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Introduction

Civil War, Regimental Series games are historically accurate, playable portrayals of specific American Civil War battles at the regimental level. The Civil War, Regimental Series (CWR) is based on the Civil War, Brigade Series (CWB), and a large portion of the rules are the same. This rule book was created to combine the foundational set of rules from CWB with the unique aspects of the regimental series to provide a complete set of rules in one source.


The regimental series is rich in Civil War detail and provides a wealth of historical knowledge in each game. This new edition of the rules strives to retain that detail, while also providing a more streamlined system for faster play.

If you are new to wargames, or just new to this unique system of Civil War combat,  WELCOME!

 
To learn to play, browse through the rules and components. Try to develop a good idea of what exists in the game and where it is located. Then read the rules lightly. Do not try to memorize them! Set up a few units at random and run through the procedures and examples 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. After these tentative steps, play some of the short game scenarios and  look up uncertainties as you go. 


Once you understand the basic structure and basic mechanics, include the rest of the command system in your next session. Before long you will have the system mastered and you will be able to play any game in the Regimental series. 


All games in this series can be played without the command rules. However, by imposing significant constraints on a player ’s freedom of action, they do add a large degree of realism to the game and allow a glimpse of history in action in a way not possible through any other format.

1.0  Components
1.1 Game Scale

A hex on the game map represents 110 yards of real terrain. Each daylight and twilight turn is 15 minutes, and each night turn is 30 minutes. The vertical scale between map contours is 30 feet.


Infantry and cavalry units are regiments, and Artillery units are individual batteries. A strength point of infantry or cavalry is 50 men, and each artillery strength point represents 1 cannon and its crew. Leaders represent historical commanders from Army down to Brigade level. Headquarters and supply units abstractly represent the administrative elements and logistic support necessary to maintain an army in battle.

1.2 The Rules

There are two rule books in every game. The Series Rules apply to all games in the Regimental Series. The Game rules give details needed for a specific game, including special rules, scenarios and set up information. Game rules supersede Series rules if they conflict.

1.3 The Counters

The game’s playing pieces (counters) represent the actual leaders and combat units (infantry, cavalry, and artillery) that fought in the battle. Headquarters and supply wagons are also represented by unit counters. Some of the counters are used as markers which display information about the game and show the condition of units during play. 


Players familiar with CWB should note that Extended Line, Detached Artillery, and Supply and Gun Point markers are not used.

1.4 The Game Map

The game maps depict the actual area in which the battle or campaign was fought. Each game in the series provides a Terrain Effects Chart to identify various terrain features on the map and their effect on movement. To eliminate fault lines and ridges, carefully back-fold the maps and secure them to the playing table with drafting tape or other non-destructive means. Many gamers like to protect their maps by covering them with sheets of thin Plexiglas during play.


1.4a Hex Numbers. Individual hexes on the game map are identified with a unique number. If a game uses more than one map, they are lettered A, B, C, etc. A hex number on a given map begins with the map letter followed by a set of numbers, as in A10.10. The digits before the decimal point indicate the hex rows running along the map from left to right, and the digits after the decimal indicate the exact hex from bottom to top.


On each map, the hex number system extends from the lower left corner. Every fifth hex is numbered (xx.05, xx.10, xx.15) to create a gridline to follow across the map. To find a specific hex, say A29.17, follow the gridline for xx.15 on map A until you find the 29th hex row. Then count up two hexes.


1.4b Special Hexes. Map edge hexes with at least half of the hex showing are playable. Tiny hex slivers are not. Entry Hexes, for units entering the map, are marked with a number inside a circle.

1.5  Tracks

1.5a Turn Record Tracks. These are used to record the Date and Time during the game. Use the markers labeled Day, Hour, and Minute to indicate the passage of time during the game. The Minute marker is placed on the 15 Minute Track during daylight and twilight turns, and moves to the 30 Minute Track for night turns. Advance the Minute marker one space each turn. When it reaches the :00 space (on either track), advance the Hour marker to the next box. Darker shading on the Hour track indicates twilight turns and night turns.


1.5b Artillery Ammunition Tracks. These are used to record the expenditure of artillery ammunition for each army. Numbered markers (x100, x10, x1) record the amount of ammunition remaining in hundreds, tens and ones, respectively. Some games give players unlimited ammunition and may omit these tracks.


1.5c Casualty Tracks. These are used to record losses (in casualties only, not stragglers or artillery gun losses) for each army. Each time a side receives one or more casualties, adjust the markers (x100, x10, x1) as needed for each strength point lost.

1.6  Loss Charts

Loss Charts are provided with each game in the Civil War, Regimental Series. Boxes on the Loss Charts are marked (with pencil) to record losses and other information pertaining to the units in play. Duplicate Loss Charts are provided and players are urged to photocopy the pages as needed.


There are three types of Loss Charts that players may use. The Brigade Loss Chart is the standard method used in the game. It records the losses and status of each Brigade and the current status of each Division.


With more and more brigades to keep track of, players may find it easier to use the Condensed Brigade Loss Chart. This chart works as described above, but without the boxes to record losses -- simply write the number of losses next to each brigade. This makes record-keeping much easier as most units can be listed on a single page.


Regimental Loss Charts are also provided for players who desire a much higher level of detail. Special rules for these charts are given in the Optional Rules section. Be forewarned, this method involves a lot more paper-shuffling and increases the time it takes to play the game.

2.0 Game Turns

Game Turns are divided into a sequence of steps referred to as the "Sequence of Play". Each player executes this sequence once during a Game Turn, and the roles of the players are reversed each time the sequence is executed. All actions must take place strictly according to the Sequence of Play.


 In the roughest sense, play proceeds as follows. The first player conducts his Command Phase where, as the Army Commander, he issues orders to his subordinate commanders (Leaders) and checks for acceptance of orders that were previously delivered. Friendly Leaders may also attempt to give themselves orders in this phase using their own Initiative. Next, the first player moves his units on the map to execute the orders they were given, and may engage the enemy in close combat.


When movement is completed, the other player fires at the units of the first player, and then the roles are reversed and the player who's turn it is fires at enemy units. When all firing is completed, the first player rallies any of his units that were affected by combat. The second player then becomes the "active" player and the same sequence is repeated. When the second player finishes each step in the Sequence of Play, the current Game Turn ends and another Game Turn begins. At this point, markers on the Turn Track are adjusted to indicate a new Turn.

2.1 Sequence of Play
First Player Turn

Command Phase

- Issue Orders

- Stoppage Checks

- Initiative

- Delay Reduction

- New Order Acceptance

Movement Phase

- Movement & Close Combat

- Resupply

Fire Combat Phase

- Defensive Fire

- Offensive Fire

Rally Phase

- Straggler Recovery

- Rally

Second Player Turn

- Repeat the above sequence

Game Turn

- Advance the Turn Markers

2.2 Night Turns

Night actions, while rare in the Civil War, did occur. In CWR, game turns at night are half an hour instead of 15 minutes, making all actions take longer than during the day. Visibility at night is always one hex, and many actions occurring at night (fire combat, morale checks, etc.) have negative modifiers applied to them.

2.3 Fog of War

In order to increase realism in the game, do not reveal information about your orders and plans to your opponent. A unit’s current strength and status are also kept secret, and are only revealed when needed during combat. Players may never look beneath the top combat unit in a hex. However, a player may ask if a stack of units contains troops, artillery, or both, and the owning player must give the correct answer.

3.0 Movement

During the Movement Phase, the active player may move as many units as desired, and each unit may move as many or as few hexes as desired within the restrictions given below. Only friendly units (those belonging to the active player) may move in this phase; enemy units (those belonging to the other player) may not. Units may be moved individually, or may move together as a stack. All movement must follow a contiguous path of hexes on the map. Units may not exit the map or conduct any type of off-map movement unless the Game rules explicitly allow it.


Movement is calculated using Movement Points (MP). On the Terrain Effects on Movement Chart, each type of unit is assigned a number of MP referred to as a movement allowance. This is the total number of MP available to a unit of that type in the current Movement Phase. As units move, the player must keep a running total of the MP each unit expends. Movement allowances are completely independent of each other --- expenditures of one unit does not affect other units. Movement points, even if unused, may not be transferred from unit to unit or saved for future use.


As indicated on the Movement Chart, each hex and each hexside feature on the map costs a number of movement points to enter or cross. To enter a hex, a moving unit must pay the total cost of the hex and the cost of any hexside feature bordering the hex. Units may never enter or cross prohibited hexes or hexsides.


3.0a Road Movement. Roads, Trails, and Railroads have their own road movement cost listed on the Movement Chart. Units moving along a road, trail, or railroad, pay only the road movement cost for each hex they enter. To qualify for road movement, a unit must start the Movement Phase in a hex, or pay the normal terrain cost to enter a hex, containing a road, trail, or railroad.


3.0b Enemy Units. Hexes containing enemy combat units (infantry, cavalry, or artillery) may only be entered by friendly units executing a Close Combat (7.0). Leaders, Headquarters, Wagons, and Artillery units may not enter a hex containing any type of enemy unit unless accompanied by a friendly infantry or cavalry unit.


