
15.0d Artillery Units are subjecttq formation). This would be a proportion of 4 6effe_ct on the ’T‘OVeme_”t of other friendly units

several special conditions when changing forapplied to the 12 MP allowance would leave A,mtll the stackm_g rule is enforced at the end of

mation. Artillery units cameverunlimber in| MPs. movement. Un'.ts do, however, assume the

an EZOC. Any artillery unit which unlimbers worst of any mixed morale states in the hex

(which cannot be in an EZOC) is fired upon by 16.1c Each unit has a movementWhere they are stacked at the end of their
all otherwise qualified enemy units at or withinallowance, based on unit type and formationmovement'
2 hexes (including all artillery, infantry and given on the Movement Chart. This is the .

cavalry units (given LOS and facing); the tarnumber of movement points available to thel6.5 Effects of Enemy Units

get unit’s position in a stack does not matterunit in a given phase. Except in close combat, no friendly
The target in this case is still considered to be 16.1d Movement allowances are unit may ever stack with an enemy unit. Mov-
in limbered formation until the fire combat is completely independent of each other and exng units that enter EZOCs must cease move-
resolved. Artillery whicHimbersnever draws penditures of one unit do not affect othersment for the turn, unless the next hex they enter

fire, butrolls on the Gun Loss Table if doing sdVlovement points and allowances, even if unis occupied by an enemy unit and the moving

Generally, friendly units have no

in an EZOC. used, may not be transferred from unit to uniunit desires to conduct a close combat.
or saved for future use.
160 Movement 16.1eA unit starting the movement 16.6 Reinforcements

. phase with movement points but having insuf-
During each player's Movementands.iant MPs to entean ;

i . and entry area listed in the scenario or arrival
Close Combat Phase, th? phgsmg player ,mac‘;)fways move one hex. This one hex mustnot hedulgfor the given game. Reinforcements
move as many or few of his units as he desirez,, 5 he thatis prohibited, across a prohibite '

During the Movement Phase, each appropriaigay ;i i ay not be delayed, ignored, or redirected in
’ xside, or into a close combat. A :
unit may move as many or as few hexes as anyway. TI\:|1§\>//en;2i)|lf1faC)rrr(I:Veen1lg rifsl);mg?ﬁg?ép

Reinforcements arrive at the time

desired within the unit's movement allowanc :

and any restrictions placed on the unit. Nor‘1e;|'6'2 Terrain Effects on as if they were in a long column extending off
phasing player units cannot move during thdlovement the map from the entry hex out. The firstunitin
phasing player's movement phase (except due As per the Movement Chart, eachthe column counts the entry hex as its first hex

to morale resuItS). Fire Combat, other than thafex and hexside feature in the game COStSoé movement, the next in line treats it as the

in Close Combat or triggered by formationyarying number of movement points to enter opecond and so on. If the entry hexis aroad, the

change in an EZOC, does not occur during theross. A moving unit must pay the total re-S2M€ sort of road is assumed to extend off the

Movement and Close Combat Phase. quired cost before entry, with the “one he>JT;alo qtnd the reinforcements are in column
movement” exception above in 16.1e. ajong it Should irv hex be blocked b
Procedure: 16.2a The moving unit may use ould an entry hex be blocked by

Move each unit individually or as a roads only when crossing a road hexside t§"€mY Units or their ZOCs, reinforcements
stack maintaining its running movement alenter a given hex. A unit may pay the road & amve anywhere along the map edge at or
lowance as movement points are expendeghovement costand ignore other features in thithin 10 hexes from the blocked hex. If one or
This movement must follow a contiguous pathex or hexside crossed. more hexes of this zone is also blocked by
through the hex grid. Units may move in any 16.2bA hexside feature that must S"eMY UNits, add that number of hexes to the
direction or set of directions, but must alwayse crossed and is not negated by a road addsHdtside edges of the zone (if the basic 21 hex

be in only one hex at a time. cost to that of the hex being entered. zone—10 on either side plus the original
16.2cUnits may not enter or cross blocked hex—has another four hexes blocked,

. - . . e zone would be 29 hexes wide). When
16.1 How to Move Units prohibited hexes and hexsides. Units forced tg;inforcements are forced to use this entry

i do so are destroyed. . :
16.1aDuring a Movement Phase, a 16.2d ,Z t h froct zone method, all reinforcements enter as if
player may move all, some or none of his units _ . orest hexes afiect move- hey were just off the map edge and are no
as he desires. ment if they contain at least two complete tre ; iti iy (thev h
16.1b Movement is calculated us- Symbols. The entire hex (including hexsides onger in a queue awaiting entry ( hey have
. : : ; locks LOS if the above is true eployed). Supply trains (which require a road
ing Movement Points. Each unit expends &10¢ : to move on) may entry on any available road
i R 16.2e A unit crossing a hexside . Y y any ava o
number of movement points for each hex en hex in the zone or delay arrival until the origi-

tered or hexside crossed according to the Movéthich is both an elevation change and a slop

- | road entry hex is cleared for entry on the
i r extreme slope pays the movement point coS¢" " i
ment Chart. Keep a running total of the numbe? pe pay. p \ning player's choice. A player cannot use

i i i f the most expensive of these features. The$¥. .
of movm_ament points a unit expends as it move$)! . Ipt' this “blocked entry rule” voluntarily—the en-
If a unit's movement allowance changes ac&f€ Not cumulative.

Page 13



Civil War, Brigade Series Rules, v3.0

emy must block the original entry hex with a unit
or a ZOC to allow this rule to be used.

17.0 Extended Line

Extended Line is anit which allows
large units the ability to bring more of their
firepower to bear. Extended line markers liter-
ally move out from the parent unit (or back again Wadorh
to return). These extended lines then behave Ll
exactly as any other combat umixceptthat at
the end of every phase they must be adjacent to
their parent with the arrow on their counter
unambiguously identifying the parent. The ar-
row restriction isnot meant also to restrict
facing; it isonly a method of identification.

Note the ramifications of the above:
Extended lines have the same facing, move-
ment, morale, combat ability and target charac-
teristics of any other unit of the same type.
Extended lines may never be in “Column” or
“Mounted” formations. As long as both players
understand which extended line belongs to which
parent, the “arrow restriction” does not affect
the facing of an extended life any way

17.1 Restrictions on Extended
Line

Infantry and Cavalry units in Line
formation with at least a B fire level may extend
line. Larger units may extend line into two
hexes. No unit may ever have more than two
extended lines attached to it, and extended line
markers may never extend line or stack with
other extended lines. Fire levels must be evenly
divided between the parent and any extended
lines—with any excess in the parent’s hex. No
extended line marker may ever exist without at
least a C fire level.

17.2 Effects of Extended Lines

17.2aExtended lines behave as any
other line unit, with the additional requirement
to be adjacent to the parent unit at the end of each
phase. Extended lines fire, move, close combat,
and have morale as would any unit. Morale
results affect only the portion of the unit actually
checking for morale, unless the extended line is A few extended line possibilities—all of these are legal.
reabsorbed and then the regular morale effects These are not all the possible ones, only some food for thought.
on stacking are followed. If any part of an

extended unit is routed, the entire unit must 17.2cExtended lines rally as sepa-is required to resupply a brigade, regardless of
collapse into the parent’s hex and be routed. rate units. extended lines.
17.2bSome morale results (notably 17.2dAfter subtracting losses, ap-

retreats of 2 hexes) separate extended lines frasiy any required reduction in fire levels to the

their parent units. In such cases, the non-retrezﬁll%t a)s/ aqwho|e, and divide remaining ﬁrel8'0 Forced Ma_'rCh _
ing portion of the unit must also retreat farevels evenly among the parent and all ex- orced march is a method of in-
enough (usually one hex) to maintain contadiended lines. If the unit no longer has enougfi'€@sing the speed of marching troops; the cost
with the retreating part, and the unit displaced igtrength to support the extended lines it malp 2dditional stragglers.

this manner has its morale state worsened by opgve, eliminate one or more extended lines 18.0a0nly infantry in column may
level. The extended line may never “circle” theuntil the unit can support them and place th&S€ forced march. Units must be in column at
parent to avoid causing this displacement. Artilparent in any of the originally occupied hexed!® P€ginning of their movement and may not
lery under the non-retreating portion of the linexs desired. change to line at any time during the current
has no effect on the above. Artillery in such a 17.2eEach part of a brigade in ex- Phase. Disorganized or Routed brigades may
circumstance need not retreat with the line if théended line becomes Low Ammo separately?€Ver force march.

player wishes it to remain in place. Should the brigade reform in one hex, then the 18.0bFor one set of two (2) extra

brigade is Low Ammo. Only one supply pc)immovement points, first roll on the 1/2-1 Strag-
gler Table with appropriate modifiers. After
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taking any straggler losses, the brigade may 1. No terrain of higher elevation 19.3 Effects and Restrictions
use the extra MPs. than A’s and B’s Elevations exists between 19.3a.OSis determined in all cases

18.0cTo gain a second set of twothem. _ to be either blocked or not blocked. Blocked
MPs, roll on the Straggler Table. This timeT: Next line. F: LOS is blocked. LOSs do not allow fire combat to occur be-

make the roll on the 1 1/2+ column. No more ~ tween the hexes in question. LOSs which are
than this total of four MPs may be gained by 2.Aand B have the same Elevation., ot plocked allow fire combat in both direc-
forced marching. T: LOS is not blocked. F: Next line. tions. LOS has no other effects.

. . 19.3b Certain terrain features add
19.0 Line of Sight (LOS)

i f3t'hA"?W ATtO have thsehehti\%herrfl- one to the elevation of a hex in determining
; ; . . evation of the two. lerrain exi ee blockage. These are forest, orchard, and urban

; Line of Sight (LOS) Is the determi- anq g of elevation the same as A's Elevationhexes. These hexes add if any part of the hex
natlﬁn otfhwhef_hgrstwolumts can see art1d f||re °%: Next line. F: Go to line 6. (including all that hex’s hexsides) is crossed
each other. rules cause most players :
enouah problems that the oeitherwithphoyuse . . . Note that urban hexes do not affect LOSs that
rules%rlg the “seat ofthei);gants " The follow- 4.This terrain of the same elevationgyirt their hexsides, unlesmth hexes are ur-
1SS0 Y : pants. as A’s Elevation is separated from A by lowelyay These features add one to the level of the
ingis an attemptto give a determination methog .\ ations. :

hex for LOS purposes. They dotadd to the

to be used for borderline cases—when playefs. | 55 is plocked. F: Next line.

disagree. In general, LOS tends to be straight-
forward—it is either blocked or it isn’t—but

5.Eithera lower Elevation is closer

some cases defy easy decision. Use the folloW; the same distance from A to B, than past A

ing in those cases. or higher Elevations exigastA beforereach- B A
ing lower Elevations. & True
19.1 General Rule T: Next line. F: LOS is blocked.
The map’s hexes are color coded as
to their elevation level. The relationship of 6. Terrain exists between A and B A
these levels is given on the Elevation key on théhat has an Elevation higher than B'’s but less
map. The level of the hex represents the elevéhan A's, is closer to B than Andis separated @ False

tion of the center of the hex. Consider elevatiofrom A by Elevations lower than itself.
changes as gradual changes, not as abruptLOS is blocked. F: LOS is not blocked.

right-angles asif formed by “layer cake” blocks

of terrain. LOS is determined from the center
of one hex to the center of the other. Features
intersected by this line may block LOS; those
features not on this line will not. The elevation
of ahexside is considered to be half the change

ifany, between the adjacent hexes, added to thg

elevation of the lower hex.

19.2 Determining LOS

19.2aRules of ThumtHigher ter-
rain than both firer and target always blocks.
Same elevations as the higher of the two hexeg
blocks if it is separated from the higher hex by

A

B
A
B

LOS Algorithim Step 1

elevations lower than itself or the unit can be
considered to be behind the crest of a ridge o]
hill. Terrain of elevation between the two hexes’
elevations (if different) blocks if the mid-way
elevation is closer to the lower one and is
separated from the higher by elevations lower
than itself. If the rules of thumb do not decide
the issue, follow the below.

19.2b Terms and Conditionsel-
evation—Elevation of terrain including any
maodifiers, such as trees, buildings, or units.
(See 19.3bklevation—The unit’'s elevation,

B

A

ooy e

A

B
False

LOS Algorithim Step 2

e.g., the elevation of terrain ignoring any modi-
fiers.

19.2cAlgorithm.Decideif eachline
is true or false and proceed as indicated.
Given unit A and unit B (A and B) regardless
of which is the firer or target, and a straight line
connecting the centers of the hexes of each uni
(the LOS) which continues past both points.
Terrain is only a concern here if it lies on the
LOS line itself, either between the units or past
them.

False

LOS Algorithim Step 3

LOS Algorithim Step 4

A

@

o]

True

@

False

LOS Algorithim Step 5

1

True

)

or

1

False

LOS Algorithim Step 6
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elevation of units in a hex. Buildings and otheProcedure: disorganized fires, and then round down (re-
minor features are included purely for historical For eachtarget hex, the firing playergardless of fractional value).

interest, and—unless marked as urban terrain4dentifies all firing units. On the Fire Point Do not round “less than 1"
never affect LOS. Tables (above the Fire Combat Table), crostres...they are always “less than 1”.

19.3cUnits may always fire into or reference each firing unit’s current fire level or
out of, but not through, forest, orchard, andyjun points with the range to the target to findp(Q .2 Plus “+” Weapons Types
urban hexes. Ifthe elevations work out correctithefire pointsthat unit creates. Total these fire
it is possible to fire over these features. points for all units firing onto the same targety o (“+”) weapons, with a + on the counter.
19.3dUnits add one to the elevation Locate this fire point total along the top row ofThese units use tr;e “+" weapon fire point
of the hex they are in when determining the LO$he Fire Combat Table and adjust the COIUmUaIues listed in parenthesis on the Small Arms
of units firing through their heXeriendly units  for any of the circumstances listed on th
may never fire “over the heads™fakndly units Combat Table Modifiers list above the Fire
if those units are adjacent to the target. Combat Table (total all modifiefseforeap- . .
19.3eUnits or features within a hex plying any). Note that the table is restricted t@0-3 Restrictions on Fire
which is an end-point of an LOS never block arthe columns shown—fires shifted beyond thdCombat
LOS. Units always have an unblocked LOS intdable are resolved on the last available table 20.3aSplitting fire is not allowed.
all their adjacent hexes. column. Resolve the fire combat on the resulta single unit (or extended line) can only fire at
19.3fHexsides allow LOS if the unit ing column. Roll two dice. The cross-indexy single target hex. A brigade with two ex-
could see through at least one of the hexdsetween this column and the dice roll is thgended lines could fire at a maximum of three
adjacent to the hexsidexceptin the case where combat result. Execute this result and makgyrgets (one for the parent and one each for the
one of the hexes contains an enemy unit. Hexsidasy Straggler or Morale checks. extended lines).
around enemy units are always blocked if the 20.3b Count the maximum fires
LOS must traverse them (as opposed to crossifietailed Procedure Steps: from a hex starting with the top unit and work-
them into the enemy unit, when it is the target). 1. Total the Fire Points applied t0jng down the stack, as mentioned in Stacking
the target using the Small Arms or Artillery Effects on Combat (see 12.3).