3.0c One Hex Move. Any unit starting the movement phase with MP available, but without sufficient MP to enter an adjacent hex, may always move one hex provided it is not prohibited, across a prohibited hexside, or into a Close Combat.


3.0d Partial Move. A unit or stack of units must complete its movement for the turn before another unit or stack may be moved. You may move a stack of units and have one unit in that stack split off and finish its move, and then finish moving the rest of the stack.

3.1 Formations

Infantry, cavalry, and artillery each have two formations which they can adopt, one beneficial to movement (Column, Mounted, Limbered) and the other to combat (Line for infantry and cavalry, Unlimbered for artillery). The unit counter itself indicates which formation a unit is in -- Line formation or Unlimbered formation on the front, and Column, Mounted, or Limbered formation on the back. Changing formation is simply a matter of flipping the unit counter over, from one side to the other.


Units may change formation voluntarily during the friendly Movement Phase by paying one or more movement points as given on the Movement Chart. Note that both the movement point allowance and the cost for terrain may vary according to a unit's formation. Leaders, Headquarters, and Wagons do not use formations.


3.1a During the Movement Phase, any infantry or cavalry unit that changes formation adjacent to an enemy unit may be fired on by all adjacent enemy units. For this fire combat, the unit is considered to be in the least beneficial formation. After resolving the fire, the unit may continue to move provided it has MP remaining and was not forced to retreat.


3.1b Units in Column or Mounted formation that are fired on may change to Line formation after the full resolution of the combat. This formation change does not trigger additional enemy fire.


3.1c Cavalry units in Mounted formation have 12 MP available. In Line formation (dismounted) they have only 6. When a cavalry unit in Line formation changes to Mounted formation, DOUBLE all MP the unit has used, including the 1 MP to change formation. When a cavalry unit in Mounted formation changes to Line formation, HALVE all MP the unit has used, including the 3 MP to change formation, and round up to a whole number. The result is the number of MP the unit has expended.

3.2 Stacking

Stacking is the placement of more than one unit in a single hex. Two or more units in a hex are referred to as a Stack, and the position of the units from top to bottom is referred to as the Stacking Order. Units can move together as a stack provided each unit's movement allowance and cost of movement is accounted for.


Leaders, Headquarters, and Wagon units ignore all Stacking restrictions and penalties and may always move through, or stack with, other friendly units. Friendly units may stack with enemy units.


3.2a Stacking Limit. No more than 16 strength points of all types can stack in a hex. A unit or stack may not enter a hex, or end movement in a hex, if doing so would exceed the stacking limit of 16 strength points.


Units in Column or Mounted formation cannot stack with any other combat unit; they can move through other units or change formation in a hex containing other units, but can never end a move stacked with another combat unit.


One Limbered artillery unit may stack with units in Line formation and/or Un-limbered artillery. Two Limbered artillery units may stack in a hex by themselves; they can move through other units, but can never end a move with more than two Limbered units stacked together. Two Limbered artillery units may use road movement as a stack.


3.2b Stacking Penalty. Any combat unit that enters or exits a hex containing another friendly combat unit must pay an additional 2 MP. The total cost to move through a hex would be 4 MP, plus the normal terrain cost of each hex. Any combat unit that started the Movement Phase stacked with another friendly combat unit, but is no longer stacked when it moves, must still pay +2 MP to exit the hex.


3.2c Stacking Order. Any unit that enters a hex containing other friendly units may be placed in any position in the stack. Stacking Order may be adjusted freely before a stack moves in the Movement Phase, and also in the last hex of a retreat caused by Fire Combat or Close Combat.

3.3 Facing

Units in Line formation and Unlimbered artillery units must be aligned to “face” a single hexside, with the top edge of the counter indicating the direction the unit is facing. Facing defines the front and rear of each unit in Line formation and each Unlimbered artillery unit. All units in a hex must have the same Facing.


Facing may be changed freely during a player's Movement Phase. There is no MP cost to change Facing and any amount of rotation is allowed in a single change. Enemy units have no effect on the ability to change Facing.


Combat units may only fire through the 3 frontal hexsides they are facing, never along a hexside directly to the right or left, or to the rear. A unit may receive fire from any direction. Any fire a unit receives through a rear hex, or along a hexside dividing the front and rear hexes, is considered a Flanking fire.


3.3a Units that have been fired on may adjust Facing after the full resolution of the Fire Combat. This means in the last hex of a Retreat (if any), or in the hex they occupy (if no retreat). Units that are involved in Close Combat may adjust Facing after the Close Combat is fully resolved. In this case, units that retreat can adjust Facing in the last hex of the Retreat, and units that remain in the hex after the Close Combat may adjust Facing in that hex.

3.4 Zone of Control

Units in line formation and unlimbered artillery units have a Zone of Control (ZOC) in each of the 3 hexes adjacent to their frontal hexsides. This ZOC extends into each frontal hex regardless of terrain. The ZOC of an enemy unit is referred to as an EZOC.


Units that enter an EZOC during movement must cease all movement for the turn, unless conducting a Close Combat (7.0). Units may freely exit any EZOC they occupy at the beginning of their movement provided the first hex entered does not contain another EZOC. Entering or exiting an EZOC does not cost extra movement points.

3.5 Artillery

Artillery units that move cannot Unlimber in the same Movement Phase; they must Unlimber before any Movement Points are expended. Unlimbered artillery units cannot move—they must change to Limbered formation first, at a cost of 3MP and may then use their remaining movement allowance (4 MP). Artillery units may never unlimber in an EZOC, and never draw enemy fire when changing formation.  Artillery that Limbers in an EZOC (or in Close Combat) must roll on the Gun Loss Table and lose the number of guns called for by the result.

3.6 Reinforcements

Reinforcements enter the map during the Movement Phase, at the time and place listed in the Game rules. Each reinforcement group is given a specific Entry hex number, or an Entry area identified by a letter (A,B,C). Reinforcements may not be delayed or redirected in any way.


On the turn of arrival, reinforcements may enter the map in any formation. Setup the reinforcements off map, within normal stacking limits, and line them up with the Entry hex (or hexes). As they enter the map, the first unit counts the Entry hex as its first hex of movement, the next unit treats it as the second and so on. When the Entry hex contains a road, the same type of road is assumed to extend off the map and units may enter the map using Road Movement.


3.6a Blocked Entry Hex. Entry hexes cannot be blocked. If enemy units or EZOC are blocking the arrival of reinforcements, shift the Entry Hex along the mapedge up to 10 hexes in either direction. If entry is still blocked, increase the distance another 10 hexes until the reinforcements are able to enter the map. The Army Supply Train (which requires a road to move on) may delay arrival until a road Entry hex is available.


Design Note: When lots of units are arriving as reinforcements, not all of them may be able to move onto the map in a single turn. In this case, leave the excess units lined up off map and let them enter in the next friendly Movement Phase. Additional reinforcements arriving at the same entry hex would be lined up behind the units waiting to enter.

3.7 Forced March

Forced March is a method for increasing the speed of marching troops. Only infantry units in Column formation may Force March. A unit must be in Column formation at the beginning of the Movement Phase, and may not change formation at any time during movement. Disorganized or Routed units may never Force March.


Each infantry unit using Forced March must make a Straggler Check (5.8) on Straggler Table 1. After taking any straggler losses, the unit may expend 2 extra MP in the current Movement Phase. To gain two additional MP in the current Movement Phase, the same unit must roll again on Straggler Table 2 and apply any additional straggler losses. No unit may use more than 4 MP in the current turn.

4.0 Line of Sight

Line of Sight (LOS) determines whether units can see each other and thus be able to fire at each other. In all cases, LOS is either blocked or clear. When blocked, fire combat is not allowed between the hexes in question--the units simply can't see each other. A clear LOS allows fire combat in both directions.


LOS is determined by imagining (or using a ruler or piece of string to create) a line from the center of the firing unit’s hex to the center of the target hex. Terrain features and elevations that are crossed by this line must be evaluated to determine if they block LOS. Terrain features that are in the firing unit’s hex or in the target hex never block LOS and units always have a clear LOS into all adjacent hexes.


Elevation levels are color coded on the maps, and the relationship of these levels from lowest to highest is shown on the Elevation Key (printed on the map). Elevation level is determined by the color at the center of each hex. Changes in elevation from hex to hex are gradual, as most terrain tends to slope gently up and down. A hexside between two different elevations is half the elevation change (if any) between the adjacent hexes. Where more abrupt changes in elevation occur, map symbols are used to indicate more steeply sloping ground.


Forest, Orchard, and Urban terrain features add one level to the elevation of a hex. Units may always fire into or out of, but not through, these terrain features and may fire over these features if the elevations work out correctly. Buildings and other minor features are included purely for historical interest, and—unless marked as Urban terrain—never affect LOS.

4.1 Determining LOS

Use the following cases to determine if LOS is clear or blocked. Note the term “terrain feature” used in this section refers to the elevation of a hex, including the one level increase for Forest, Orchard, or Urban features in the hex (if any).