19.4 Visibility range tables to determine the total points firing. 20.3cArtillery units in a stack may
Visibility is given as a number on the F1US (+") weapons units use the fire pointsye selectively targeted Iaytillery units re-
Turn Record Track. It is in effect for that turn/iSted in parenthesis. . . gardless of their position in the target stack.
only and is the maximum range in hexes an 2. Expend one artillery ammo point 20.3dUnits may fire only once per
LOS may extend. If no number is given, visibil-},.o.r each five gun points, or portion thereof.combat phase. Any number of a player’s eli-
ity is unlimited. The visibility number for a turn 11N9- _ ) gible units may fire in a given phase. There is
is inclusive, that is, a five hex visibility means 3. Find the column of the Fire Com- no imit on the number of units or fire levels
ranges up to and including five hexes are af23t Table containing the resulting fire pointihat can engage a single target.
lowed. total. Modify this column according to any 20.3eUnits may split their fires into
special Cifuénslfﬁtlncej_that may exist. more than one combat, but such splitting must
. . Roll two dice. i int li
20.0 Fire Com bat 5. Determine the result by cross-be done azl%hgfzrgi\lz\ée:]:: dmgyﬂg ?;?égtr:zsé
Fire combat is the game’s method ofindexing the dice roll with the final column.  maximum oftwicein a given fire phase—once
recreating battle between opposing units. Fire 6. Round all 1/2 results by an extraggainst its artillery (if any) and once against the
occurs during the listed combat phases and maye die roll according to the 1/2 Loss Tablgop non-artillery unit (if any). Note that a given
be initiated during movement by close combatbelow the Fire Combat Table. Mark the U”it'sattacking unit may not fire in both attacks. This
or formation changes. In the fire combat phasespss Chart for losses inflicted. rule is exclusive of 26.6; in effect, artillery can
one player may fire any of his units he desires, 7. If the roll on the Fire Combat pe targeted separately in a stack (by artillery)
individually orin conjunction, then the opposingTable was an 11 or 12, mark all small armgn the stack may be fired upon normally in
player may do likewise. Close combats are rdiring units with a Low Ammo Marker. the same fire phase.
solved as they occur, following the Close Com- 8. Rollonthe Leader Loss Table for Note: Units can be targeted more
bat Procedure. every leader in the target hex. than once if they happen to retreat to another
Play Tip: A way of making the com- 9. Make any required straggler checkyex which is later fired upon in the same phase.
bat resolution system much faster and easierisen the Straggler Table. Mark any stragglefrhe retreating units are liable as any other unit
roll all the needed dice at once and to read tHesses on the unit’'s Loss Chart. in that new hex.
results as needed. To do this, place the following 10. Make any required morale check 20.3gUnits may conduct fire com-
combination of dice into a dice roller: two largeon the Morale Table. Execute the result.  pat freely out to the range of the weapon
red dice, one smaller red die, one yellow die, one 11. Change the target’s fire |9V9|invo|ved, given LOS and visibility. The max
black die (white dots) and one white die (blaclased on casualties and stragglers incurred.range is 2 hexes for small arms and 10 for
dots). (The actual dice and colors used is up to artillery.
you, but the above is a working example. Usin@(Q.1 Fire Points

the above dlcej they will be read_as follows. The Fire points represent the volume 0f20.4 Terrain Effects

two large red dice are for the main combat table;, generated by different sizes and types of 20.4aThose terrain types that affect
The smaller red one rounds any 1/2 results. Tgyjis petermine a given unit's fire points with compat are listed as column shifts in the Com-
vellow die is for the Straggler Table. The rene small Arms and Artillery Tables above thepat Table Modifiers Chart above the Fire Com-
maining two dice are for the Morale Table withgjre compat Table. For each firing fire level ofhat Table. Other terrain types only affect com-
the black die the tens digit and the white die ,thgun point unit, find the fire points listed on thepat by reétricting LOS

ones. Use only the results from the dice whicB o hriate table. Total the points for all units 20 4bA giveﬁ Modifier line on the
are needed acco.rdmg to_the Fire Table rgsult—h—ring at a given target and use it to determingompbat TaBIe Modifiers list may apply only
in other words, if the Fire Table result is noyq injtial column on the Fire Combat Table. gnce per fire combat

effect, ignore all the ‘other dice. Thls.sys_tem Disorganized units fire at half 20.40A slop;e affects a fire combat
speeds up play drastically—although it mighkrengih. Halve the total fire points of all disor-if 4] fires in the combat cross slope hexsides
sound cumbersome at first. ganized firers, add them to the total of nonif any fire comes into the target hex via a non-

Certain units are listed as having

able.
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slope hexside, the target does not get the |
efit of the slope at all. This same rule appliegompat Table

identically to extreme slopes, sunken ro
hexsides, and trenches.

20.5 Combat Results

After determining the fire pointg

and applying column shifts and modifiers, r
two dice to determine the combat result.
20.5aMorale ChecksCertain re-

sults are listed as M, M-1, or M-2. These resu

call for a morale check only (no casualties
stragglers). Roll on the Morale Table for t

top unit. The number following the M (-1, -3) Asfiring atrange 2. Neither brigade has “plus
is an additional number of upward shifts on thé&veapons.

Morale Table.
20.5bStraggler Check#ny result

giving 1/2 or more casualties also calls for #0ints, or atotal of 4 for the two firers. Identif
straggler check. See Stragglers for details| dfie 3-4 fire point column on the Fire Tablg
making the check. Make the straggler checRRead down the list of Fire Table Modifiers an
evenifthe 1/2 loss rounds to zero. The top npréletermine if any apply. Let's say our target

€Bxample: Use of Fire Points and the Fire

A his example is designed to introduce playé
to the use of the Fire Table, calculation of fi
points and fire combat resolution. Where stral
gler and morale checks would be require|
they are listed but the actual check required

|Inot made.

In this first example, 2 Infantry brigades ar
|thring at a single target at range 2. Both infarj
otry brigades have a strength of greater than t
AAfire level, so the fire can be calculated as t

Areading from the Small Arms Chal
tells us that an A at range 2 provides 2 fi

20.7bWhen all the spots to the left
of the wrecked line for the division are marked,
srthe division is wrecked. Circle the division’s
eldentification on the chart and apply the addi-
inonal modifiers from that point.

d

21.0 Stragglers

Stragglers are troops separated from
the ranks through the effect of combat and
exertion. While not casualties or permanent
“losses, they are not available for combat use.
"®nlike battle casualties, stragglers may be
Y‘?ecovered during play to rebuild a unit's
strength.

e

21.1 Straggler Checks

Stragglers can be lost during com-

w bat, forced march, and morale results. Make
gstraggler checks whenever a 1/2 casualty or
igreater Fire Combat Table result occurs, units

<

artillery unit makes the straggler check for thet a higher elevation than the firer's, but thegemake an Emergency Retreat, or when a player

stack if an artillery unit in the stack was thelS no slope symbol between the firers and

target of fire combat.

20.5cStep Lossesny numeric re-
sult on the table indicates a casualty Io
straggler check, and morale check. Round
1/2 losses up or down; see 20.5d. Record
casualties on the Loss Chart for the unit. Ma
the appropriate straggler and morale cheg
execute and record those results as nee
Make any adjustments to the fire level mark
under the unit and move on.

20.5d 1/2 Loss RoundingMany
results include a 1/2 result. Round this reg
using an additional one die roll (1-3 down,
6 up). Even when a result rounds to zerg
straggler and morale check are still require

20.5eLow AmmoWhenever a Firg
Combat Table roll is an 11 or 12, mark all t
small arms firing units as being Low Amm
These units remain at Low Ammo until resu
plied by a supply wagon or train. See Sup
for more details.

20.6 Step Losses

Record step losses of infantry an

cavalry units on the player's Loss Charts
mentioned above. Mark off these losses as
occur and adjust fire levels accordingly. Art
lery units have no loss charts, but instead h
their current strength recorded using nume

gun point markers under the unit counter. ko
artillery, a given numeric loss from the Fire

Table is the number of gun points in that u
destroyed.

20.7 Marking Losses and
Stragglers

target. In this case, the targetould notre-

ceive the benefit of the column shift award
sdor being behind a slope (-1). In fact, none
arfpe modifiers apply. On the 3-4 column, t
tging player rolls two dice and gets a 6 whic|
kgives a “1/2” result. He would then roll an-
kether die to round this result off (as per th
ddapttom of the Fire Table), check for straggler
srgnd do a morale check. That would end this f

combat.

ulin the second example, a player is firing a
hand an A atrange 1, a B at range 2, a battg
, af 5 gun points at range 6, and a battery of
dgun points at range 8. The player gets t
following fire points for each of these: 2, 4,
hel, and 1/2 respectively for a total of 8 1/2 or|
n.(after rounding). This places the initial Firg
p-Table column at the 7-8 column.
bly In this case, however, one of th
firers is at Low Ammo, but one of the firers h
a flank shot. The following column shifts a
awarded: -1, and +2 respectively for a totg
hift of +1. This means the fire is resolved
he 9-11 column.
has The player rolls 2 dice getting af
I-%' Since the dice roll is an 11 or 12, all th
small arms units which fired are now marke
PSwAmmo (the one that already was so mark
s unaffected). The result is a 2 1/2, which
"Ohen rounded to either a 2 or a 3 by th

additional rounding die roll. Straggler and

q%orale checks are required and made.

nehooses to force march.
Procedure:

bd Choose the correct half of the Strag-

opler Table to use based on the “1/2 to 1” or “1

el/2 or more” loss column headings. Consult

hthe column which corresponds to the morale
rating of the unit in question. Roll one die and
gmnodify according to the modifiers listed under
sthe table. These modifiers are cumulative. Cross
réndex the modified roll result with the correct
morale column, the result is the steps lost to
stragglers. Mark these accordingly.

B 21.1alf the checking unit is de-

Iff;troyed by its straggler loss, the next lower unit
gakes any remaining straggler loss and makes

hdéhe morale check, if any. Note that this next

1, unit does not rolkeparatelyfor stragglers.

8 21.1blf a unit is destroyed in fire
combatbeforemaking its straggler check, the
next lower unit makes the check.

e 21.1c Artillery units never suffer

hdoss due to stragglers or from the Morale Table.

df an artillery unit takes a loss on the Fire
|Combat Table, the top infantry or cavalry unit
hin the stack makes the straggler and morale
check for the stack. Artillery alone in a hex
would check morale for itself (as if it had a C
g@mnorale rating), but ignore any straggler losses
¢nd never make straggler checks.

ed

i21.2 Straggler Recovery

e Stragglers may be recovered under
the conditions below. Units may be marked
and attempt to recover stragglers on any day or

doing so, you make straggler recovery mu
easier to control.

20.7aWhen all the brigade’s spots

to the left of the “wrecked mark” are marke

clgght hour turn (8:00, 9:00, etc.). Straggler
ecovery Markers may be placed on units that
fulfill the following conditions:

d a. The unit is at least 4 hexes away

Each brigade has a row of ovals okyjth casualties and stragglers, the brigade fom an enemy unit.

squares in a line on the Loss Chart. Mark eaclrecked. Mark a line through the brigade’s
casualty with an “X,” each straggler with a */jgentification on the Loss Chaffor easy ref- S
". Keep the casualties to the left of the stradarence) and an “X” in one of the Division’s
glers by pushing the stragglers to the right angpots. Apply any appropriate modifiers from
completing the “X” for each new casualty. Bythat point on as long as the wrecked status Ias{E

b. The unit may not be in any morale
tate other than normal, including BL.

c. The unit must be within normal
command radiusof that part of it available at
e time the unit is marked—in the case when
e corps HQ is not yet on the mapivisional
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Example:Use of Loss Charts

The following example shows the method of marking Loss charts as well as the correct
of reading them. Below is an example brigade and division set of Loss Chart boxes.
strength, the brigade is an A fire level unit.

Brigade AO
Division [

B [ Clm

After a turn of combat, the brigade takes one casualty and one straggler. This is marked g

Clm

Brigade AX

Division I

B /T

Note that the casualty (the X) is placed to the left, the straggler (/) is placed to the righ
brigade is now a B fire level unit and should be marked as such on the game map. In the fg

turn, the brigade suffers another casualty. This is marked like so:

Brigade AX  BYY

Division [0

Clm

Note that the casualty forces the straggler to shift to the right. The combination of casualti
stragglers touches the brigade’s wrecked mark. This causes the brigade to be wrecked ang

to be marked off the division’s set, which also causes the division to become wrecked,
limit is hit. This is shown as follows:

o: B
0 X

Clm

The additional marks are made to alert the player to the wrecked condition of this unit, g
he can easily remember that it is now eligible for all sorts of nasty modifiers on several {

Msthedure:
At full a. The attacker enters the defender’s
hex at the hex’s cost +1 in MPs.

b. First the defender then the at-
tacker calculate and conduct fire combat. Do
this sequentially. Execute the results and make
straggler checks as eachis done. They make no

ISMdFale Checks now and ignore modifiers to be
applied to the Morale Table from the Fire
Table.

c. Attacker checks morale at -6 (plus
any other applicable modifiers). If the morale
Lrd: Ut forces the attacker to retreat, the attack-
IiNlayer executes the result and the close
combat enddNote that the attacker is exempt
from this check if the defender was unable to

fire in the close combat.

d. If close combatdoes notendinc.,
the defender checks morale at -4 (plus any

ESHM modifiers). If the morale result forces a

N3&¥4E, the close combat ends. The defender

SIGENExecutes the morale result and conducts
an additional morale check (that is, after hav-
ing retreated) without the close combat modi-
fiers.

e. If combat has not ended yet, use
the Odds Table to determine the winner. The

Q88 from the Odds Table retreats—attacker
aBP?éhex, defender two hexes. If the defender is
the loser, he must conduct an additional morale

goals do not negate this condition. glers they themselves have lost. Straggl

check at the end of his two hex retreat.
ers In all cases, one side or the other

Once placed, Straggler Recoverymay not be combined between brigades, angjl end up alone in the hex. The attacker may
Markers are removed if any of the placemengombat casualties may never be recovered. continue movementwith any remaining move-

conditions is violated or if any of the following
oceur: _ 22.0 Wrecked Brigades
a. The unit moves. S .
b. Another unit that was not theredNd DiviSions
when the marker was placed enters the marked
unit's hex and stack with it.

ment points afterwards. Note that the retreats

caused by close combat do not expend move-

ment points or cause a unit to stop moving.
After the combat has been resolved,

As a unit's losses (both combat andparticipating units (only) on either side may
straggler) increase, the unit will reach or surfreely change facing and stacking position.

c. The unitis fired upon, regardlesspass its wrecked limit on the Loss Chart. Once

of combat result.

through straggler recovery. They may do s@enalties apply. A unitmay become un
only if they have at least 2 strength pointsy the recovery of enough stragglers

esL _ all spaces to the left of the limit are filled, the23 1 Restrictions
Eliminated units may re-enter play unit is considered wrecked and all resultant

A unit may conduct as many close

-wreckeflympats in a phase as desired within the con-
such th@jraints of its movement allowance and the

which can be recovered. Place Straggler Rehe unit's losses no longer reach its wreckegl, gitions of close combat below

covery Markers according to the same condiimit. Divisions, once enough of their brigades

tions above in any empty hex within appropriare wrecked, also become wrecked. Recov
ate command radius.

wrecking of divisions.
Procedure:

of component brigades can lead to the un-

) Awrecked brigade, or wrecked bri-
For each marked unit, roll on the gade of a wrecked division, differs from regu

23.1aAttacking units mayotbe in
B¥hy morale state other than BL or normal.
23.1b Attackers maynot violate
command radius. Command radius must reach
into the target hex at the moment of the attack.
"EZOCs in the hex from which the attacker

e

Straggler Recovery Table for the correct MOtar units in that it has additional morale and,, iered CC do not block this trace

ra!e value. Erase recovered stragglers f'rom thraggler modifierswrecked brigades may
brigade’s loss chart. Make any corrections t@ever attack in close combatWrecked divi-

fire level markers based on this change. Ajons also affect Corps Attack Stoppage.
destroyed unit which reappears through strag-

gler recovery is placed on the map in an appro-
priately marked hex. Straggler recovery mark

ers can be placed in empty hexes in anticing3'0 Close Combat
tion of the appearance of rebuilt units. De- G )
stroyed brigades roll for recovery using theiffire and movement which occurs in the Mov

printed morales. After rolling for each unitment and Close Combat Phase. Moving uni

attempting recovery, remove the straggler revhich desire to conduct close combat mo
covery marker.

Brigades may only recover strag-
then resolve the combat as listed below.

adjacent to their target, expend one MP plu
the cost of the target’s hex, enter the hex, arf@" 18aders, who may come from anywhere—

23.1cClose combat attackers may
notbe wrecked brigades.

23.1dA unit may be the target of an
unlimited number of close combats in a given
phase. The order of attacks is completely in the
hands of the attacking player. The defender

Close combat is a combination of Must accept close combat attacks.
e-

23.1eAlways resolveclose combat
{gefore conducting other movement. Note that
&lnits wishing to conduct a close combat to-
gether must start movement together (except

Vv

but still must join from the same hexside the
other units crossed to get into the close com-

Page 26



The Gamers, Inc.

bat). Units with extended lines may retract 23.1r Units in Column or Mounted
those lines on the way to the close combat arfdrmation may conduct close combat as at
attack as a single unit.

23.1fNo unit may add its fire to a Because of morale and formation effects, it

close combat unless actually engaged in thabbssible that units from one or both sides ma

hex. be unable to fire.
23.1g Calculate stacking and fire
limits for each side separately; all normal ruleg€xample: Close Combat Sequence

regarding stacking and fire are in effect. This example narrates a close combat in or

uses the close combat range columns of |tr@dombats and the straggler and morale che
Fire Point Determination Chart. Terrain df-have been omitted except where usefulto s
fects close combat fires as any other combathe effects of a close combat.
Hexside features that the attacker crosses to
enter the target hex also affect the combat, asthe attacking player announces the close c
the attacker were in the adjacent hex fronbat, pays the defender's hex movement p
which he entered. In close combat, moraleost plus one, and enters the defender’s h
checks are made only as called for by the clpsehe sides exchange fire (defender then
combat sequence and may not occur dire¢tacker) at CC (Close Combat) range for fi
after afire combat. Ignore morale checks cal
for by the Fire Combat Table.
23.1iArtillery units may never con-
duct close combat as attackers. Infantry
column may not fire in its portion of the fir
combat, but may change formation after t
fire combat is finished. Such an infantry fg
mation change is exempt from the usual “fi
mation change fire trigger” (15.0b) above.
23.1j Units may cross one EZO
hex to enter close combat. This hex may c
tain overlapping ZOCs from a number of €
emy units. Units wishing to enter a close co
bat may not move from one EZOC hex
anothebeforeentering the target hex.
23.1kWhenthe attacker enters clo
combat through a unit’s rear or flank hexsid
the defender fires with an additional -3 colun

any artillery along, the defender can use his
great effect (assumingitis unlimbered, thati
iThe losses and stragglers are marked on b
e side’s Loss Charts after each side’s fire al
héncluding straggler and leader casualty chec
r-The attacker then checks his morale with
radditional drop of 6 rows on top of anythin
else he is eligible for. If he is forced to retre
C because of this roll, the combat ends and th
brare no other effects—the defender manage
n-avoid the Morale Table.

fT]_

toAssuming the attacker survives his mor
check, the defender must check morale dr
5eping 4 rows in addition to anything else fi
pawhich he is eligible. If he is forced to retre
nrthe combat ends and the attacking units

tackers (especially if they have a death wish).

e
23.1hFire combat in close combat to show the procedure. The details of the firé!

24.0 Morale

Morale is the quality of a unit which
determines how well the unit withstands the
hock of combat. It is an evaluation of a unit’s
eadership, training, and (for the lack of a better
term) character. Each unitis assigned a morale
level or rating (which s printed on the counter).
Jhis level/rating is a permanent feature of the
nit and does not change during the relatively
i&hort period represented by the game. Units are
d@ted on a scale of A through E, from best to
worst.

4.1 Morale States

int Unlike morale levelanorale states

represent temporary conditions of confusion,
fear, or anger. A hex and all units in it can have
only one morale state at any given moment. A

edoints. While the attacker is unable to bringmorale state inflicted on one unit affects all

@thers in that hex. Mark morale states by using
)the appropriate marker atop the stack (normal
thas no marker). They are, in order of increas-
dngly poor performance:

S. Blood Lust-A tempo-

n rary state of high excitement,
|
p

resulting in a short-term sus-
pension of normal fear reac-
tions.
Normal—The usual state
.C :.'.J i
@t{ J creased caution.
r Disorganized—A partial
y .
) command breakdown and in-
ay creased resistance to com-

t
re
tc

Shaker—A mild in-

le crease in confusion and in-

shift modifier on the Fire Combat Table.

23.11Unit size greater than “AA”
has no additional effect on the Close Com
Odds Table.

23.1mf the attacker must retreg
out of a close combat (he lost), the first h
entered must be the one from which he ente
the combat. The defender’s retreat hex mus|
opposite the attacker’s entry hex, or as clos
possible given the presence of enemy units
the end of his retreat, the attacker still has
the MPs it had remaining before the retreat g
may continue to move and conduct more cl
combats, if it has sufficient movement poir]
remaining.

23.1nBoth sides in a close comb
are exemptfrom retreat fires in the first he
they enter. After that one hex, these ur
automatically draw fire from any enemy uni
whose EZOC they enter in retreat.

23.101f fire combat in the close
combat procedure eliminates the defend
units, the attacker mustill conduct his moralg
check at -6. His attack might falter before
knows he has won.

of the unit.
continue to move, provided they still have

patlose combat the same target again if they wish

and their ability to do so is not otherwis
t restricted (by morale or movement points, etd.).
ex he defender (if he retreats) must make the
reatiditional morale check. He makes this mp-

N\
movement points remaining. They may ever @a@
A

mands which would place the
unit into danger.

Rout—A collapse of or-
ganization and flight to the
rear.

24.1aEach morale state

t bale checkwithoutthe close combat modifie
e as -4.
At
aNow let's assume the defender also surviv
nthis is where the Odds Table is used. Con
sthe unit strength for each side using the Po
tsvalue Chart on the Odds Table, keeping
mind that strength over the AA fire level
atirrelevant, and determine the odds. Roll o
die on the table making any die roll modifie
itmoted on the Odds Table. The Odds Ta
tsresult will generate a winner and a loser for th
combat. Execute the results. Note that if t|
attacker loses, he must retreat one hex. If {
ndefender loses, he must retreat two hexes
make an additional morale check. This mora
heheck, as stated earlier, does not use the cl

has its own effects, as given
on the Morale Effects Table,

.. 0n fire, movement, and close
combat. In addition, the fol-

S. lowing is true:
ert 24.1bRouted units may not move

nboluntarily during the friendly Movement and
irClose Combat Phase. They must retreat, how-
sever, if they fail to rally during the friendly
éRally Phase are less than 6 hexes of an enemy
sunit. This retreat occurs instantly in that Rally
blPhase and continues until the routed unit is 6
ehexes away from all enemy units. If a routed
hanit is unable to execute this retreat due to
hienpassible terrain or enemy units, all remain-
ing strength is marked off as casualties (not
lstragglers) and the unit is eliminated. Such
D$mits may re-enter play by the recovery of

combat modifiers.

23.1p Additional morale checks

stragglers, like any other destroyed unit. Note

made by the defender (as per the close combat

procedurefo notinclude the -4 modifier.
23.1gBL units are notequiredto
make close combats.

that this “movement” is not inhibited in any
way by normal command radius restrictions.
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24.2 Morale Checks

Make morale checks when call
for by the Fire Combat Table and during tl
Close Combat sequence. Follow this prog
dure for making the check:

A. Find the unit's morale level tg
the left of the Morale Table.

B. Total all applicable modifiers.

C. Modify the row, as found on th¢
left of the table, by this total modifier, with “+’
being up and “-” being down.

D. Roll two dice. The red die is th
first digit, the white one the secofa red six
and a white four would be 64ind the column
along the modified row which contains th
dice roll and read up to the result.

E. Apply the column heading resul

24.2aln all cases, the top unitin th
stack at the time of the morale check gives
morale rating for the stack.

24.2b Artillery units, if top unit,
always have a morale level @. Artillery
alone in a hex never receives the artillg
morale benefit on the Morale Table, even
more than one artillery unit is in the hex. On
infantry and cavalry in line formation receiv|
this benefit. Also note that if artillery units a
selectively fired upon, the top usitill makes
the morale and straggler checks for the sta

24.2cUnits that are iBlood Lusto
not make morale checks as do other un
Instead, roll two dice on the Blood Lust Moral
Check Table. The only results possible are
effect and removal of blood lust. No modifie
ever apply to this roll.

24.2d Units which are destroyed
due to the Morale Table result are remov
from play before executing any retreat an
therefore, do not generate rout throughs.

24.2eAll losses from the Morale
Table come in the form of stragglers.

24.3 Retreats and Rout
Through

Retreats off the Morale Table a
given inhexes not movement points. Whe
required to retreat, the affected units my

Example:Complete Fire Combat Procedure, Leader, Straggler and Morale Checks to incl

Loss Chart Marking

What follows is a complete use of fire combat, straggler, and morale checks. It shows the
e_ire combat, the loss charts, stragglers, morale, and the determination of when a unit is wrt

We will use our fictitious brigade from before as the target.

A single A firer takes a shot at our brigade from range one. This is resolved on the 3-4 Fire
column with no applicable modifiers. A 3 is rolled which generates an M result, requiri
. morale check. No straggler check is required. Our brigade is a C morale unit with no leag
" other modifiers. The C row is used without adjustment up or down and a 46 is rolled. Our bri
is now shaken. The Shaken is removed in the owning player’'s subsequent Rally Phase,

" In the next fire phase, the enemies of our brigade have become more numerous. A total
points are applied against the brigade which includes a flank shot. The fire is resolved on t
14 column of the Fire Table. The firing player rolls a 6 which generates a 1 1/2 result. The g
rolls one die which rounds the result to one casualty and is marked as such:

| Brigade AX

'hgivision m

9]

B MM clm

The next step is to check for the leader in the target unit's hex. The division commander i
with the boys. Two dice are rolled and a two pops up. Our leader (or what's left of him) is ca
r);;1way for a funeral with honors and the counter is flipped to its replacement side and put
i]another unit of the same division.
l;lMoving to the Straggler Table, the owning player of the target brigade finds the C morale ¢
eof the 1 1/2 or more loss side of the table. He rolls a 5 which has a modifier of +1 applie
(for the flank shot) to be a 6 which generates 3 straggler losses. This is marked as:

IR o
Disiom K
e

nPlote that the brigade and the division are now considered wrecked and that the brigade
Slire level strength of C. The owning player moves to the Morale Table. This time he beging
C morale row and makes the following adjustments: -6 for being a flank target and -6 for
awrecked brigade of a wrecked division. Dropping 12 rows from the C row is not possible
re only 9 shifts available), so the morale check is made on the last row of the table (sad
o top off what has already been a very bad day, the player rolls a 66 for his morale roll
gives the Rb2L3 result. The brigade is routed, retreats two hexes and loses three strengt
to stragglers. This is marked as follows:

@rigad® AX BHEY /cHY/
QisioD)! i

This destroys the brigade and the counter is removed from the map. Since the unit has 6 str
to recover, it can be rebuilt using Straggler Recovery. The value of the rebuilt unit wi
| questionable, but it could be used to bluff your opponent, or to put up a turn or so of reasqg
Sfefense.

e
d

de

use of
pcked.