1) Any terrain feature that is higher than both the firing unit's hex and the target hex always blocks LOS. If all terrain features between the firing unit and target hex are lower or equal elevations, LOS is clear.


2) If the firing unit and the target unit are at different elevations, only one hex along the LOS may be at the same elevation as the higher unit, and it must be the hex adjacent to the higher unit. If more than one hex of the higher unit’s elevation is between the firing unit and the target, LOS is blocked.


3) If the firing unit and the target are at different elevations, any terrain feature that is at an elevation equal to or higher than the midpoint between the elevations of the firing unit and the target will block LOS if it is closer to the lower unit than the higher unit.

Design Note: for LOS issues that cannot be resolved using the above cases, refer to the LOS Procedure in the back of this rulebook.
4.2 Effects and Restrictions 

4.2a Forest (Woods). Any hex that contains at least two complete tree symbols is considered a Forest hex and the entire hex blocks LOS.


4.2b Orchard. Any hex that contains one or more complete Orchard tree symbols is considered a Orchard hex. The first Orchard hex encountered along a LOS from the firing unit’s hex, may be ignored for LOS purposes. All subsequent Orchard hexes encountered along the same LOS affect LOS normally.


4.2c Canopy Effect. LOS into or out of a Forest, Urban, or Orchard hex through an adjacent Forest, Urban, or Orchard hex is always blocked - regardless of elevation.


4.2d Hexsides. LOS along a hexside is clear unless both hexes adjacent to the hexside contain terrain that would block LOS (woods, urban hexes, etc.). Exception: hexsides around enemy units always block LOS when the LOS traverses the hexside (as opposed to crossing the hexside into the enemy unit). This means fire cannot be directed along a hexside of an enemy occupied hex into the hex of another enemy unit. Hexsides around friendly units do not block LOS for other friendly units firing along the hexside.


4.2d Friendly Units may never fire through other friendly units that are adjacent to the target hex. LOS for Small Arms fire is always blocked by other friendly units unless the firing unit is at least two elevation levels higher than the other (non-firing) friendly units. Artillery units can fire over friendly units when the target is at a range of 6 hexes or more and there no friendly units adjacent to the target hex.

4.3e Enemy Units that are in a LOS always block LOS for Small Arms fire. Artillery units may fire through enemy units to target enemy artillery (only).


Design Note: these rules allow artillery to engage enemy guns that move up behind an enemy infantry line. The advancing artillery would be regarded as a much greater threat and the defending guns would shift fire to engage them. Also, small arms fire would always be directed at the nearest enemy troops that are in a LOS, regardless of the circumstances...defending units would not “avoid” shooting at close enemy troops to hit ones further back.
4.4 Visibility

Visibility is given as a number of hexes on the Turn Record Track. A visibility of 5 means units can see (and fire at) targets up to and including five hexes. If no number is given, visibility is unlimited. The visibility number for a turn is in effect for that turn only and is the maximum range in hexes that units can see.

5.0 Fire Combat

In the Fire Combat phase, units may fire their weapons at enemy units that are within range and LOS. Units may fire individually, or together, according to the procedure and restrictions described in this section.


The Fire Combat Phase is divided into two segments, Defensive and Offensive. Offensive Fire is executed by the active player (the player whose turn it is). Defensive Fire is executed by the opposing player before the active player conducts his portion of the Fire Combat Phase.

Procedure


For each target hex, identify the infantry, cavalry, and/or artillery units that are firing and calculate the total Fire Strength generated by those units. On the Fire Combat Table, drop any remaining fractional values and match the resulting total fire strength to one of the column headings along the top row of the table. This is the initial column for the Fire Combat. Next, total all column shifts that apply to this combat and adjust the initial column to the right or left. Roll two dice (2-12) to determine a row across the table, and find the Fire Combat result at the intersection of the row and column. Execute the result as described in section 5.7 (below).


Note: the Fire Combat Table is restricted to the columns shown—modifiers that shift the initial column beyond those on the table are ignored, and the Fire Combat is resolved on the last available column.
5.1 Strength Points

Infantry, cavalry, and artillery units have a letter and a number printed on the counter. These indicate the type of weapon the unit has and the number of Strength Points (SP) the unit has for Fire Combat. A unit's current strength is shown either by its printed strength (if it has not taken losses in combat) or by a Strength marker placed underneath the unit. If no Strength marker is stacked immediately below a unit, the unit is at full strength.


Strength markers have four facings on each side. The number on the marker that is oriented to face the same way as the unit shows the unit's current strength. In other words, the value at the "top" of the strength marker (oriented the same way as the unit) is the current strength. When losses occur, rotate, flip, or replace the marker as required to maintain an accurate indication of the unit's strength.


5.1a SP Limit. No more than 8 SP of all types can fire out of a single hex. This total includes all hexsides through which fire takes place. Infantry SP available to fire from a hex are counted from the top unit down. If the top infantry unit has less than 8 SP, the next infantry unit in the stack may add its strength to the fire, up to the limit of 8 SP. Artillery may add its fire from any position in the stack. Any combination of infantry and artillery SP firing from a hex is fine, as long as the overall limit is not violated. 


Example: A hex containing a 6 SP infantry unit, a 4 SP infantry unit, and a 6 gun unlimbered battery could fire 6 artillery SP and the top 2 SP of infantry, or 8 infantry SP, or 4 SP of infantry and 4 SP of artillery, and so on.

5.2 Fire Strength

Fire Strength represents the volume of fire generated by a combat unit. The Fire Strength of a unit is determined by cross-referencing the unit's Weapon Type with the range to the target (in hexes) and applying the multiplier found on the Range Table (Small Arms or Artillery) to the firing unit's current Strength Points. The final value is the Fire Strength that unit contributes to the combat, including any fractional values that may be generated. 


Example: a 6 SP infantry unit armed with rifles is firing at an adjacent enemy unit. The weapon type is R and the multiplier (at 1 hex range) is 2x, meaning the unit's SP are doubled, generating a Fire Strength of 12. Another unit with 5 SP firing at 3 hex range (1/2x) would contribute a Fire Strength of 2.5 to the combat.

5.2a Disorganized (DG) Units. DG units fire at half strength. Calculate the Fire Strength of a DG unit or stack normally and divide the total by 2, retaining any fractions.

5.3 Restrictions

Units may only conduct fire combat on targets that are within range of the weapon employed. All firing units must have a clear LOS to the target hex, and that LOS cannot exceed the current limit of Visibility (4.4).


5.3a Units in Column, Mounted, or Limbered formation, and units that are Routed, may not conduct fire combat. These and other restrictions are given on the Formation Effects Chart and the Morale State Effects Chart.


5.3b Each unit may only fire once in each Fire Combat phase. Any number of eligible units may fire in each combat phase and there is no limit on the number of units or fire strength that can engage a single target provided the maximum fire of 8 SP from each hex is not exceeded (5.1a).


5.3c A target hex can only be fired on once, and each enemy unit or stack can only be fired on once, in each Fire Combat phase. Exception: retreat into EZOC (6.3c).


5.3d No more than three Union batteries or two Confederate batteries can combine fire at the same target. Any three Union or two Confederate batteries can combine fire—there is no stacking, organizational, or location requirement.


5.3e Any total combined Fire Strength that is less than 1 is automatically No Effect.

5.4 Splitting Fire 


A unit or stack may split fire to engage more than one target. Each unit or stack that conducts a Split Fire is governed by the following restrictions.


1) All targets being engaged by the Split Fire must be at exactly the same range. A unit or stack cannot split fire between targets at different ranges.


2) All available strength points must be distributed among the targets as evenly as possible, using only whole numbers. Artillery in a Split Fire may only divide into sections of 2 SP or more.


3) Each target being fired on can only be engaged by the Split Fire. No additional units can add their strength to a Split Fire combat.


4) The maximum of 8 SP firing from a hex may not be exceeded and only one Split Fire can be fired at a given hex.


Example: a stack containing an infantry unit (R8) and artillery unit (N5) decides to fire on two targets that are both at a range of 2 hexes. Assigning the artillery first, a 2 gun section will fire on the first target and the remaining 3 guns fire on the second target. The infantry unit adds 2 SP to the first target and 1 SP to the second target for a total of 8 SP firing from the hex (4 SP on each target). The total Fire Strength is calculated and gives 8 for the first target and 10 on the second target. The infantry could have fired 3 SP at a third target (at the same range) instead of combining with the artillery.
5.5 Selective Fire 


Artillery units (only) may selectively target enemy artillery units in a stack, regardless of the position of the target unit in the stack. Selective artillery fire counts as a normal fire combat, so any hex or unit that is fired on by Selective Fire cannot be fired on again in the same phase.


Artillery fire on a hex containing only Limbered artillery units, or containing only Un-Limbered artillery units, is handled as a normal fire combat. In either of these situations, Leaders, Headquarters, and wagons may also be in the hex. In all other situations, Selective Artillery Fire may be used to specifically target enemy artillery in a stack, and must be declared before executing a Fire Combat.