Table
hg a

eror
igade

pf 7 fire
he 12-
layer

5 there
rried
upon

lumn
toit

has a
atthe
being
there
face).
vhich
N points

agglers
Il be
nable

retreat the number of hexes given. If a unit

cannot retreat the number of hexes requireiow short-lived the stackhis exception tothe Worsen their morale state by one level (shaken

due to enemy units or impassible terrain, thatormal rule is intentional.

It simulates the to disorganized, for instance). This displace-

unit is automatically routed. Units forced off ‘contagiousness” of fear and the effect of ament may cause additional rout through and,
the map are eliminated. The standard retregisordered unit running to the rear on nearbyhence, additional displacement situations.
rule (5.2) controls the direction of a retreatunits—unlike a controlled movement in whicttiandle each one as an individual event, with

When units form a stack, by retreat or regulagther friendly units can “side step” to allow the same rules and options applying. Treat

movement, the entire stack adopts wst

morale state of any unit in it. Units may move

them to pass. displacements like retreats in that they must

be

24.3aA rout throughoccurs when- “locally to the rear.” Note that unlimbered

(butnotretreat) through hexes containing force@Ver a retreating unit enters a hex containingftillery may notdisplace orfollow in aretreat.
in other morale states and still be considere@ther friendly units during a retreat caused by hese artillery units merely absorb the passing
not to have stacked with the non-moving forcethe Morale Table or a close combat result. Notgnit's morale state and remain in place.

Ending one’s movement in an occupied hex ighe retreating unitneed not be literally “routed”

considered stacking. If such a stack then sp

up, each portion of the stack carries the new

24.3d If units choose to stack to-

lite create a rout through. gether, the worst morale state of the stack

morale state with it. Any unit that even mo-through their hex may either displace one heseontinues, if required, by the entire stack.

mentarily stacks with a routed unit (for anyor stack with the retreating units—at the own-
reason) isautomaticallyrouted, regardless of ing player’s option.

24.3eBlood Lust units which stack

24.3c If the units displace‘ they Way, lose their blood lust status.
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N — 25.4 Leader Losses
Whenever a stack with a morale 1564 Whenever a leaderisin a
state receives another morale result, the effects m— hex that receives enemy fire
are cumulative as follows: Automatic if not adjacent to and casualties are sustained (ig-
_ A If Dg and gets another Dg, the enemy. Otherwise, make BL nore 1/2 results that “round down”), check
stack is R. Morale Check. - !
. each leader in the hex for loss. Roll two dice on
normal B. If Dg and gets BL, the stack is Normal the Leader Loss Table and read the result. Roll
’ . o once separately for each leaderin the hex. Ifthe
C. If R and gets BL, the stack is ﬁ Automatic %) leader is killed or wounded, remove the leader
shaken. . % from play.
D.If Shand gets BL,thesta(;k_|s BL. (‘,Al % 25.4a Leaders who be-
E. All other results, the unit is the Iémjeﬁ] 0y come casualties must be re-
worse of the two. . =3 Replacement | placed. Corps commanders are
_ Additive effects never cause addi- A oF Any replaced by the senior division
tional retreat or straggler loss. 4 Automatic %Q 1 commander (based on the rank
2} § Ammm— onthe counter, owning player’s
24.5 Rally ~ 30 choice inties). Army command-
During the Rally Phase of a player’'s @@% 3 g ers are replaced by the available corps com-
turn, his units in any morale state must check J >0 manders as noted in the game rules. Division
for rally. To avoid confusion, follow this se- a— . &5 % commanders are replaced by generic brigade
quence: Roll 2 or less on one die ' o, leaders. Replace all leader losses immediately.
. Subtract Leader rating (if & < . .
A. Remove BL from all units not stacked) from die. %-: 25.4bNote that in later versions of
adjacent to an enemy unit. 58 this series, the backs of division commanders
B. Roll for remaining BLs on the _ 873 are printed with the replacement leader marked
Blood Lust Morale Check Table and remove as Rl‘% aa for that command. Corps and army leaders
required any BLs which fail the check. Jzyﬁ X = % have generic backs. If a division commander is
C. Remove all Shs. — x.c promoted to fill a vacancy, use the generic repl
D. Convert all Dgs to Shs. back of the corps leader to fill the divisional
E. Roll for Rs. Roll one die for each position until the division leader is eliminated
stack; subtract the rating of any one leader i ; and the “correct” back is now available. Some
the hexfromthis roll. Onatwo or less, the stac?S'l Effect on StaCkmg . repl leaders have unit designations printed on
becomes Dg, on a three or higher itremains R, -€&ders do not count for stackingihem to clarify command lines at times when
If any remaining R stacks are within 6 hexes oféstrictions and any number of them may OCsficer josses have been heavy.
an enemy unit, retreat as noted above. cupy a single hex. 25.4cWhen a division commander
Rally is a simple mechanical pro- becomes a casualty, the divisional repl must
cess in which units gradually (and in mos25.2 Effect on Movement appear stacked with another unit of the same
cases, automatically) evolve towards normal. Leaders move as any other unitdivision (i.e. not in the same hex). If no such
See the Rally Diagram for a graphic represenfhey affect the movement of other units in thatinit is available, the repl appears where the
tation as to how it works. the division commander’s hex is the center ofeader was lost. Corps and army leaders are not
the division’s command radius. normally replaced by generic repls, and their
e | 250 Leaders - move ffom where they are to their new duty
i Leaders are included in 22-3 Effect on Fire Combat ve W y Ir new duty
: R position during regular movement.
1 4 §| thegamerepresentingthedivi-and Morale 25.4dIf a leader is in a stack which
" Si0Nal commanders and above. Leaders have no effect on friendlyis destroyed, but escapes harm himself, place

Leaders provide the focal pointS fire combat and do not have a fire combathe leader in the nearest stack of his command.
for the command system and provide a moralgpjjity of their own. When a hex containing f no such stack exists, remove the leader from
benefit for units stacked in their hex. Leadergne or more leaders receives enemy fire anglay. Leaders removed solely due to this rea-
may move as any other unit, using their row ofasualties are sustained, roll two dice for eackon are never worth victory points to the enemy
the Movement Chart. Leaders have no firgagder and consult the Leader Loss Tablglayer.
combat ability of their own. Leaders, while| eaders do not suffer from morale effects or 25.4elf enemy units enter a hex
usually not the exact target of enemy firemake morale checks of their own. Leadersontaining aleader alone, that leader automati-
combat themselves, may become casualtiggsist friendly units making morale checks agally displaces to the nearest stack of his com-
when their hex receives fidote thataplayer their rating is a row modifier on the Morale mand. Enemy units can never eliminate lead-
could fire upon a hex containing only leadersrgpje. ers simply by entering their hexes.

in an attempt to generate a Leader Loss roll 25.3aMorale Table UseUse the
and leader casualties. leader rating in the checking hex as followso5 5§ Divisi
: : : 25.5 Division Commander
Leader units have one rating, theifNote that only thesenior leader in the hex .
!e_a_de_r rating. Use this rating for comman_daffects morale checks (owning player’s choice Placement and Radius
initiative, and morale. In addition, subtract thisyhen tied). No more than one leader ever Division commanders must stack

leader rating from the die when attempting tgffects a single hex. Modify the morale checkvith at least one unit of the commander’s
rally routed units. For all morale functionsbyadding(going up) rows on the Morale Tabledivision. Corps and higher leaders have no
(morale check and rally rolls), the leader desiraqual to the leader’s ratinginus oneA zero  such requirement and may travel freely.

ing to affect the units must be stacked witheader, therefore, would give a one rdawn The division commander may move
them. modifier. as desired and the stacking restriction above is
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enforced only at the end of the Movementan® .3 Fire Combat and not matter). The target in this case is still

Close Combat Phase. . considered to be in limbered formation until
The location of the division com- Artlllery the fire combat is resolved.

mander marks the center of his division’s com- Artillery may engage targets at up 26.6bArtillery whichlimbersnever

mand radius. The location of a corps comt0 10 hexes, with restrictions due to LOS an@jraws fire, but if doing so in an EZOC or close
mander is unimportant since the corps HQisibility. Use the Artillery Table adjacent to combat it rolls on the Gun Loss Table. It then
marker defines the center of the commanéhe Fire Combat Table to convert gun pointsoses the number of gun points called for by the

radius of a corps. into fire points. Calculate gun points firing at atgple result.
hex by the total number of gun points involved 26.6cThe Gun Loss Table is never
i at each given range bracket (2-3, 4-6, et@, ysed against and never affects any unit type
26.0 Artlllery battery by batterywhen figuring fire points.  other than artillery.

This system handles ar-

1 Corps tillery somewhat abstractly Example: If 3 batteries of 3 gun points each fir :
5 through generic gun points. at a target 3 hexes away, the resulting fr?7'0 Artlllery Supply
. Exact weapon and ammo cof-points is 5, not 6. Similarly, but with an oppp- Artillery supplyis handled inarather

cerns have been factored infosjte effect, 2 batteries of 4 firing at range| 3abstract manner in these games—at the army
the conversion from gun to fire points. Mofewould be 5, not 4. 3 gun points firing at rangelevel. Each side has a number of artillery
artillery detail is not needed in this game sys4 and 3 at range 3 would total 3 (1/2 for the fifsttmmo points with which to fight its battle (an
tem and would only serve to clutter it up. | set, 2 for the second, total 2 1/2, rounded to|2jnfinite number in some cases). The side may
Note: Unlimbered artillery units re then use these points to fire its batteries during
tain their limbered movement allowances. Add artillery fire points to any other the game. Any of a player’s batteries may use
While they have movement points availablefire points attacking the hex, whether artillerythe army ammo to fire—which means one unit
they may not use them except to change formgr small arms, for one combined total. may, in extreme cases, fire all the army’s
tion. In other words, the MPs available to an ammo. Once the ammunition supply is ex-
unlimbered artillery unit may never be used to 26.3aArtillery fire points are fur- Ppended, artillery units may continue to fire, but
move from hex to hex—it must change formather modified by target type at ranges of 4t 1/2 effectiveness (divide the value from the
tion first. hexes or more. Artillery fire points directed atFire Point Determination Chart by 2 and round

artillery or wagon units at such ranges is nordown any fractions if necessary).
26.1 Gun Points mal (x1). Againstany other target type at The batteries themselves never
Each artillery unitis assigned anum-fanges of 4 or more, artillery fire points arerecord the ammo they expend. The only record
ber of “gun points” as printed on the counterhalved. of artillery ammo in play is the Artillery Am-

(A gun point represents roughly three can- munition Track for each player (if any).
nons). Gun points are interchangeable, and6.4 Morale and Artillery : .
may be attached and detached without cost in When an artillery unit receives fire, 27.1 Tracing and Expendlture
movement points (the detached points merelyjo matter what its position in the stack is, th@©f Ammo Points
moveaway using their movement allowance)top unit in the stack always checks for morale Tofire atfull effectiveness, artillery
26.1aThe owning player may form and stragglers. Artillery, if the top unit, alwaysynits must be able to trace a path free of EZOCs
detached batteries of up to 3 gun points blias a morale of C and, in this case, the togy enemy units to the army supply train (or the
using detached markers and numeric gun poififantry or cavalryunit makes the straggler hey from which it will enter)This path may
markers. These detachments function as amheck. Artillery alone in a hex, or stacked onlyye of any length, but only the first (starting
artillery and can link up with any artillery unit, with other artillery units, never receives theyith the artillery unit) 5 hexes may be non-
provided the resulting battery has no more thagiorale Table benefit for units stacked withygad hexes—the rest of the trace must be

26.1b _Artlllery detachment_&:an- Artillery must limber to  ynits unable to make this trace have their fire
not be created with less than 2 gun points. The executeany retreat result from points divided by 2.

restriction only applies at the instant of cre- 8= | the Morale Table, unless
ation, if the detachment falls below 2 due tc 1 Corps

losses later, that is ok.

: ] ; Artillery supply is handled as a point

stacked withanon-artillery unit ota at the army level. Expend one artillery

. 2N the result allows the NO ammo point per fire of 5 gun points or portion
retreatif stacked with artillery” thereof, on a per combat basis (or for each fire

26.2 Losses exception. Limbering in a ZOC or close com-gombat).
When the Eire Combat Table callsbat requires a roll on the Gun Loss Table.
for losses, artillery units lose gun points di- Example: If 12 gun points fire in a combat| 3
rectly as recorded on the Fire Combat Table26.5 Stragglers and Artillery | ammo points are used. Also, if 2 points gre
Therefore, if the final combat result is a 3, the Artillery units never check for strag} fired in a combat and 3 in another, a total of 2
target battery loses 3 gun points. Place undgfers and never lose gun points to either themmo points are expended, one in each com-
the artillery unita gun point marker equal to thestraggler Table or the Morale Table. bat.
number remaining in the unit. When an artil-
lery unit has no remaining gun points, remove 5.6 Formation Change 28.0 Small Arms Supply
it from play. Ignore incurred losses greater _ . ! ]
than the total artillery strength in the targethexeN€my Units, and Fires ~Small arms supply is handled me-
26.2aNote that an artillery unit may 26.6aArtillery units may nevean-  chanically on the game map. The player uses
be targeted by any artillery units within rangelimber in an EZOC hex. Any artillery unit NS COrps supply wagons to move supply points
regardless of its location in the stack. which unlimbers is fired upon by all otherwise{Tom the army supply train to the units which

26.2bNote the special rules (below qualified enemy units at or within 2 hexes€€d it. Small arms units need supply only
in 26.6) regarding artillery formation change(including all artillery, infantry and cavalry When they are to remove a Low Ammo

both in EZOCs and within 2 hexes of enemyunits; the target unit's position in a stack doeylar::er the supply expenditure removes the
- marker.
units.
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28.3aThe Supply train may never Aide-Written (AW): A method of
28.1 Low Ammo leave primary or secondary road hexes. Exceptansmitting an order which involves a written
Whenever the Fire Table for this restriction, they move as qlo wagonsversi_on of the oro!er being hand carried to the
dice roll is 11 or 12, mark all Corps supply wagons ampot restricted by receiver by an aide. While more exact than
firing brigades with Low 28.3a. o _aide_-qral, this method is handicapped by the
Ammo Markers. Mark each unit separately. 28.3bHandle the supply train with inability of the receiver to ask questions of the
Low ammo never affects artillery units, thefespect to fire combat and overrun in the sam&ender so as to clarify the order.

supply of which is handled using the Atrtillery manner as supply wagons. Ammq _Points_: Tf]e pc_Jints av_ail-
Supply rules above. able for use in firing a side’s artillery units.
28.4 Resupp|y of Small Arms Anti-Initiatives: The environment

generated by the overall command in an army

which sends a signal to lower ranking officers
During the Ammo Resupply Seg- regarding the acceptability of independent ac-
ment of the Movement and Close Combation. The Anti-Initiatives (if any) apply to the
Phase, any Low Ammo marked brigade at ofjtiative points available to a leader which
within two hexes of a supply wagon or themay inhibit the ability to obtain initiative.
'supply train may remove the Low Ammo Blood Lust (BL): A positivemo-

: oégl;hbi[tif zi\l/eraa ! ti,l:;h :;:S%dnessﬁi:f Z?Z%er/larker at the cost of one supply point (reduceale state of temporary excitement (indicated
applies - ony the wagon’s load by one, ignore if drawinghy an amount of frothing about the mouth)

from the supply train). which reduces normal fear reactions making
28.4a0ne ammo point resupplies athe unit less susceptible to morale checks than
gade of any size, including all ex-normal. They are having fun and they want
tended lines. more of it...
28.4bWagons can normally issue Close Combat (CC):Combat oc-
28.2 Supply Wagons ammo only to units in their own organization.curring at much closer ranges than the “normal
Most corps are assigned They may issue supply to low-ammo unitsfire for effect” standards (clear terrain, 200
one supply wagon. This wagon from other organizations if there is currentlyyards). Such combat is occurring closer than
ANVa carries supply points from the no one in their own command which is Iow100 yards (with some variability due to ter-
’M army supply train to the units ammo. Note that attached units may draw opain). Some hand to hand or melee combat may
pp which need it. the wagons of either their permanent or tempaansue, but for the most part, close combat is a
a— 28.2aEach wagon may rary organization freely. fire fight at very tight ranges.

carry 5 supply point_s, which Column (COL): The formation of
are marked under the wagon using supplpQ () N|ght infantry for the march. Usually a column of

point markers. In all scenarios (unless specifi- Niaht acti hil inthe civil four files generally used for movement along
cally stated otherwise) wagons always set u‘?\/ did lgntactions, whilgrareintne Livi roads.
ar, di

or enter with a full 5 supply points. Supply" occur. This series allows night ac-
wagons and supply points do not count ifioNS but restricts them in both active and n HQ and/or leader a unit must be within to be
stacking. Wagons are unaffected by moral@2SSivé Ways. Passively, tums atnight are On}nleto automatically accept orders given to the
results, but may tag along in a retreat with unit80Ur, instead of thirty minutes, making a"@igher command.
retreating out of or through their hex. actions take Ion_gerthan during the day. Activ: Complex Orders (COM): An or-
28.2bWagons may be reloaded by Measures are listed below. der requiring a force to conduct an offensive
moving at or within two hexes of the army 29.0avisibility at night is always -\ 0 o hat operation.
supply train. Such loading only occurs at théne hex. Always modify night fire combat by Corps Attack Stoppage The deci-
very end of the Movement and Close Combai" dditional -2 column shift. Night morale ;i o0 and that it has “done enough”
Phase in the Ammo Resupply Segment. Up fhecks have an automatic -3 row modifier anand that its attack is a failure. This is the result
5 supply points may be loaded at one time. Mantstraggler checks always use the +2DRM™ "o o the Corps Attack Stoppage
28.2cLoading and unloading wag- Make these modifications in addition to anyTabIe.

ons does not cost movement points in and GNers whizcghoabre applicable. Counters: The 1/2" cardboard play-
itself. .0b Any Corpsattack stoppage . .
itse! ing pieces of the game.

28.2d Supply points may never be ;?gen:;??nggiggrht receives awditional -3 Delay (D1, D2): The status of an

unloaded onto the ground and leftin a dump— order for which the receiver is either arranging
they mustalways be on a supply wagon or train .. to implement it or is dragging his feet. Either
to be used. Terms and Abbreviations way, this result from the Acceptance Table
28.2eSupply wagons and their con- AcceptanceThe action of an arriv- may stall an order’s acceptance.
tents are automatically destroyed if enemynq order changing to an active status where it Detached Units (DET):A detached
units enter their hex. Wagons may also bgap he used. Acceptance is accomplished ugttillery unit is a portion of a battalion sent on
targets during a Fire Combat Phase—they haygg the Acceptance Table. a special mission or used by a player to station
one step and are destroyed if it is lost. They Additive Effects: The combined his artillery more effectively. Detached divi-
may not, however, be targeted separately iRyffects which occur when a unit in a givensions are divisions which have had their corps
the stack as artillery can. morale state receives another morale result.assignmentchanged by the Army commander’s
. Aide-Oral (AO): Amethod oftrans- orders.
28.3 Supply Train mitting an order which requires the aide to Die (Dice) Roll Modifier (DRM):
The army supply train is the sourcememorize the order and verbally transmit thafs modification, either positive or negative,
of all small arms supply points. It has arorder to the receiver. While quicker than othemade to a given die roll.
inexhaustible supply. Wagons and units maynethods, the chance of error is greater.
reload supply points if at or within two hexes of
the train.

Units marked as low ammo: Ammo
...may not fire at range 2.
...have a down one modifier for the
Morale Table.
...have a back one column shift for
any fire combats to which they contribute

Units never actually run outofammo
and additional low ammo results are of noSingle bri
effect.

Command Radius:The range from
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Disorganized (DG):Amorale state for flavor and to mark their own location. All range from Blood Lust through Rout.
in which much command and control has beeHQs move like leaders. Mounted (Mtd): The formation of
lost due to confusion. Hex: A hexagon. These are used toa cavalry unitin which the troopers are mounted

Distortion: A result from the Ac- regulate movement on the game map and wn their horses for movement.
ceptance Table which indicates that the ordesimplify the determination of unit locations. Movement Allowance (MA): The
being rolled for was misinterpreted by the Hex Numbers:The numeric desig- total number of movement points a unit is
receiver. For simplicity’s sake, the order isnation of every hex so as to quickly and accuallowed to expend in a given movement phase.
thrown away (as opposed to trying to divinerately identify a particular hex using a simple Movement Point (MP): A mea-
whatit was distorted into...) ID number. We use a grid numbering systensure of the cost of an activity or movement

Divisional Goals: An assignment which, while not printing a number in everywhich is charged against the unit's movement
of orders to a division using initiative of eitherhex, forms gridlines which actually make theallowance when the activity is conducted.
the divisional or corps commander so as to fregystem easier to use than one which numbers No Effect (NE): A result from nu-
it from normal command radius restrictionsevery hex (see 1.1a). merous game tables which requires no action
and allow it to perform an independent mis- Implement: Anaccepted order may or other results.
sion. only be implemented (and made usable) when Non-Phasing Player:The player

Enemy Zone of Control (EZOC): the receiving commander makes a trip througtvhose player turn it isn't.

A zone of control explicitly stated as cominghis HQ's hex. Order Log: A listing of orders as
from an enemy unit. This distinction is made to Independent Units (Ind): These they are issued which provides a quick refer-
avoid confusion with ZOCs from friendly units. units are exempt from command radius anénce to the status of all orders and a convenient

Extended Line:Aformationwhich may generally do as they please without orrecord of the variables needed when using the
allows large units to cover more ground oders. Acceptance Table.
bring more of their firepower to bear—on the Initiative: The ability to give one- Orders: The formal written instruc-
flip side, it also exposes the unit to more fireself orders without their issue from highertions from the army commander to his corps
combats. authority. HQs which instruct them as to what missions

Facing: The orientation of a unit or Initiative Points: The leader rating they are undertaking. No orders are issued
stack in a hex. All units must face toward aof a leader trying to get initiative plus any anti-from the corps HQ to the divisions—such units
hexside of the hex they are in and all units in @itiative. This number is used to determineautomatically start to function using orders
hex must face theamehexside. which column is used on the Initiative Table.their corps has accepted as long as they are in

Fire Level: Ameasure of the size of In-Person Verbal (IPV): Anorder command radius.

a unit and the amount of fire volume it iswhich is given when both sender and receiver Phasing Player:The player whose
capable of generating. are in the same hex and physically able to talglayer turn it is.

Fire Points: The measure of fire- to each other. This is the most effective way to Player Turn: An iteration of the
power as applied by a number of firers towardssue orders to leaders in the game. turn sequence for one player, which is fol-
a single target hex. It is used for calculation of Limbered (Limb): The formation lowed by an identical iteration for the other
the appropriate column to be used on the Firef artillery which allows movement. The gunsplayer, the completion of which ends the game
Combat Table. are hitched to their caissons and teams and aren.

First Edition CWB: The edition of ready to roll, but such units cannot fire. Plus Weapons:Weapons fielded
these rules (with later addenda and errata) Line of Sight (LOS): The determi- by infantry and cavalry units during the war
which was released in 1988. nation of whether units can see each othewhich permitted a superior amount of fire-

Force Level (FO, F1, F2):The given the lay of the land and other map feapower. Things like repeaters, magazine fed
amount of verbal emphasis placed in an ordeures. weapons, and breech loaders.
by the issuing commander which informs the Loose Cannon: The wild card Pre-Set Orders:Orders issued be-
recipient as to how imperative the sender feelwhich appears when players use initiative extore the beginning of the game. Usually, play-
this order is. cessively. Effectively, the leader has gone andrs will want to follow the pre-set orders given

Forced March: The extra exertion done something stupid. as part of a scenario and only “take command”
of a unit to move a bit faster than normal with Loss Charts:A record of the losses when units actually appear on the field.

a resultant chance at increased stragglers. (casualties and stragglers) to the units of a Rally: The act of reducing morale

Formations: The potential meth- givenarmy. These are designed to alert playessates in the direction of normal. Given time,
ods of assembly of the unit on the groundas to when units change fire levels or becomall units will evolve toward normal.

Dictated by the drill of the time, these forma-wrecked. Retreat: The act of movement to
tions each have their own individual benefits Low Ammo: A status of being low therear as generated by Morale Table results or
and drawbacks. The formations in the game a@ ammunition in small arms units which causesia the Close Combat Odds Table. This form of
representative of the basic combat formationthem to begin saving ammo by firing less andmovement” is calculated using hexes and not

employed in real life. saving rounds for closer targets. movement points. It is also subject to the
Game Rules:The exclusive rules Markers: These are counters usedStandard Retreat rule which helps govern di-

to a given game which give any special ruleto show the status of game units. rection.

and all scenario information for that game. Morale: The ability of units to “take

Gun Points: A measure of the num- it.” Given as a letter designation from A to E,
ber of actual cannons in an artillery unit. Eaclwith A being best.
gun point represents about 3 cannons. Morale Check: The requirementto
Headquarters Units (HQs):These roll on the Morale Table to determine what
“units” represent the adminis- effect certain game events have on a unit's
trative and control centers of morale.

1Corps | corps and army command. Morale Level: The actual morale
>< Corps HQs mark the center of of a unit (A through E).
SN the command radius net of the Morale State: A temporary effect

Amm———_corps. Army HQs are only used on a unit because of a morale check. These
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Routed (R): A unit which is com- Wing Structure: A command ech- lostis notonly a pain to record (making change
pletely out of the control of its officers and is inelon used at some battles which lies betweenf strength markers, etc.) but is also much too
a headlong flight to safety. the army command and corps commands. If accurate a measurement. A unit which drops

Rout-Through: The effects caused wing structure exists in a given game, it isrom 10 to 9 strength points cannot be assumed
when a unit in a morale state must retrealiscussed in the game rules for that gaméo have 9/10s the firepower. Consider the fire
through hexes containing other friendly unitsOtherwise, it is not used. levels to be an indication of the “significant
Such events may cause unit displacement or a Wrecked Brigade:A brigade which  digits” of the amount of fire being supplied by
“sharing” of morale states. has lost enough of its strength to casualties artde unit. | don't think | need to explain what a

Second EditionCWB: The rules stragglers so as to become combat ineffectiveignificant digit is to the audience which plays
contained here which were released in 1992. Wrecked Brigade of a Wrecked these games.