Selective Artillery Fire is resolved as follows:


1) When a Limbered artillery unit is in the target stack, the Fire Combat is resolved solely against the Limbered artillery unit (as if it were the only unit in the hex). Morale Table results that do NOT require the artillery unit to retreat are ignored by all units in the hex.


2) When one or more Un-Limbered artillery units are in the target stack, and the stack does not contain a Limbered artillery unit, resolve the artillery fire as a normal Fire Combat except for losses (casualties). All losses from the Fire Combat are inflicted on the Un-Limbered artillery units in the hex. The artillery unit with the most guns takes losses first, and the owning player may choose between units of equal strength.


Design Note: according to the Fog of War rule (2.3), you may ask if a stack contains artillery but are not told if the artillery is Limbered or Unlimbered; so the decision to use Selective fire must be declared before executing the fire combat. When Selective artillery fire is declared, Limbered artillery (if present) will automatically be the target. This is also true when Selective artillery fire is declared against a stack containing only a Limbered artillery unit and one or more Un-Limbered artillery units.
5.6 Terrain Effects

5.6a Terrain types that affect combat are listed as column shifts on the Fire Combat Table. A given column shift may only be applied once in each Fire Combat. Other terrain types only affect combat by restricting LOS.


5.6b A slope hexside affects a fire combat if all fires in the combat cross a slope hexside. All fires must pass through the slope hexside from a lower elevation, and the target unit must be adjacent to the slope hexside. If any fire comes into the target hex via a non-slope hexside, or from the same or higher elevation, the target does not get the benefit of the slope at all. 


5.6c Hexside features other than Slope require the defending unit to be adjacent to the hexside and all fire to be directed through the hexside.

5.7 Fire Combat Table

After calculating the total Fire Strength for a Fire Combat, drop any remaining fractional value and find a column on the Fire Combat Table that matches the Fire Strength for this combat. Next, check to see if any column shifts apply to the firing units and the target. The first combat unit at the top of a stack is used to determine any column shifts that apply to the target as a whole. After adjusting the initial column on the Fire Combat Table left or right, roll two dice and execute the result.


5.7a Morale Check. Certain results are listed as M,  or M+2. These results call for a Morale Check only (no casualties or stragglers). The +2 following the M is an additional number of upward shifts to be applied to the Morale Table. Execute the Morale Check and implement the result to complete the fire combat.


5.7b Step Losses. Any numeric result on the Fire Combat Table indicates a casualty, and requires a Straggler Check and Morale Check. First, reduce the target unit’s strength according to the number given on the table. If the unit is eliminated (reduced to 0), apply any remaining casualties to the next combat unit in the stack. After the casualties are recorded, go on to make a Straggler Check and a Morale Check.


5.7c Low Ammo. Whenever a Fire Combat Table roll is an 11 or 12, mark all firing units with a Low Ammo marker. If a firing unit was already marked Low Ammo, replace that marker with one that says No Ammo. These units remain Low Ammo or No Ammo until resupplied (8.0).


5.7d If the only combat unit in a stack is eliminated by losses on the Fire Combat Table or Straggler Table, there is no Morale Check to conduct. Any non-combat units that happen to be in the hex (Leaders, Headquarters, or Wagons) simply remain in the hex.

5.8 Stragglers

Stragglers represent soldiers who are separated from the ranks by the effect of combat and exertion, and no longer add to the combat strength of their unit. While not permanent losses, stragglers reduce a unit’s current strength just like battle casualties. However, stragglers may be recovered during the game to rebuild a unit’s strength.


Straggler losses are tracked at the Brigade level. Whenever a unit suffers a straggler loss, fill in one or more Straggler boxes on the Brigade Loss Chart (on the row corresponding to the unit's brigade) and reduce the unit's strength to reflect the number of stragglers lost. Casualties (the numeric losses produced by the Fire Combat Table) are not recorded on the Brigade Loss Chart.


Army, Corps, and Division units, that are not associated with a Brigade, record their straggler losses on the Brigade Loss Chart on the row of boxes identified by the name of the Army the unit belongs to. All non-brigade units in the Army record their straggler losses in these boxes.

Straggler Check

Whenever a Straggler Check is called for, roll one die and modify the result according to the modifiers listed on the Straggler Table. These modifiers are cumulative, but only one qualifier on each line may be used. Cross index the modified die roll with the Morale column corresponding to the morale rating of the infantry or cavalry unit that is making the Straggler Check. The numeric result is the number of strength points lost to stragglers.

 
5.8a The first infantry or cavalry unit at the top of a stack is used to make the Straggler Check. Straggler Table 1 is used whenever the numeric result on the Fire Combat Table is a 1. When the Fire Combat Table result is 2 or more, use Straggler Table 2.

 
5.8b If the unit making a Straggler Check is eliminated by the straggler loss, the next unit in the stack takes any remaining straggler losses and makes any subsequent morale check. Note that this "next" unit does not roll separately for stragglers.


5.8c Artillery units never lose strength points to stragglers and do not make Straggler Checks themselves. If the first combat unit in a stack is artillery, the next infantry or cavalry unit in the stack would check for Stragglers, but the morale rating of the artillery unit would be used for the Morale Check.

5.9  Wrecked Status

As losses increase, regiments, brigades, and divisions will reach a point that impacts their combat effectiveness. When that point is reached, the unit is considered Wrecked, and all associated penalties take effect immediately. 


An infantry or cavalry unit is considered wrecked when it has lost 50% or more of its printed strength. For example, an infantry unit with 6 SP becomes wrecked when it is reduced to a strength of 3; a unit with a printed strength of 5 is wrecked when it is reduced to 2 SP. Artillery units never become wrecked.

On the right side of the Loss Chart are a number of boxes corresponding to the number of regiments in each brigade. These boxes are used to track the potential Wrecked status of each brigade. The check mark (√) with each group of boxes indicates the point at which that brigade becomes wrecked. Whenever a regiment becomes wrecked, fill in one of the Brigade Status boxes for that unit's brigade. When all of the Brigade Status boxes to the left of the check mark are filled in, the Brigade is wrecked.


This works the same way for divisions. On the Loss Chart, there is a set of Division Status boxes for each division. Whenever a brigade of a division reaches a Wreck point (√), fill in one of the Division Status boxes. When all of the boxes to the left of the check mark are filled in, the Division has become wrecked.


Regiments can recover Stragglers to a point where they, and the Brigade and Division they belong to, are no longer wrecked. Whenever a regiment recovers from being wrecked, clear one of the Brigade Status boxes and check the Division status. When a regiment, brigade, or division recovers from being wrecked, the associated penalties no longer apply.
6.0 Morale

Morale represents the quality of a unit, a combination of leadership, training, and character that determines how well the unit withstands the shock of combat. Each combat unit has a morale rating printed on the counter. Units are rated on a scale of A through F, from best to worst. This rating does not change during the relatively short period represented by the game.


Temporary states of confusion, fear, or anger are represented by Morale markers: Blood Lust (BL), Shaken (Sh), Disorganized (DG), and Routed (R). Morale states are imposed on units as a result of Morale Checks, and are shown by placing the appropriate morale marker on top of the units in a hex (normal has no marker). Morale states can change often during play and affect a unit’s abilities in various ways. The Morale Effects Table lists the effects of each Morale state on fire, movement, and close combat.


6.0a Morale and Stacking. A hex and all units in it can have only one morale state at any given moment. A morale state inflicted on one unit affects all others in that hex. When units with different morale states are stacked together at the end of the Movement Phase, all units in the hex adopt the worst morale state. Units may move through hexes containing units in other morale states without affecting their own morale.


Exceptions: any unit that even momentarily stacks with a Routed unit (for any reason) is automatically Routed. Blood Lust units that are stacked with non-BL units at the end of the Movement Phase revert to Normal morale.


6.0b Routed. Units that are Routed cannot move, do not have a ZOC, and are not in any particular Formation (other than running away).

6.1 Morale Checks

In most cases, the top unit in a stack provides the morale rating when a Morale Check is required. The top unit is also the basis for the assorted modifiers affecting the morale check. Units that are marked Blood Lust (BL) do not make morale checks. Instead, roll two dice on the Blood Lust Morale Table to determine if the BL marker is removed or remains in effect.

Procedure


Using the morale rating of the top unit in the stack, find the matching morale level on the left side of the Morale Table. Adjust the row up or down according to the modifiers listed on the table, with “+” being up and “-” being down. These modifiers are cumulative. Roll two dice (11-66) with one as the first digit and the other as the second digit (a six and a four would be 64). Find this number along the current row, then move up the column to find the result at the top. Execute the Morale Table result as described below.

6.2 Morale Results

Results on the Morale Table contain a morale state that is applied to the target unit or stack, the number of hexes the units must retreat (if any), and in some cases, a number of additional Straggler losses. Morale results are listed as BL (Blood Lust), NE (No Effect), SH (Shaken), DG (Disorganized), and R (Routed). Place the appropriate morale marker on the target unit or stack to indicate the new morale state. Retreats are listed as B1, B2, B3, and B4, representing the number of hexes the units must retreat. Some morale results have additional straggler losses listed as L1 or L2. These are applied to the top unit in the stack when that result is obtained.


For example, a Morale Result of DGB2 means the unit or stack gets a DG marker, must retreat 2 hexes, and loses one additional straggler. A result of RB4 stands for Routed, Back 4 (hexes), and 2 straggler losses. Some morale results simply give a Morale state without requiring a retreat or adding stragglers.


6.2a * Retreat Option. Any stack containing an unlimbered artillery unit may choose to ignore the retreat portion of any Morale Table result marked with a '*'. This is an option—the units involved may choose to retreat or choose to stay. Whatever this option is taken, all units in the hex must retreat or stay together. Artillery alone in a hex, or stacked only with other artillery, does not get this option. The ‘*’ retreat option also applies to any unit or stack located in a Sunken Road or in Breastworks.


6.2b Additive Effects. When a unit or stack with a morale state of Sh, DG, or R, receives another morale result, the worse morale state of the two takes effect OR remains in effect. Retreat and straggler results are always applied as given by the actual morale result just obtained. There are two exceptions to this rule:


1. DG + DG = R. Any unit or stack that is DG and receives another DG result is marked R. Retreat and straggler losses are applied as given on the actual DG result just obtained and no additional retreat or straggler losses are imposed.


2. When a unit or stack with a morale state of Sh, DG, or R, receives a morale result of BL, the new morale state is determined as follows:


Sh + BL = BL


DG + BL = Normal


R + BL = SH


Examples: a unit that is DG receives a morale result of SHB1, L1. The unit would retreat 1 hex, take 1 straggler loss, and remain DG (instead of SH). If a DG unit receives a result of RB4, L2, it would execute that result and become Routed because R is worse than the existing morale state of DG. A unit that is R and receives a result of Normal, simply remains Routed with no retreat or stragglers added to the result. A unit that is DG and receives a result of DGB2, L1 would retreat 2 hexes, take 1 straggler, and then be marked R. If a DG unit received a result of BL, the DG marker would be removed and the unit would revert to Normal morale. 

6.3 Retreat

Retreats on the Morale Table are given in hexes, not movement points. When required to retreat, the affected units must retreat the number of hexes given on the table. The owning player must execute the retreat in a relatively straight line, in a direction which is locally “to the rear,” away from enemy units. Doubling back and other “game tricks” are not allowed.


6.3a Units must retreat as a stack. In the last hex of a retreat (only), Facing and Stacking Order may be adjusted freely and units in Column or Mounted formation may change to Line formation.


6.3b Units that are eliminated by Straggler losses on a Morale Table result are removed before executing the retreat and any units remaining in the hex must complete the retreat result.


6.3c Units that cannot retreat the required number of hexes, due to enemy units or impassible terrain, stop retreating and automatically become Routed. Units forced off the map by a retreat lose all remaining strength as stragglers (not casualties) and are removed from play. They may return through normal Straggler Recovery.


6.3d When a unit or stack retreats into a hex containing other friendly units, the other units may either displace one hex or stack with the retreating units and follow along in the retreat. Leaders and Headquarters by themselves do not cause Displacement and may retreat through other friendly units.

Displacement: Units that choose to displace, worsen their morale state by one level (Sh to DG, for instance). Units that displace can be fired on in their new hex (if they have not yet received fire) with the morale penalty caused by the displacement. Like retreats, displacements must be locally “to the rear” and facing must remain the same. Displacement may cause other displacement situations, so handle each one as an individual event, with the same rules and options applying.


Stacking: Units that choose to stack with retreating units are (all) placed on top of the retreating units and facing is determined by the top units in the stack. The worst morale state in the hex is applied to the combined stack and the whole stack must continue the retreat (if required). The combined stack can still be fired on in the current fire phase (if the top units in the stack have not yet received fire).


Note: when units retreat into a hex containing other friendly units, the stacking limit in that hex may not be exceeded. Some or all of the “other” units must displace to avoid over-stacking.


6.3e EZOC. Any unit or stack that retreats into an EZOC hex may be fired on by all enemy units that exert a ZOC into the hex. The EZOC fire is resolved as one regular Fire Combat on the retreating units. This is a free fire for the enemy units and does not prevent them from firing normally in the current combat phase. Units that retreat from Close Combat are exempt from EZOC fire in the first hex of their retreat.


When resolving EZOC fire, the number of retreat hexes must always equal or exceed the original retreat result. Any new retreat result that equals or exceeds the original retreat (-1 for the EZOC hex) replaces the original retreat result and starts in the EZOC hex; if the new Morale result does not call for a retreat, execute the remainder of the original retreat result, if any.


When other friendly units are in the EZOC hex, the EZOC fire is resoved first, and the decision to Displace or Stack with the retreating units is made after the EZOC fire is resolved. If the units retreating into the EZOC are eliminated by the enemy fire, the other friendly units in the hex are not affected in any way.

 
6.3f Artillery. Artillery units must Limber to retreat, and if doing so in a EZOC must roll on the Artillery Gun Loss Table and lose the number of strength points called for by the result. Unlimbered artillery may not Displace or join other units retreating through the hex; the guns must remain in place and absorb the morale state of the retreating units.


6.3g Routed Units. Units that are Routed may retreat across a functioning Bridge hexside regardless of the actual formation the units may be in (see 6.0b).

6.4  Rally

Rally is a simple process in which units gradually (and in most cases, automatically) evolve toward normal. During the Rally Phase of a player turn, the morale state of all friendly units is adjusted as shown on the Rally Diagram. To avoid confusion, follow this sequence:


A. Remove all Sh markers.


B. Flip all DG markers to Sh.


C. Remove BL markers from all units not adjacent to an enemy unit. BL units that are adjacent to enemy units must roll for removal on the Blood Lust Morale Check Table.


D. For each R marker, roll one die and subtract the morale rating of any one leader in the hex. On a 2 or less, the stack becomes DG. Any other result leaves the R marker in place. Routed units may change Formation and adjust Facing when they Rally to DG.


E. Any Routed unit or stack within 6 hexes of an enemy unit must retreat until it is 6 hexes away from all enemy units. If a Routed unit is unable to execute this retreat due to impassible terrain or enemy units, all remaining strength is lost as casualties (not stragglers) and the unit is eliminated (note that rule 6.3f also applies to this type of retreat). Routed units may change Formation and adjust Facing when they Rally and become DG.

7.0 Close Combat

Close Combat (CC) is a combination of fire and movement which occurs in the Movement Phase. To conduct a CC, attacking units move into a hex containing enemy combat units and declare a CC. Attacking units must pay the full movement cost of the target hex and any hexside feature crossed, plus one additional MP to enter the hex. The CC is then resolved as described in Procedure (below). In all cases, one side or the other will win the CC and remain in the hex.


Always resolve a CC fully before conducting any other movement. Combat units conducting a CC together must start the Movement Phase stacked together. Leaders may move first to join a stack of combat units and then move with the stack to enter a close combat. Attacking units may ignore one EZOC hex in order to enter a CC (regardless of how many enemy units contribute to the EZOC), but may not move directly from one EZOC to another before entering the target hex.


A unit may conduct CC as many times as desired within the constraints of its movement allowance and the restrictions given in 7.2. A defending unit may be the target of an unlimited number of CC attacks in the same Movement Phase and must accept all CC attacks.


After a CC has been resolved, units on both sides that participated in the combat may change Facing and Stacking Order, and attacking units that are not DG or R may continue movement with any remaining MP. Note that any retreat caused by CC does not cost MP.

Procedure


1. Attacker enters Defender’s hex (+1 MP).


2. Defender fires -- Attacker applies losses and makes a Straggler Check if required. No Morale Check is made at this point.


3. Attacker fires -- Defender applies losses and makes a Straggler Check if required. No Morale Check is made at this point.


* if the Defender was unable to fire in step 2 (above) the Attacker is exempt from the Morale Check in step 4 (go to step 5).


4. Attacker checks morale with a -6 modifier (plus any other applicable modifiers) and executes the result. If the Attacker retreats at this point, the CC ends (go to step 7). Note: the Attacker must conduct this Morale Check even if all Defending units are eliminated.


5. Defender checks morale with a -4 modifier (plus any other applicable modifiers) and executes the result. If the Defender retreats at this point, the CC ends and the Defender must make an additional Morale Check without the -4 modifier. Execute the result of the additional Morale Check and then go to step 7.


6. At this point, if both the Attacker and Defender are still in the hex, the Close Combat Odds Table is used to resolve the CC.


7. Attacker and Defender may now change Facing and adjust Stacking Order, and units in column or mounted formation may change to line formation (without drawing enemy fire). Attacking units that are not DG or R may use any  remaining MP to continue moving.

7.1 Combat Effects


7.1a Calculate fire strength using the CC column on the Range Tables. The defender (only) may use up to 8 SP of small arms AND one artillery battery of any strength. The attacker is limited to 8 SP of small arms. Only units in line formation and unlimbered artillery can fire in a CC.