Series Rules:The rules which are Division: A wrecked brigade whose division Stragglers have also been attacked
applicable to all games in the series. The books also considered wrecked. An even greaten game reviews. They have been character-
let containing this section is the series ruldevel of combat ineffectiveness, if you will. ized as too much work to be worth it and that
book. Zone of Control (ZOC): The area one need not bother to recover them (because,

Shaken (Sh): A morale state of ofinfluence orinterest of a unit. ZOCs exist init is said, recovery is too hard). OK, let's say
added caution. While the unit is still underthe frontal hexes adjacent to each unit. Thgou agree and that the simulation benefits of
control, it is more tentative about its actions.ZOC represents the area in which the unit catine ebb and flow of battle mean nothing to you,

Simple Orders (Sim): These are bring effective fire to bear. etc. A player who thinks about his units and
orders which are made so as to conduct limited rebuilds them as they are lost in stragglers will
movements and operations which do not arDeSigner’S Notes clean your clock. Players who think ahead to
ticipate enemy action or resistance. . the later stages of the battle, who conserve their

Small Arms: Units which are using Most of you have been playing us-y,4ns and who rebuild them after loss, will

fifles and other light weapons and not cannondd the first edition rules for a number of yeargyeneraly kick the living “daylights” out of
Stacking: The placement of more NOW- I hope you will find the 2nd Edition & yavers who don't want to be bothered with it.
than one unit in a single map hex. The limit ilégree of improvement. | do want to thank allu'yqr choice.
three A fire levels and ten gun points. of you for your patience and help as we have Some will probably say that these
Step Loss:The loss of one or more €arned. We couldn’thave done itwithoutyour, e are “long overdue” or late in some way.
of the steps on the Loss Chart to a unit due faelp- . Alll can say to that is that they came out as soon
fire combat, straggler or morale results. _ Anumberofconceptsinthese gamesq \ve could put the thing together. Given my
Steps:The 100 man increments oncoNtinue to be misinterpreted by players ofy;jes in 1990 and the time it took to consoli-
the Loss Charts of which unitfire level strengttfP@me reviewers (usually the latter). Foremosjate the assorted comments and playtest the
is based. among them is the ’Iack_of a woods combakying these rules made as early an appearance
Straggler Check: A roll made on modifier. No, we don’t believe thqt tree_s fal_l t?as possible.
the Straggler Table to determine whether S0P Some bullets, as those with simplistic Some word should be said to the
game event has generated a loss in the form 8falyses would have you believe. The simpleynges in this set of rules. On the whole, we
stragglers to the checking unit. fact is that the historical evidence points ouLyomnted to maintain the actual series rules as
Straggler Recovery: The act of that commanders in the Civil War felt they,oy \vere presented in the first edition with the
attempting to reform the stragglers of a unit iProPIems associated with forest fighting 10 4jqrity of the work being spent on things like
order to give the unit more strength for futurUt-Weighed any minor amount of increéaseqg,riting and filling in the blanks so as to make
operations. protection. Also, when troomid fight in the 4 1je5 much tighter. The changes that were
Stragglers:Individuals who decide forest. because of the limited LOSs availabléy e were based on the comments we had
to flee their formed unit (or are lost) and nghey did soatmuch shorter ranges than normajpiten \which pointed out undesirable effects
longer add to the combat power of their own N€ €ffect of the shortened range effectively,y nintended results. Also, some things were
unit. counteracts the protective effects of the woodsy, nged to streamline certain concepts which
Summary Sheet:A page in these 1ne other case people point to when talkingy, o 14 have been very simple, but ended up
rules (on the back of the Charts and Table@20Ut woods modifiers is when a force attackg;ish some little (and silly) strings attached. For
pullout) which summarizes the changes in th8Cross an open field to attack a defender in thgqance | the command radius “double zone”
2nd Edition rules for players used to the 19{/00ds. The problem with this example is thatye that confused many players was ditched
Edition. invariably, the defender would array himselfin, 4 repjaced with a single corps HQ to division
Supply Train: The army level sup- rontof the woods (so as to preserve commang, yymander range (thanks, Wig). The facing to
ply unit. Itis the source of supply for the army &"d controland avoid the problemsincurred 0Rey comer thing was dumped because there
Supply WagonsThese supply units Maneuvering elements in the forest). With thgere no benefits and a number of sacrifices
are at the corps level (usually) and provide §efender justin front of the edge of the foresty,, e in facing to a hex corner, so why have
means of transferring small arms ammunitio'€ither side gets any “benefit” from the woodsy, The rest of the 2nd Edition is mainly more
from the army trains to the actual units, ~ 2nd the fighting is the same as that in an 0p§l,ification of what we meant the first time
Turn or Game Turn: A complete 1€ld. Given that no one has come forth in five o \ng hut were too new at this to correctly
iteration of the turn sequence for both playerg/€ars of debate with an example of a forcggpize.
It represents 30 minutes of real-world time if"téntionally forming up inside a forest (so as These rules can be applied to earlier
the daytime, 60 minutes at night. togetsome mythical “defensive benefit’) there, e in the series without modification. How-
Turn Sequence or Sequence of IS N0 historical basis for such a modifier and itg, ey, one should watch for the initiative restric-
Play: The ordering of steps which make up £XiStence would only make players performyo,g hiaced on leaders in the earlier games.
game turn. actions which are at best ahistorical. Since we made initiative much harder to get (so
Unit: Specifically, this term when A concept of which my reasons 5s 4 preclude misuse), some of the restrictions
used by itself refers to infantry, cavalry and'@V€ been misunderstood by a game reviewgy, ijtiative applied in earlier games may be
artillery combat units. When used with thenVolves fire levels vs. strength points. They,q mch when used with these rules. Those
appropriate adjective (i.e. Supply unit), it mayPriginal conception still holds true: having fire s, 14 be approached on a case by case basis
represent other game counters. decrease incrementally by each strength poifiih the goal being a roughly similar reduction
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in the probability to get initiative. to 1) and that was excessive—so much so, warder, that force may defend the position to the
A number of rules were floating added the new artillery at range rule to furthebest of its ability subject only to new orders or
about in the 1st Edition or in the addenda aftedleaden the effect of artillery on troop units an unsuccessful Corps Defense Failure die

itwhich do not appear here. Most of these wer®ng ranges. roll.
based on very early comments or reviews and
we put them in to see what others thoughtDefenSive Orders Corps Defense Failure:

Most of these “changes” were either dumb or Once a corps with a defensive order

stupid and the complaints that generated the(Optlonal) has been attacked by enemy infantry or dis-

were limited to one or two individuals. Having Reprinted fromOperationsMagazine #3 mounted cavalry units, it must start rolling for
several more years of experience, hundreds g, nayig powell Corps Defense Failure. On every Command
letters, and thousands qf accumulated play Phase after the triggering attack, the defensive
hours by gamers world-wide to draw on, | can When playing &CWBgame, have player must roll two dice on the Corps Attack
lay these ideas out to rest as they shoqld hav%u ever wondered why the defensive playeBtoppage Table, which now does double-duty
been‘!ong”ago. Thqse who feel these dinosa bts off so easily concerning the commanes the Corps Defense Failure Table as well.
ruI_es add someth,lng should fe,el freetogoo ystem? After all, the guy on the attack has t@vhenever rolling for a defensive order, auto-
using them. | don't, and | don't reCOmmenddo all the work. He writes the orders, rolls formatically add one to the roll since defensive
them. . corps attack stoppage, and when it all fallorders were usually easier to carry out than
Some have commented thatthe F'r%part, starts over. In the meantime, the defemttacks. All normal modifiers to the table also
Tables are too bloody, etc. After seeing alsive player just sits there, smug in the knowlapply to units in defensive situations, except:
manner of styl_es of play, | stand by the tab.legdge that his orders won't fail. After all, usu-ignore the night modifier from the Corps At-
as the_y are wr_|tten. W he_n troops are used Ina{’hy, he doesn't have any. tack Stoppage Table for defensive checks. The
historical fashion, historical levels of loss are But what if he did? Why not issue dice are rolled and the table is consulted just as
generated.7Thg players who manage t9 OIrIV&efensive orders as well? | think that forcingf attack stoppage were being checked. If the
the butcher's b.'”S thro_ugh the rqofare, W'thoutooth sides to participate fully in the commandorce passes the dice roll, nothing happens and
a doubt, causing their own grief by mishanyy o' ignt result in some very interestinghe defensive units may continue to fight nor-
d_Ilng or (_)verusmg’thelr tr_oops._l said itin thegames. Therefore, | propose that the followingnally. If the force fails its roll, however, the
first edition and T'll say it agan here. This rules be used, and be considered a variant of therce must implement an Emergency Corps
game system does not cushion the blow. Ify(_) WBcommand system. All of the below rulesRetreat in the next friendly Movement and
do something dumb, the game system wil hould be considered additions to the existin@lose Combat Phase. In addition to the normal
happily han_d you a bloody nose. L'kew's.e‘rules,exceptthe No-Orders status, which mustCR rules, the H@iustretreat at least 12 MPs
good playw!ll be rewarded. Handling troops e changed to reflect these additions. (units without HQs must individually retreat
a tactically inept or thoughtless manner wil No-Orders status is no longer de-until each unit has retreated 12 MPs). Further-
destroy your units—correct play requires eVy, .y »s poing an assumed defensive statumore, the retreat rule is fully enforced and no
ery _engagement to be handled as a m'matu{ﬁstead, a unit that is attacked while having nédoubling back” is allowed. Subsequently, the
tactical problem: how do | use the terrain My, o ic- aliowed to engage in combat for nforce is then considered to have no orders.
infantry? Myguns? Pu_shmg two lines togethefnore than two turns. By the end of this two turn If the attacking player ceases his
and watching them grind each other down ig. i ‘i force must have accepted some formttack for any reason, the defensive player no

the wrong way to fight. Don't blame the 93aMEx¢ orders (via initiative or from a superior) orlonger needs to make defense failure checks. In

if you make a mistake which hands you your, . . - ;
own head. And it will if you don’t think about must immediately implement an Emergencyother words, the defensive player only rolls for

hat vou are doing. Thankfully. most pla ersCorps Retreat, paying the straggler die-rolchecks during command phases which imme-
what you INg. uily, play: Penaltyforsame.Additionally, a force with nodiately follow turns where enemy infantry or
have learned a thing or two about troop consel-

vation and tactics and don’t have this roblemorders' and with no units currently engaged iismounted cavalry made attacks on units of
P any combat (except artillery fire from 4 orthe defending force. In all cases, enemy artil-

more hexes distance), has 2 added to the accég@ry bombardment alone does not trigger a

2nd Edition, Revised tance number for order acceptance, or 1 addegfense check dice roll.
: ) to any initiative dice rolls made by leaders in Divisions operating under defen-
DGSIgner s Notes that force. Any unit that has not accepted asive divisional goals are also subject to defen-

Aside from a significant amount of order is considered to have no orders, inclucsive checks, just as if they were corps. A
editorial work by Dave Demko, little has jng units that have orders currently delayed. division rolls on the table as if it were an
changed in this version of the rules. The mis- Defensive orders must be writtenindependent corps of one division strength,
takes (such as extra words) have been cofor all forces that the player wishes to defen@nd all normal modifiers apply. If the divi-
rected, but little actual redesign was done. positions. Defensive orders are accepted likgional leader is killed or wounded, apply the

Changes include the dropping ofany other order. A defensive order needs toodifier for a killed or wounded corps com-
the standard rounding rule (which, in this sespecify the geographic limits of the ground tomander to the dice roll.
ries, caused more problems than it was worthhe defended. Sometimes the orders may be
the new artillery long range effects rule (26.3a)airly simple, as in “defend Cemetery and
the addition of the Procrastination rule anttmg's Hiﬁs from attack from the No);th." The _Use Of BreaStworkS
Hidden Movement (as optionals), and the Ro@Jsually, defensive orders should specify righ(o ptlonal)

Miller multiple dice roll system (which speedsand left flanks and some degree of the depth @eprinted fromOperationsMagazine #2
fire combat resolution enormously). defense needed. When doubt arises, createyy Dave Powell

In the place of our usual rounding defensive “box” by specifying limits in all four
rule, round all fire point fractiorown (upon  directions. All of the same conditions that
final application) and other ro_undlngs areap_p_ly when writing normal orders.a_lp_p.ly ©4on't intend to start adding countersheets to
handled on a case by case basis. The reguigfiting defensive onegxceptthat anti-initia- : ;
rounding caused artillery “pot shots” to beyi 4 th icti initiati our games just to include the necessary 60-70

Ives and any Other restrictions on INAlve arg, o 5 g4y ok markers required of a mandatory

resolved as 1 fire point combats (1/2 roundegynored. Once a force has accepted adefenSiYL‘ﬁe Hence, this optional set of breastwork

What follows is a compromise. We
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rules is offered with the caveat that gamers wilFurthermore, it is not required to retreat givel\Nriti ng YOUI' Orders:

need to create their own markers or borrova morale result marked with a single asterisk

them from other games. The counters will neegt). What do they mean?

to be marked on one side with an “under by David Powell

construction” symbol, and the completedwork$y | eaders and Breastworks

on the other. A completed breastworks shguld Considering that these rules are TheCWBseries is not, by and large,

aﬁc_:rd three contiguous prOteCted.hexs'degptional,considerthefoIIowingaryoptionaI! acomplex beasttolearn or play. It does contain

which correspond to the frontal hexsides of an In any game before 1 January 1864an element that may give many potential play-

mfant“ry unitin line. ForV\’Nant of @ More CoM-, joqger must successfully obtain initiativeers pause—written orders. While not a hex-by-

plex “learning process rule, the fOHOW'ng. before any unit in his command may construchex plotting system (with all of the slow play

should not be used in games that are occurrie o gryyorks. No anti-initiatives are ever apthat entails), it is necessary to issue to your

before January 1, 1863. plied to this roll. Contrary to the Second Edi-corps concise instructions for movement and
tion rules—for this purpose only—more thanattacks. In effect, this is a free-form orders

1. Who Can Build one leader may roll for a given formation, i.e system governed by that ominous phrase: “use
Breastworks if a corps commander fails, his division com-common sense...”
Only infantry units in line forma- manders may chec_:k ‘also. Indgpendent units The above rules are a complete re-
tion who are at least four hexes away from anf}ays have permission to build and do notvrite of the original (1986) version rules. Cer-
eed initiative. tain abuses have been corrected (e.g. the exces-

enemy unit may build breastworks. Artillery i O RPN
and cavalry may occupy a finished breastwork . SIVe use O.f |n|t|a_1t|ve—usmg |n|t|a_t|ve to get
hex, but may not build them alon@avalry Conversion of Breastworks to orders which failed acceptance in the same
lacked both the tools and inclinationto do suchTrenches wrn, etc.).

; ; Still, common sense is required. We
work, while artillery had the tools but not the . '
' Units may convert breastworks to i
manpower to do so. y do not subscribe to the old saw that common

trenches in a game occurring after 1 May 1864¢ense is anything but common. We, instead,
; maintain that gamers are intelligent and once
2. Construction of 1. The Process of Conversion theyunderstand the thrust of a concept they can
Breastworks Breastworks may be converted into@Pply itto individual cases with ease. A greater
Onanyturn, atthe start of the Move-trenches by regularly qualified units whichunderstanding of the command processes in
ment and Close Combat Phase, the playeemain qualified for 12 hours of game timethe Civil War will lead to more successful
places any “under construction” markers h&Vhile converting, these units may not move. Ifnterpretation in specific instances.
desires, and flips over any previously place@n enemy unit approaches within 4 hexes, the Command in the Civil War had yet
markers (from earlier) to their breastwork sideconversion is interrupted (see 2, below). Obvito become the science that's taught today in
as long as the infantry unit remains qualified asusly some sort of written record will need towar colleges world-wide. Compared to the
described above in 1. Under construction markee kept of units attempting to convert and th@perations orders of the modern military, Civil
ers on units which aneot at least four hexes elapsed time spent on conversion. War instructions between a commander and
from the enemy may not be flipped over, but his subordinate were much more informal.
may remain in place indefinitely until the proper2  |nterruption of Conversion Approaching Gettysburg on July 1st, 1863,
conditions are fulfilled. Any unit marked with A unit that is interru Ewell and A.P. Hill (CSA Corps Command-
) . pted does not : -
anunder construction marker may move, butif, . o oo g (unless, of course sab s) were simply ordered to concentrate their
i ! » S8y oops in the vicinity of Gettysburg and “not to

$init was forced from the hex in which case the
per 1, above) the under construction marker i . . ring on a general engagement before the rest
Breastworks themselves are forfeit) but msteagf the army [was] up.”

removed. . S
may vyalt ar_1d resume apcumulatmg time when Consider a much more complex or-
it again fulfills the requirements.