7.1b Hexside features that the attacker crosses to enter the target hex affect the attacker's fire combat as if he were firing across the hexside from which he entered. When the attacker enters CC through a rear hexside, the defender suffers a -3 column shift on the Fire Combat Table.


7.1c Infantry or cavalry units that are Routed when attacked by CC, or become R or DG as a result of CC, take all Straggler losses inflicted by the Morale Table as permanent losses (casualties).

7.2 Restrictions


7.2a Attacker. Only infantry and cavalry units, and Leaders stacked with such units, may enter a hex to conduct CC as the Attacker. Attacking units may not be in any morale state other than BL or Normal. Wrecked units and artillery units may never enter CC as attackers. Attacking units may conduct CC in Column or Mounted formation but cannot fire.


7.2b Command Radius. Attacking units may not violate Command Radius (9.3) to enter a CC hex. Command Radius must reach into the target hex at the moment of the attack. Command Radius may be traced through one EZOC hex that is adjacent to the target hex. Note: the +1 MP cost to enter CC does not apply to Command Radius traced into the hex.


7.2c Retreat. If the attacker must retreat out of a close combat (he lost), the first hex entered must be the one from which he entered the combat. The defender’s retreat hex must be opposite the attacker’s entry hex, or as close as possible given the presence of enemy units. Both sides in a CC are exempt from EZOC fire (6.3d) in the first hex of a retreat. After that one hex, they draw fire normally in each EZOC hex they enter.

8.0 Supply

Supply is handled in two ways. Combat units (infantry, cavalry, artillery) are subject to "Low Ammo" and "No Ammo" supply status—representing the effects of running out of ammunition at the unit level. At the Army level, each player is given a number of ammunition points that allow his artillery units to fire at full strength. Supply wagons re-supply combat units on the map and provide a source for artillery ammunition.

8.1 Supply Wagons

There are two types of supply wagons, Corps Supply Wagons and the Army Supply Train. The Army Supply Train represents a large collection of wagons making up the logistical tail of the Army. Generally, each army has one Supply Train, and each Corps organization has one Supply Wagon. Supply wagons are an unlimited source for ammunition resupply (Low Ammo and No Ammo).

8.1a Supply wagons ignore all Stacking restrictions and penalties. Supply wagons are not affected by morale, but they must retreat along with other units retreating out of or through their hex.


8.1b The Army Supply Train moves as a wagon, except it can only enter road hexes (including Trails) or clear hexes adjacent to a road. Corps supply wagons are not restricted to roads.


8.1c Supply wagons that are not stacked with a friendly combat unit are automatically destroyed if an enemy combat unit is in the same hex. Supply Wagons that are not stacked with a friendly combat unit may be fired on normally in the Fire Combat Phase and are destroyed on a result of 1 or more. Supply wagons may not be fired on separately when a friendly combat unit is in the hex.

8.2 Low Ammo, No Ammo

Whenever the Fire Combat Table die roll is 11 or 12, ALL firing units (including artillery) are immediately marked with a "Low Ammo" marker. If a unit is already marked Low Ammo when this occurs, mark the unit "No Ammo" instead. Low Ammo units may fire normally, but receive a -1 column shift on the Fire Combat Table. Units marked No Ammo cannot fire.


8.2a Close Combat. Low Ammo and No Ammo have no effect when determining odds in a Close Combat. Count these units normally for the Odds Table calculation.

8.3 Resupply

Ammo resupply for both small arms and artillery occurs at the end of the friendly Movement Phase, during the Resupply segment. To resupply, a unit must be at least four hexes away from all enemy units AND within 2 hexes of a supply wagon. Any unit meeting these conditions may remove a "Low Ammo" or "No Ammo" marker immediately.


8.3a Units can only resupply from their own Corps Supply Wagon or directly from the Army Supply Train. Units that do not have a Corps affiliation may only resupply from the Army Supply Train.


8.3b Units that are Disorganized or Routed cannot resupply, and Artillery units must be limbered to resupply.

8.4 Artillery Ammunition

Artillery ammunition points are made available to each player as listed in the Scenario setup instructions (in the Game rules). Players use these points to fire their artillery during the game. The availability of artillery ammunition allows any artillery unit to fire at full strength. Artillery ammunition is recorded and expended on the Artillery Ammunition Track.


8.4a Expenditure. One artillery ammunition point must be expended for each artillery unit or section that fires in each fire combat. Once the total amount of artillery ammunition is expended, artillery units may continue to fire at half strength. Calculate the Fire Strength of the artillery unit normally and divide the total by 2. Artillery ammunition points are not expended, and are not required, to resupply Artillery (8.3).


8.4b Tracing Supply. To fire at full effectiveness, artillery units must be able to trace a path of hexes to the Army Supply Train (or the Entry Hex from which it will enter). The path may be of any length, but only the first 10 hexes from the artillery unit may be non-road hexes—the rest of the trace must be made along primary or secondary roads or trails. The path may not be traced through enemy units or through an EZOC unless the EZOC hex is occupied by a friendly combat unit. Artillery units unable to make this trace may continue to fire at half strength (as in 8.4a) and continue to expend ammunition points for each fire.


Note: the effects of 8.4a and 8.4b are cumulative. If all ammunition points have been expended, artillery units that cannot trace supply have their Fire Strength divided by 4.


8.4c The Army Train. Eliminating the Army Supply Train does not reduce the amount of Artillery ammunition available. Artillery units continue to expend ammunition normally and trace supply reverts to the Entry hex that the Army Train used to enter the map.

9.0 Special Rules
9.1 Leaders


These units represent individual leaders that fulfill important command and morale functions. Leaders move normally, as Mounted units, using their own Movement Allowance. They have no facing or formation and do not count for stacking in any way. Leaders are not required to stack with any unit, and any number of Leaders may occupy a single hex.


Each Leader is given a numerical rating, a Leader Rating, which is printed on the counter. Army, Corps, and Division leaders have a single value for all command functions and morale benefits. Brigade leaders have their Leader Rating represented by two values; the left value is used for command functions (orders, Initiative, and Stoppage) and the value on the right is used for all morale functions.


When making a Morale Check, any one Leader in the hex adds his Leader Rating (minus one) as a modifier on the Morale Table. Leaders themselves do not suffer from morale effects and do not make morale checks of their own.

Leader Loss


When a hex containing a Leader is fired on and the result is 1 or more casualties, roll two dice for each Leader in the hex and consult the Leader Loss Table. If the result is "Wounded" or "Killed", remove the leader from play. Do not check for Leader Loss on combat results of M or M+2. 

When enemy combat units (in any formation) enter a hex with a friendly leader, and there are no friendly combat units in the hex, each friendly leader in the hex must check for Leader Loss. On a result of Wounded or Killed, the leader is removed from play. On any other result, the leader is placed in any hex containing a unit of his command.


If all combat units of a command are eliminated, remove the leader(s) associated with that command. The leader(s) may return when a combat unit of the command returns to play through Straggler Recovery.


Design Note: Leader Losses take place before a Morale Check, so a leader that was in a hex at the moment of fire combat may not be around when the Morale Check is made.

Promotion


When a leader is killed or wounded, the senior ranking leader from the next (lower) level of command is instantly promoted to fill the position of the lost leader. Only leaders that are on the map may be promoted. If the most senior ranking leader is not yet in play, the next most senior ranking leader that is currently on the map is temporarily promoted until the actual senior leader arrives. Seniority of leaders is listed in the Game rules.


Casualties and promotions on the battlefield cause vacancies to open up at various levels of command. For example, a Corps leader that is promoted to replace the Army commander, will leave a vacancy at the Corps level. To fill the vacated position, the senior Division leader in the Corps needs to be promoted; which in turn creates another vacancy at the Division level, and so on. This process continues down the chain of command until reaching the Brigade level.


At the brigade level, all replacement leaders are represented by generic leader counters labeled Repl. Generic Repl leaders come from the ranks of the brigade's combat units. When a Brigade leader is promoted to fill a higher position, leave the Brigade leader where he is and put a Repl leader in the same hex. When a Brigade leader is killed or wounded, flip the counter over to the Repl side and place it in any hex containing a combat unit of the same brigade.


All Leader promotions take effect immediately. A newly promoted leader begins his new duties at the instant the promotion takes place. Brigade Leaders that are promoted to higher command continue to use their Leader Ratings as described above.


9.1a Order of Promotion. The Army Commander is replaced by the senior available Corps leader (as noted in the Game rules). A Corps leader is replaced by the senior ranking Division leader in that Corps. A Division leader is replaced by the senior Brigade leader in that Division. A Brigade leader is replaced by a generic Repl leader.


Design Note: all leader counters, except the Army Commander, have a Repl leader on the reverse side. Some of these Repl counters have a Brigade designation printed on them to clarify the chain of command. Others are printed with the word "Any" so they may be used with any command.
9.2 Headquarters


 Headquarters (HQ) represent administrative control centers at various levels of command. They are used to identify the command structure of the army and serve important functions in the game. All units must be associated with a HQ (see the Command Organization Chart on the back of this rulebook).