; der, Lee’s instructions to Longstreet for July
3. Facmg and Removal of . 2nd attack around the Round Tops. Lee or-
Completed Bl’eaStWOI’kS 3 Complet|0n and EffeCtS Of dered Longstreet'’s corps to attack en echelon

At the time the marker is flipped to Trenches with the axis of advance of the Emmitsburg

its completed side, it may be faced as desired— At the end of 12 hours—specifi- Road, in order to catch the Union army in the
once this is done the marker may never chang:%”y at the end of the friendly Movement andflank. “En echelon” requires a wave-type ac-
its facing. Only one breastwork marker is al'CIose Combat Phase—replace the breastwor. 'gn—units attack from the left or the right
lowed per hex—you may not create miniatur(?m,jlrker with a trench marker. | suggest usin which is designated before the attack) with a
forts using multiple markers. At the end of any arkers similar to the breastwork ones wit rief pause between units. This delay causes a
Movement and Close Combat Phase in whic ouble lines or a different color. Trenchesrippling effect and is intended to confuse the
a breastwork marker is alone in a hex, it i rovide protection only from fires throughtheenemy as to where the main thrust will occur.
removed. If one side captures an enemy brea Gime set of hexsides the breastwork marké(yhen Longstreet was in position, he discov-
work hex via close combat, the marker i red that Lee’s orders no longer fit the actual

id. The benefits are those given in the seriegg ed t
removed. A defender who successfully "€ les and on the standard charts and tabledtuation. In game terms, Longstreet then re-
pulses an attacker keeps the marker, but if bo@nce completed, trenches are never remov&&ived initiative orders to change the existing

sides vacate the hex, the marker is removedfrom play (unless new trenches are built in théxttack plan.

. : : : : Finally, athird example, Lee’s infa-
hex with a different facing, etc.) and either side . o
4. Effects of Breastworks may use them (given the facing of the trencff’0US Special Orders 191This is the order

A unit fired upon via breastwork marker). VI\\/Ilhl(gr “vvaz I(?St z;ndAfe_II mtocthe h_andsl of
protective hexsides alone (determined by the cClellan during the Antietam Campaign alert-

orientation of the marker) receives two ben- ing himto Lee’s dispositions. This order, which
efits: a -1 to the dienbta column shift) on the covered the various movements of all the ma-

Fire Table, and a +1 shift on the Morale Table. jor elements of Lee’s army down to the divi-
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sion level, was only a couple of pages long—eers cover easily defined attacks such as fromaove and fight. It is fully within the scope of
9 short paragraphs in all. Yet this order contal assaults—Pickett's charge is a very clearthe rules to allow units, once attacked, to coun-
trolled the movements of more than 40,00@ut case of an attack order—but also moveterattack to recapture lost ground. Of course,
men, accomplishing no less than three differment thatouldbring about an encounter with units under orders (complex or simple) in this
ent operations, and included logistical instructhe enemy. Any movement towards an objecsituation are still obligated to try to fulfill (or
tions. tive not currently or last held by friendly unitsalter) previous instructions. The mere act of
In short, Civil War orders were usu- should be construed as a complex order aruking assaulted while under orders does not
ally informal, quickly jotted notes, which ide- handled appropriately. automatically void existing commands. Once
ally covered the commander’s full intent. (An For example, assume that neitheattacked, however, units without orders should
ideal that was frequently not attained with theolayer has occupied Little Round Top. If eitheibe free to move and fight without restriction up
resulting confusion thatimplies.) Players shoulghlayer wishes to send troops to that locatioto the limits of command radius. Of course, any
try to match this same goal. At the end of thend defend it, such orders would still be comaction which calls for thenovemenbf the
game, when rereading your order log, youplex orders since the hill was not previouslyCorps HQ must be triggered through orders or
opponent or a third party should be able tdeld by friendly forces and such movemenemergency corps retreat. In trying to decide if
grasp your intent without a lot of explanation.might initiate combat with enemy units whicha given combat is legal in the current frame-
With practice, | feel that this goal is easilymay also attempt to occupy the place. If therevork of a unit's orders, remember that a no-
achievable. A well written order might specifyis any real doubt about the combativeness of@ders force cannot initiate attacks in the larger
that a given corps move along aroad, attack thgarticular movement, make it complex. Imag-sense of that word. They can fire during “of-
enemy at a given location, and specify that thime that the same doubt is mirrored in the reafensive” fire and conduct close combats. They
objective of the attack is to capture that samife commanders those orders are issued to amdn conduct counterattacks and other such
given point. This order would require only athat they are preparing to meet the enemy. limited offensive actions needed to defend
sentence to convey the whole meaning of the Simple Orders will be less fre- their position.
instruction. Only in very complex situationsquently used. Simple orders are designed to Divisional Goalsrepresent a differ-
would anything like hex boundaries be re-allow troops to be shifted from one position toent kind of order and are most useful for
quired—a situation | have yet to see in my owranother within friendly lines, etc. Arriving detached missions. Often, players won't want
games. reinforcements, for example, often are orderetb send an entire corps off on some flank
The most frequent abuse of the comsimply to report to the army HQ. Assigningprotection or other such mission, but will still
mand system is not poor order writing, buthese units a position in a defensive line, so asant a force to guard against emergencies.
rather stems from the fact that units are allowetb shift other troops elsewhere, is a simpl®ivisional goals should contain more detail
to move and fight freely within command order. The key questions to ask here are: 1. thkan a corps order. A corps is always limited
radius. Units within command radius can findthe end-point of the route still in friendly hands because its HQ is unable to move without
themselves doing all sorts of things simplyand 2. Does the route specified involve conpositive orders and, therefore, operations are
because there is no reason to move the H®ict? An order directing a command to moveultimately limited by command radius.
After all, everyone is in command range—sdetween friendly controlled points, but speci- A divisional goal has no such self-
why not attack? Command radius abuse ifying a route that is blocked by enemy forcesgoverning mechanism. Therefore, a division
easily solved. In short, two criteria should beequires a complex order, not a simple ordewith a goal to attack or defend a certain locale
applied—command radius and requirementfoAs a rule of thumb, a simple order that has itshould have specific geographic limits placed
orders. Not only must the player check foiinstructions negated by enemy activity is conupon its operations. For instance, a division
command range, bubust also ask if the in- sidered unfulfillable and new orders must bessigned to defend aroad between points X and
volved units need orders to be able to undeissued. For example, suppose the Federal playémwould be unable to advance or retreat past X
take the desired actions. If the answer to theontrols Little Round Top—hereafter LRT— or Y without new orders, initiative or an emer-
second question is yes, then the next step is @emetery Hill, and the Taneytown Road begency corps retreat.
ask if, indeed, these units have orders (eithéween those two points. The Union player Issuing orders is only part of the job.
from higher command or via initiative) allow- orders some troops off LRT and moves anothédnce orders are implemented, the player is
ing units to undertake the action in question. Iforce south along the road to occupy LRTexpected to carry them out—even if events
both of these needs are not met, the activitypstead. Suddenly, the CSA player capturesave changed enough to make a player regret
should not occur. LRT—which was just left vacant—and thehis earlier choices. Usually, the most frustrat-
For instance, if two lines are facing Union force moving south along the Taneytowring of orders are attacks which looked brilliant
each other across 3 or 4 hexes of no-manRoad cannot finish its original simple orderwhen issued, but now seem more dubious of
land. One player leaves a gap in his line—without attacking to recapture LRT. The cur-success. The varying amounts of pressure a
opening up several flank shots. The other playeent order cannot be completed. New orders gulayer brings to bear while carrying out such
figures out that even though he doesn’t havimitiative must be used in order to allow anorders can cause controversy at the game table.
orders to attack, his HQ is close enough to battack on LRT. Note that simple orders do noHowever, we do not want to impose any man-
able to send two divisions forward to exploitcompletely prohibit combat—if the above forcedatory restrictions on exact percentages en-
the breach. No need for orders, he'll justlaunchad been able to occupy LRT without contesigaged or loss levels—rejecting these solutions
a quick raid, wreck some troops and returnbut then was attacked, there would be no prolas “gamey.” No Civil War general sat down
Alas, unless this player can roll and get initiatem in fulfilling the order as written. As a quick with some master chart that told him how much
tive (or the army commander is there to give aule of thumb, simple orders prohibffensive pressure to bring to bear on an objective. He
quick order), this attack shouldn’t happennotdefensiveeombat. would tend to press the issue as much as he
They are in command radius, but the units do No Orders is a condition rather could without endangering his command.
not have the right instructions. Both conditionghan a positive order. Troops without any or{Thereby leaving himself open to bitter debate
are not met. ders should be considered to be defending iand finger pointing after the war..lh game
For clarification, | will attempt also place. Forces without orders are still allowederms, the player is obligated to mak@me
to provide more in-depth definitions of variousconsiderable latitude in order to fight off at-effort to put troops into combat as long as the
order types: tacks. Implied in this condition is the ability to order holds. Piecemeal brigade attacks or sev-
Complex Orders should be very counterattack on a limited scale, which is whyeral brigades engaging only at two hex range
broadly interpreted. Not only do complex or-the rules state that units do not need orders s@em to me to be a fine re-creation of foot-
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dragging. In my own reading, | can find severatustomers. making a ‘surprise move.’ All elements af-
instances where such “attacks” were “pressed,” | hope these extended notes on théected by this order must be listed (say, all of 1
usually to the dismay of the higher commandcommand system as a whole provide gameiSorps plus J/2 attached) andetailedroute.
However, this caution may not suit some playwith better insight into why the system evolvedRoads work best here, since they are easier to
ers. Certainly it is annoying to the defenderasitdid, as well as a better idea of how to applgpecify.
who is watching a disaster in the making for thé¢he thing if they run into problems. Much of the 2. Once the order is accepted, the
enemy, to realize the guy has found a way ttascination inherent in the Civil War is due toforce cannot physically move or conduct ac-
wriggle free. For those players, | suggest théhe degree in which it was a clash of personaltivities like straggler recovery or ammo resup-
following. ties in addition to being a vast armed struggleply. They must remain in place in line forma-
When any order is written, indicate Our hobby purports to “put you in the driver’stion. They may not conduct fire combat of any
with a number from 1 to 3 how aggressively itseat” (so to speak) and give you some sense type.
is to be followed. For instance, a player whdahe commander’s job. While board games can 3. Each Movement and Close Com-
assigned a 1 to an attack is allowed to pressicceed at this goal only in a limited fashionbat Phase commencing with the phase imme-
very lightly—perhaps one brigade at a time omuchcanbe done, and | think t@VBaccom- diately following order acceptance, the phas-

the two-hex range option. A player who com-plishes much in this direction. ing player must roll a die each surprise moving
mits himself to a 3 is doomed to a full scale force, and consultthe MP Accumulation Table.
assault, no matter what the odds. A 2 wouIEXtended Movement The resultwill either be a pass—indicating that
commit a player to the middle ground, perhaps . all of the turn’s MPs may be saved and used
using 50% of his force at a time. This numbe(optlonal) later—or a fail—which means the that the

doesn't affect acceptance in any way. Chang?eprinted from Operations Magazine #2 march has been discovered. At the beginning
ing intensity value would require a new orderby David Powell of any Movement and Close Combat Phase,
or initiative.[Note: For the rules lawyers out the player may forego this die roll and elect to

e o oneolthe mostcommon complisb €12 ' Mrh ooy, o it e
not t)r:at the above is also thardesta force Yabout board games is that achieving true Sur-ur rise order is then carried out in a%ormal
can attack at a given level. Giving a force a 1prise over your opponent is impossible. Aftertsurr?b turn manner. This initial movement
doesnoallowitt%attackfro.mthegne bri adea”‘ he's watching every move you make.ma cgntinue until all.accumulated MPs have
level all the way up—it confines the atteglok Jackson's dramatic flank march at eeynex ended or until the lead element reaches
the light ressurye aFr)ld the light pressure alone hancellorsville is a waste of time, and whap “blockr::‘d hex.” (See below.)