Commands


The term "command" refers to the combination of a Leader and HQ, and all the subordinate leaders and combat units under their control. The highest level of command is the Army Commander and Army HQ. Under their control are all the subordinate commands that make up the army. A Corps command consists of a Corps leader and Corps HQ, and all the units under their control. Divisions and Brigades that are part of a Corps do not have an HQ of their own; they are governed by their Corps HQ and act on the orders of the Corps. Any Division that is not assigned to a Corps must have a HQ to identify it as a separate command. Any Brigade that is not part of a division and not assigned to a Corps must also have a HQ to identify it as a separate command.

Movement


HQ have the same Movement Allowance as Leaders and do not count for Stacking. HQ may not move unless the command they represent has an order that requires movement. For example, if a Corps has an order to attack, the HQ may move freely with other units of the Corps --- separate orders covering the HQ are not necessary.


Once a HQ is in position, it is literally “bolted to the ground” and cannot be moved voluntarily without new orders. HQ may move along freely during the execution of any order that requires movement—but are again bolted to the ground when the order is completed.


9.2b Army HQ. The Army HQ may not move unless it has accepted an order to do so. The order must be issued by the Army commander while stacked with the Army HQ and must include a specific location for the HQ to move to. The Army HQ has a leader rating of 2 for order acceptance (10.2).


The Army HQ cannot issue orders or conduct other command functions while moving. The Army HQ is considered to be moving from the instant it accepts the order to move until it has accomplished the specified movement and has been in the destination hex for one entire turn.

Combat


HQ have no combat ability or ZOC, are not affected by morale, and cannot be destroyed by fire combat. Firing at a HQ has absolutely no effect. When stacked with other units that receive a retreat result, the HQ must retreat with the stack. If enemy units enter a hex containing a HQ, and there are no friendly combat units in the hex, the HQ must displace to the nearest hex containing a friendly unit of the same command.


9.2c When a HQ is forced to displace, or is forced to retreat as a result of Small Arms fire or Close Combat, the entire command must execute an Emergency Retreat (10.4) in the next friendly Movement Phase.

9.3 Command Radius

Controlling large numbers of troops in the Civil War was difficult, and Leaders had to stay in close proximity to the formations they commanded. To represent this, Command Radius (CR) is used to control the distance between Leaders, HQ, and combat units. All units are required to be within the appropriate CR.


For Leaders, CR begins at the Corps HQ. All Division Leaders must be within CR of their Corps HQ. Brigade Leaders must be within CR of their Division Leader. Corps HQ and Corps or Army Leaders have no CR restrictions. For combat units, CR is handled at Brigade level. All combat units must be within CR of their Brigade Leader.


CR is calculated in Movement Points, as if a Leader was moving from one point to another. Always calculate CR down the chain of command---from a Brigade Leader to his combat units, or from a higher Leader or HQ to a Leader. In counting movement points, only those hexes a Leader could move through can be used. Therefore, impassible terrain, enemy units, and EZOC, all block CR. Friendly combat units negate EZOC for this purpose.


Check for CR in the Movement Phase. Units that are in CR before moving are considered to be in CR for the rest of the Movement Phase. Units that are not in CR at the start of the Movement Phase, but are placed in CR by the movement of a Leader or HQ, are also considered to be in CR for the remainder of the phase. Units that are not in CR must move to re-establish CR, and may continue moving once CR is established.


9.3a When a HQ is not yet on the map, Leaders that normally trace CR from that HQ are exempt from the CR restriction given above until the HQ enters the map. Combat units are still governed by CR to their Leader.

Command Radius Distance


CR from Corps HQ to Division Leaders is 12 MP. Only the Leader must be within this CR, not all units of the division.


CR from Division Leader to Brigade Leaders is 8 MP. Only the Leader must be within this CR, not all units of the brigade.


CR from Brigade Leader to combat units of the Brigade is 6 MP. Combat units are also considered to be within CR if they are adjacent to another unit of the same Brigade which is in CR.


Important Note: CR from a Brigade leader can be traced into, but not through, a hex containing a combat unit from another command. This organizational restriction only applies to Brigade CR.


Artillery Batteries. There are four levels of artillery organization in the game: Brigade, Division, Corps, and Army Reserve. Brigade artillery units may only trace CR from the Brigade Leader. Division artillery units can trace CR from the Division Leader or from any Brigade Leader of that Division. Corps artillery units can trace CR from the Corps HQ or from any Division or Brigade Leader of that Corps. Artillery units at Corps or Division level may change the source of CR within their command without orders.


Army Reserve Artillery. This organization normally has a HQ of its own which functions exactly like a Corps HQ. Batteries that are part of the Army Reserve may only trace CR from the HQ of the Army Reserve (12 MP).


Design Note: situations may arise where a leader and units under his command get cut-off by enemy units or EZOC, and may not be able to trace Command Radius. Cut-off units must attempt to move back into Command Radius as best they can. In situations where some units of a command are not cut-off, but the leader providing Command Radius to those units is, allow command radius to be traced (temporarily) from the next higher leader or HQ directly to those units that can be reached. When the cut-off leader returns, or a Repl leader takes his place, Command Radius returns to normal. This situation is only used to avoid units that are nominally within command radius being forced to move toward a leader that is cut-off.
9.4 Straggler Recovery
 
Recovering stragglers gives infantry and cavalry units a chance to rebuild their strength, and allows eliminated units to be rebuilt and returned to the map. Brigades that currently have straggler losses marked on the Brigade Loss Chart may recover stragglers and may only recover Stragglers they themselves have lost.


Straggler Recovery occurs during the Rally Phase of each Hour turn (:00). Each Brigade that has straggler losses may automatically recover a number of stragglers as indicated on the Brigade Straggler Recovery table. Recovery is based on the Morale rating of the Brigade and whether the current turn is Day or Night.


When Straggler losses are recovered, add the same number of strength points to eligible units in the Brigade and erase the actual number of recovered Stragglers on the Brigade Loss Chart. An eligible unit may only recover one strength point during each Straggler Recovery turn. Any excess strength points are not recovered and should not be erased on the Brigade Loss Chart.


To be eligible to recover Stragglers, a unit of the brigade must meet all of the following conditions:


1. must be within Command Radius.


2. must be at least 6 hexes away from all enemy units.


3. must be in Line formation.


4. may not be in any morale state other than normal.


9.4a Within each Army, all units that are not part of a Brigade are grouped together and are treated as one brigade for Straggler Recovery. (see 5.8)

9.4b  Brigades with a Morale rating of C, D, E, or F, may receive a bonus (+) if all units of the Brigade are eligible for recovery during the same Straggler Recovery turn. When (+) is indicated on the Straggler Recovery table and the above requirement is met, add one to the number of stragglers recovered.


9.4c On Night turns, Straggler Recovery is prohibited for any Brigade that has a currently Accepted order, or is part of a Command that has a currently Accepted order.

9.4d Eliminated units returning to the map through Straggler Recovery may be placed in any hex that meets the conditions of 1 and 2 (above). Eliminated units are not eligible to recover stragglers if the conditions in 1 and 2 would prevent them from being placed on the map. When a leader has been removed because all units under his command have been eliminated, use the next higher leader or HQ to qualify for Command Radius (condition 1). The leader would return to the map with the first eliminated unit that recovers a straggler.

10.0 Command & Control


The rules for Command & Control strive to be realistic but not overwhelming. They embody simple concepts that give players a sense of what it was like to give and follow orders on a Civil War battlefield.


In general, the Command system works as follows: The Army Commander (the player) generates the orders he wants and records them on a Order Log. The orders are then sent to a designated Headquarters or given directly to another Leader in person. Upon arrival of the new order at its destination, the player checks the order for acceptance. At this point, the order may be accepted, delayed, or distorted (thrown away). Once accepted, an order must be acted on in good faith, even if the battlefield situation has changed.

10.1 Army Command


Orders are issued by the Army Commander. He can issue orders in three ways: a) send orders from the Army HQ to the HQ of any command, b) give an order to another leader in person, or c) hold a special Conference at Army HQ with all of his top leaders present.

Orders from Army HQ

When stacked with the Army HQ, the Army Commander can issue (send) orders to any command represented by a HQ. Orders are sent from the Army HQ to a HQ of a command, not to the command leader. The Army Commander is the Sender and the leader associated with the HQ is the Receiver. Delivery Time for each order (the time it takes an aide to ride from the Army HQ to the command HQ) is calculated as 1 turn for every 10 MP of distance, with any portion of 10 adding one turn. Orders arrive at their destination in the Command Phase and are checked for Acceptance in the same Command Phase they arrive.

In Person Orders


The Army Commander may issue an order directly to another Leader. To do so, he must be in the same hex as the Leader at the beginning of the Command Phase and may not be in the same hex as the Army HQ. In Person (IP) orders check for Acceptance in the same Command Phase they are issued and receive a bonus of +2 added to the Acceptance Value.