’ pAlternativel ag Iaper could jot fool would go to the lengths Longstreet did af U on'discover thé force immedi-
down a descriptive wg}d orriwg indicatin JtheGettysburg, Justto avoid being seen? atel movespalon the inxél‘icated route until all
intended ferocFi)t of his assault. These vg\]/oul The problem stems from the faCtacczmulated MPgs are expended or its lead
range from* rogin attack”to“élloutattack ,,(Fhat even Yelement reachesablockeorlJ hex—exactly as if
Usig a Worr()j as og osed to a number Wo'ulguped your opponent; once you start movet-he layer had voluntarily elected to exgcute

SINg ¢ pp . ment—with only six movement points—you're play y
s_t|ll limitthe playerto some prearrangeq gu'dghardly going to turn up in his rear before hethe movement.
!lne, but aI_Iows somewhat greater Iatltude' Ir}ssues corrective orders. He may have som .. ..
interpretation. Hopefully, this would result iny 016 getting new instructions adopted buéondltlons and Definitions
a middle ground where the player has some ; '
. . ||? the end, its a good bet that at least somebody
guidepost, but is also allowed some degree of.

discretion concerning his effort. Of course, thé’vI|| show up to hold off your flanking column Concealed Movement
When the phasing player actually

players involved will need to discuss this situ-umII the reosft :;urllssereifs;r)\;eﬁaegnz\geér 30 MPS s th o e
i idei ' egins the movement of the surprise force—
“hoose  method for deaing wih . Note thel?, SPEN 1 0N M, Y0u COLId UL 100DS @iy by choice o dscovery—he must ol
both of these solutions are offered as suggeso M SliP around on an unguarded road, 9fys assigned route until either all the accumu-
tions only, and should not be construed aBaCk into line, and hit him a devastating reaf; e Mps have been expended or he reaches a
“official.” F:ersonally | suspect that few play- 3ttacl_<—all inone turn. Ima_gl_ne the bellows ofjy5cked hex. A “blocked hex” is defined as any
ers actually have a p;roblem with this questiona.nguISh that this would elicit from the otherhe, 4t or within two hexes of an enemy infan-

In closing, a few words need to bes|de of the map! . . . try, cavalry, or artillery unit. Furthermore, a
said about trust as it applies to the game. A The basic thrust of this variant calls«pncked hex” is considered reached if the
certain minimal amount of trust is expectéJ raplayer to be able to issue orders to a forgg, 4jng player, while following his route, en-

which allow the command in question to re- ;
from all players—to obey orders, etc. Many ters a hex that can be seen by an enemy unit or

die rolls are to be made in secret and players.. quietly in one place on the map—seeMYeager in keeping with standard LOS and cur-

should feel comfortable concerning the honlngly inoffensive and meek. All the while, the o \jsibility. Once the blocked hexis reached,

esty implied in these rolls. Personally, | carérggcni p\;\:)?rL:tlg Zcftl;JI?Qﬁoﬁaiggﬂgﬂzgmunot\;gthe moving player may move the surprise units

very little for playing a game where tension or, " o Thlen at the time of his choosing, th more MPs or the remainder of their accumu-

suspicion exists, and make it a point not t(gcting gl'ayercéJuId suddenly set this comm’angﬂed MPs—uwhichever is less. He may con-
i uct close combat and normal fire combat.

repeat games a_galnst such opponen_ts_. Ther? Smotion, expending all of its ‘saved’ MPs in

no mechanism in our games to prohibit cheat-

. o : .one devastating turn. Of course, a number
ing and it is easy to circumvent the system I?ules will be set forth concerning visibility,cf:-nemy Interference

opgtrles. However, | feel that creating such a%]:tc., and to provide for discovery. . If the enemy attqcks any unit of a
airtight structure would also produce games surprise force with artillery fire at five hexes or
\|N0U|d|{1t|aVe V_e:){ ||'[:|e_|nte;(j|5t RE'aylng—and In order to reap the benefits of thisgreater, the combat is resolved normally, ex-
see little point In trying. All ot thé games we rule, the player would need to observe th&€eptthatthe defending player secretly ignores
put out will continue to demand a Certamfollowing restrictions: the result and does not record any straggler or
amount of honesty and trust between players. 1. The player must issue an order tasualty losses. Morale results are also ig-

It has been our experience thqt t.hls PresentS. smmand that specifies the directed force d&¥red, but the defending player can mark his
little problem for the vast majority of our
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units with appropriate results (Sh, Dg, etc.) and/ould still have to immediately expend the
execute any retreats to preserve the illusiomccumulated MPs as described in Enemy IlEgrced Marches
Units may recover morale and return to theiterference above. Players may also add forced march

previous locations—the only kind of move- ) .. MPs onto the accumulated MP total, up to the
ment allowed in exception to #1 above. Whergyrprise Move Collision four max each turn, as per the normal rules. Of
the owning player initiates h's‘ surpn’se move, It is possible, though unlikely, that course stragglers should be checked for nor-
simply remove any Of. these ‘sham _marker%oth sides will attempt to use portions of themally, but rolls should be made secretly to
and return units to their proper locations. . _same route for a surprise move at the san@eserve the surprise. Note that even if a sur-
- If. the enemy attacks any SUPMS€ime . In these cases, the players can eith@rise move is cancelled and a unit is subtract-
unltht_h un_|ts atfour hex_e's orless, the SUTPNSE 6w the player who started his move first tang MPs, it still must make straggler checks if
move 1S tr_lggered. Additionally, any enemycomplete all ofitand consider the other player'sising forced marching.
combat unit (infantry, cavalry, or artillery) that move cancelled with accumulated MPs lost.

ends its mo_\t/erlnentt_at or V\/;thn t\(/jvo h%gstqf ®r, both players can conduct a semi-simulta\/isibi"ty Limits

surprlshe ug'l Z.SO t:lg?el?s 1€ oraer. _'S MN9heous move in the following manner: A maximum visibility limit of 20

geris handled in the ollowing manner: - 1. Player A begins his move and i : P
1. The surprise player informs his hexes is imposed. In the series, no visibility

indicates his route. . . !
i ia- limits are set during clear weather as no unit
D e T e 2. Player B checks for any overlapcan ever fire morg than 10 hexes. Here, a

gered. Any attacks against surprise units at ith his own move, and if finding any, informs T . -
ignored, but enemy units may not pass throug ' gany, special limit needs to be imposed as a limit to

or move into hexes occupied by surprise units.” ) long range observation which would be hin-
They may firethroughsuch hexes. 3. A now moves his force 6 MPs. dered by woods, buildings, and brush too small

2. At the beginning of his Move- 4. B does the same. . _to be printed on the map as well as the ever
ment and Close Combat Phase, the surprisg; 5. Both players continue alternating, o sont haze. In situations where weather in-
’ $fiis pattern until either all MPs are expende(ﬁ

playerimmediately executes the surprise ord% udes, games will specify other (shorter) maxi-

one side has more accumulated, he may T
i i itions: . - . ' um visibility limits.
subject to the following conditions: . simply finish his move at the end of the alter- y
A. He must follow the designated

nation) or they come within 6 MPs of eachG |C t
._other. At that point, both forces are done mov-> enera omments
B. He may only expend 1/2 of his 0 204 the normal sequence of events re- The above rule simulates wide flank-

accumulated MPs. He maymnexpend the g, oq Note that in this instance, the noring marches such as Longstreet's and Jackson’s
additional 6 MPs he would normally get for hasing player actually moves his force durind an admittedly abstract manner. Yet, it adds
that turn. He may not stop short of expending,¢ . )onent's phase. These units may né real measure of suspense. Suddenly, control
1/2 of his MPs unless he reaches a bIOCk%ove again in their own following Movement Of high ground like Little Round Top or Cem-
hex—in which case all movement ceases. All,j cjose Combat Phase—consider them agtery Hill becomes critical—providing van-
additional MPs over the 1/2 allowed are Iost.ready moved. The phasing player, howevetage point_s to keep an eye on the bad'guys.
may move freely in his next phase_givingCavalry,wnh fastmovement and more latitude

route.

Vquntary Cancellation him a slight advantage, getting the jump onh using divisional goals, will be used in their
A player may change a surprisethings so to speak. historical roles by alert commanders—to screen

force’s order during a normal Command Phase Either method may be used as londlanks and to cover hidden roads.

by sending it new orders or by initiative. Whenas both players agree beforehand. Inorder to preventtoo much tedious

sending new orders, arrival time is calculated plotting, | suggest specifying road routes where

by adding the expected amount of accumunitiative Use ever possible. In some instances, it may be

lated MPs to the actual distance to the force’s necessary to list specific hexes to avoid dis-

In addition to the use of initiative to

i i utes. Another clue would be to conduct ap-

HQ. For example, if the 1st Corps HQ is 20cancel or supersede an order, players may ug P
MPs away from the Army commander—nor-

. o . foach movements at night, when visibility is
. their leaders to alter a specified route in orde
mal time delay would be two turns. Howev

. il and only the actual presence of enemy
€Mto avoid a blocked hex. If, as he expends h .

st Corps has accumulated 12 MPs S0 anothgr o, iiated MPs a player discovers he EOOPS ne?r(rjl:iNvgftref?azti)l?su;fenem orces
o tums must be expendeq_to_ dehver_ th('é‘lbout to enter a blocked hex, he can have t 8oresents the posted bickets of thgse units
order—fo_ratotal of 4turns. _Inmanve requwesranking leader of the force (not a subordinat hpese rots V\?ould ra?el b olaced further.
no such time delay (_:alculanon. roll for initiative to alter his route. If success- han fouprhundred ardsfro?,n theFi)r arent units

. Once thg time delay has passed, thﬁjl, the player may deviate from the specifiec} : : y rp .
surprise force begins to check for acceptancg) i in order to avoid the blocked hex. He 92" this makes cavalry especially useful in

normally. Until the new order is accepted, th o Screening flanks—these brigades serve as
&nust announce his intended detour route, an pwires against enemy forces.

zurpnsteh_ord?r mutsr: bel foIIowedl.dAtt_zlalnyhtlmqqiS detour must seek to regain the specifie
tourilrgglerfesn?%?é sirp :geerc():rc:juer sbLthgzls oute &s rapidly as possible. Note that eac rise marches more difficult to achieve the
contir?ue to roll for thepnewl rece‘ived one voidance of a blocked hex requires a separ feater the distance that is attempted. Hence
y . *_initiative roll. Failure to receive initiative means . ’
Once he has succeeded in changin he longer the march, the more the risk of
that the force enters the blocked hex and fo Sremature discovery, and subsequently the

his ordterfr,] thelglayer h_as twg optlon_ts:hHe MAY\ws the procedure above. Note that changin'g]ore separated and exposed to piecemeal de-
(ge)r(sscsuez soef:r aiugriﬁz(; g;g?; ?os ;xegftgrﬁhe. o_bjective or t_he orders as a Whple vi truction one’s forces will be. While somewhat
' Wﬁtlatlve would still need to be done in the

new order’s instructions. Alternatively, he MaY, ormal Command Phase—not during this d abstract, this increasing risk simulates some of

—rolli - ®he actual burden borne by commanders who
[gggﬁsfigiﬁgdfdbtg L:?:i?g:ﬁgiégg;r:u t_our_progedureOnIy the route may be modi- attempted such actions, r%/ost notably Robert
lated total—in order to preserve secrecy Oncge‘j In this manner. As an added bonus, allo
o "~ ~any force that is accompanied by at least one’ | thi . .
. . ) A think that this rule will generate
the total is zero, he could then start executlngavalry brigade to modify this detour initiative 9

the new orders. If discovered, however, he by +1 to the dice some real surprises in play, while still avoiding

The table is provided to make sur-
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much of the onerous burden of Si-Move sys-
tems. Nothing is more dramatic than watching
your force—in a burst of energy—zip past an
enemy line and plunge into its exposed flank
and rear.

Some players may feel that as long
as they can see the enemy, how can he get up
and leave? To a certain extent thisis an abstrac-
tion, but also remember that a number of ruses
were used to good effect during the war. Events
such as the old ‘build a bunch of campfires and
then slip away in the dark’ and ‘drag some
branches around to kick up some dust’ tricks
were effectively employed. Who can forget
John Magruder’s fine acting at Yorktown and
againin front of Richmond, facing McClellan?
Nathan Bedford Forrest once convinced a
Union commander he was badly outgunned by
having one artillery battery circle the same
stand of trees repeatedly. That same Federal
commander—who was very inexperienced—
then asked Forrest’'s advice on whether he
should surrender or not! All in all, if your
enemy slips one over on you, simply chalkitup
to the fortunes of war and drive on. Stranger
things have happened.

MP Accumulation Table

# of Turn Being Attempted

Roll 1 2 3 4+
1-3 P P P P
4 P P P F
5 P P F F
6 P F F F

-1fromdierollif during a full or partial nightturn.
P = Pass
F=Fall

Che Gamers

Intelligent
Wargaming
LIVES ON!!

No, the hobby didn’t die!

Like most wargamers, you
probably demand game
magazines which actually put
thought into their content. We
think we have produced just
such a mag. Come see what
we mean. Operations is our
house magazine. It features
in-depth looks at our games,
variants, game design theory,
historical articles, & the
Games Rating Chart.

Subscriptions are

$ 16 in the US & Canada

$ 24 Overseas

Issues come out quarterly and

are sent by 1st Class or Airmajl.

You owe it to yourself to take
a peek at the game mag whic
still puts substance over
sizzle.

—

Page 39



Civil War, Brigade Series Rules, v3.0
|

Welcome to The Gamers and our definition of
Total Game Support !!!
We're Here to Help!

1. Rules Help.

We are personally available to answer your rules questions, one on phengmost business days (and
frequently during off hours). If you come up with something during play, give us a ring. We will be able to give|you
the “official” interpretation of the rule in question and your input will help us in locating rules and phrases that qpuse
players the most problem®17) 896-2145

If we aren’t there, leave word on the answering machine and I'll get back to you as soon as | can. That's a prjjmise.

Don't hesitate! A personal explanation can do wonders. Besides, if you run into something which you and jyour
opponent cannot agree on, | can play an impartial judge on a specific event. (These last are usually the most fi |, too.)

2. On-Line Help.

E-mail is welcome and can reach me at the address of tgamers@earthlink.net. Our discussion list is|pctive
and helpful...see our web page at www.tgamers.com to see how to sign up.

3. Letters and Fax

I'll be happy to answer your letter and Fax questions, too. | turn them around as soon as possible (s{jme or
next day at most). I'll Fax a response directly to the number you give. Mailed questions are answered in as muc|{] depth
as | can think of (phone questions are easier to handle in that regard, as we get to go back and forth withrg/ou)| pnd

do not require things like SASEs or Yes/No format.
Fax: (217) 896-2880

Write: The Gamers, Inc.
500 W. 4th Street
Homer, IL 61849

4. Your Input is Important!

While we attempt to maintain the continuity of our series by maintaining the rules, so as to eliminate repaq|itive
rules learning, we do allow them to develop further after publication. The rules stadd@notstatic The rules you
see here have been revised according to player comments.. Mo@peetiongour magazine) does offer options,
additional rules, and clarifications as time goes on which will help refine the $¥dea not publish games and
then forget them!All of this refinement activity depends heavily on the active participation of the players of our galpes
and feedback is desired. More importantly, feedtheckan effecton what we do and how we do it.

5. We Don’t Make Empty Promises, Either!

If you are new to The Gamers, but not new to wargaming, you are probably saying to yourself “Yeah, |jght.
I've been lied to by the best!” We can’t change things others have done. We can, however, live up to our own stgpdards
and promises. Ask anyone who has dealt with us directly before, or try us on any of the above. We’'ll be happy to s jrprise
you!

Welcome to the Best Kept Secret in Wargaming!!!
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