Only one IP order to one Leader can be issued in a Command Phase, and no other orders can be issued in the same turn. In addition, the Army Commander must spend one entire turn stacked with the Army HQ before he can issue another IP order.

Conference


The Army Commander may call his leaders together for a Conference at Army HQ. This event does not require orders for the leaders to move, the player simply decides when a Conference will take place and moves the leaders to the Army HQ using normal movement. Only Corps leaders, and any Division leaders that are not part of a Corps, may attend a Conference. Conferences cannot be held while the Army HQ is moving and only one Conference is allowed during each game day.


When all of the leaders are at the Army HQ at the beginning of a Command Phase, the Army Commander can issue one order containing separate instructions for each leader at the conference. Each leader, however, handles his instructions as a separate order, using his own leader rating as the receiver, and checks his order for Acceptance in the same Command Phase. Any leader who obtains a Delay result on his order may roll for Delay Reduction in each subsequent Command Phase as he travels back to his HQ. 


Orders issued at a Conference are not the same as an IP order and do not get the +2 bonus.

Restrictions


10.1a The Army Commander cannot send orders to other commands unless he is stacked with the Army HQ.  Orders can never be sent from the Army HQ while it is moving. While the Army HQ is moving, it cannot "recharge" the Army Commanders' ability to issue an IP order.


10.1b The Army Commander issues orders when he wants something done, and when accepted, the order must be implemented immediately. Setting a future start time in an order is not allowed.


Note the effect of this rule when holding a Conference -- if the Conference is held at night, there's a good chance the orders will be acted on at night, with all the negative Night modifiers in effect.

10.2 Orders

Orders are the heart of the command system. Orders are written as instructions to the various commands (Corps, Divisions, and Brigades) telling them what to do. The wording of an order conveys the meaning and intent of the Army Commander and may be written in the same historical style. These are wartime combat orders in a society heavily influenced by notions of honor and glory, and they must be followed as originally intended, even though circumstances in the game may have changed.


Orders must be written clearly, in a manner that is easy to interpret and understand. The written content of an order may be as detailed, or as brief, as necessary to convey the intent and purpose of the order. Basically, an order will instruct a command to advance and capture an objective, to occupy a new position, to move to a specific terrain feature or defined area for defense, or simply to move somewhere on the map. Conditional orders and open-ended orders such as “attack west!” are not allowed; they are much too broad and too vague.


Each order must give a clear objective or destination, and a path of movement or route of advance. Only one objective or one destination may be given in an order, and an order may only contain instructions for one command. You cannot issue an order to 1st Corps with additional instructions for 2nd Corps--that would require two separate orders.


When executing any type of order, units may function freely within Command Radius, provided they are following the intent of the order and the direction of movement given in the order. The HQ of a command must adhere to the path of movement stated in the order.

Order Type


Whenever an order is created, it must be classified as either Complex or Simple.

Complex Orders are the most common type of order and are required for offensive combat operations (attacking). Once Accepted, a Complex order remains in effect until the objective given in the order has been secured or the destination given in the order has been reached AND units of the command have not received Small Arms fire in the previous Fire Combat Phase. When these conditions are met, the order ends and the command no longer has an Accepted order.


Simple Orders are limited to movement within friendly controlled areas, and are designed to allow troops to be shifted from one position to another within or behind friendly lines. Simple orders cannot be used to direct movement into areas behind enemy lines, or into areas of the map that have not yet been entered by friendly units.


Simple Orders remain in effect until the HQ of the command reaches the destination given in the order. However, a Simple order is automatically cancelled (ends) if the path of movement given in the order is blocked by enemy units, or if any unit of the command is fired on by Small Arms fire. When blocked by enemy units, movement must stop at the point where friendly units would enter enemy Small Arms range (4 hexes from enemy units). When fired on by Small Arms, all units of the command must move back, out of Small Arms range of enemy units.

Order Costs


Except for In Person orders, each order issued by the Army Commander must be paid for with Command Points (CP). The number of CP available each turn is based on the leader rating of the Army Commander (refer to the chart for Command Points). The number of CP listed on the chart are available each turn. The Army Commander may write any number of orders in a turn as long as he has sufficient command points available to pay for each order. CP may not be saved from turn to turn.


When issuing orders, the Army Commander has options to choose from that affect the cost of an order, and also influence acceptance of the order. The Army Commander may issue orders verbally (Oral) or in writing (Written). Each method has a cost in CP that must be paid when the order is issued. Written orders are better for Acceptance, but cost more than Oral orders. The trade off between costs and acceptance is an important decision for the Army Commander (the player).


The CP cost and the Acceptance Value of an order is also affected by the type of order issued - Complex or Simple. An order may be Oral or Written (or IP) and Complex or Simple. To determine the cost of a given order, total the CP for each selection. Only one selection from each category is allowed.


Historically, written orders tended to be clearer, as they were not subject to re-phrasing by the aide delivering the order.
Order Log


Orders must be recorded on an Order Log (lined notebook paper). The Order Log reminds the player when to check an order for acceptance, lists the acceptance values pertaining to that order, and most importantly shows the actual wording of the order. The idea is for the Order Log to be a well organized and efficient record of all orders issued during the game.


On the Order Log, all orders must have an order number (1, 2, 3, ..), the arrival time (the time the order will arrive at its destination), the sender (Army Commander) and his leader rating, and the receiver (Leader) and his leader rating. For Acceptance, each order must be listed as either Complex (C) or Simple (S), and whether it is Oral (O), Written (W), or given In Person (IP). Shorthand notation can be used to combine the information: WC, OC, WS, OS, IP-C, IP-S.
Order Acceptance

Acceptance is a measure of how quickly the receiving Leader reacts to a new order. Whenever a new order is received, check for New Order Acceptance in the same Command Phase. On the Acceptance Table, calculate the Acceptance Value to determine the correct column to use. Roll two dice and find the result on the left side of the table. Record the result on the order log and follow the instructions listed on the table.


Accepted (A). The order is accepted by the leader and may be implemented. In order to implement a newly accepted order, the leader receiving the order must enter the hex of his own HQ. The instant the leader “touches base” with his HQ, the order is implemented and the units under his command may start to act on the new order immediately.


Delay (D4,D5,D6). A Delayed order represents some foot-dragging or preparation time before it is acted on. A Delayed order can become Accepted by making a Delay Reduction die roll in each subsequent Command Phase. Once a successful die roll is made the delay is lifted and the order is Accepted.


Distorted (Dt). An order that receives a Distorted result is completely misunderstood by the leader receiving it and is thrown away.


Optional: Any command that receives a Distorted Order cannot receive any new orders from the Army Commander until the player rolls a 6 (on one die). Make one roll per turn, during the Delay Reduction segment.
Existing Orders

When a new order is Accepted, it replaces any currently Accepted order the command may have. An order that gets a Delay result automatically cancels an existing order in Delay, but does not cancel a currently Accepted order until the Delayed order is Accepted. Distorted orders do not affect existing orders in any way.


Once an order is issued, the same order (to the same command) cannot be issued again just to get it implemented.

The Army Commander cannot re-issue orders that are currently in Delay.

No Orders


Any command that does not have a currently Accepted order is assumed to be in a defensive posture, and the HQ of the command is literally “bolted to the ground” and cannot move. Units of the command may move and fight normally within the area they currently occupy, but may not advance  or expand this area without new orders. All other unit functions may be performed normally.


Design Note: when a command does not have an order, the current location of units determines the forward lines of the command. Units are free to move and fight within this area (within command radius) but cannot advance past it, or out of it, without Accepting a new order. Units that are forced to retreat from a forward line can fight to regain any lost ground, but cannot move past their original positions.
10.3  Stoppage Check


Stoppage represents a Leaders perception of failure. This type of failure occurs as the leader is surrounded by dead and wounded, the chaos of battle, and grim reports from the front. He is, much more than the game player, reluctant to fight to the last man.


Any command with a currently Accepted Complex order that is fired on by Small Arms (not just artillery) must make a Stoppage Check in the owning player’s next Command Phase. Stoppage Checks are only required when units have been fired on since the owning player’s last Command Phase.

When Stoppage occurs,  all units of the command must move back out of small arms range of enemy units (4 hexes) in the subsequent Movement Phase and all orders the command may have (Accepted or in Delay) are canceled.

Procedure


On the Stoppage Table, cross index the number of wrecked units in the command against the total number of units currently in the command (see 10.3b). The resulting number indicates the column to use on the adjacent table. Cross index this number with the Leader Rating of the current Leader of the command. The number found is the minimum dice roll required to pass the Stoppage Check. Any result that is less than the number given on the chart means that Stoppage has occurred.


10.3a Modifiers. If the original Leader of a command has been killed, wounded, or reassigned to a higher command, add +1 to the number of wrecked units in that command. Any command making a Stoppage Check on a Night turn, or has taken fire during a Night turn, subtracts -3 from the dice roll result.


10.3b Units. The number of units in a Corps command refers to the total number of Divisions in the Corps. The number of wrecked units in a Corps would depend on how many of those divisions are wrecked. For a Division command you would count the number of Brigades, and in a Brigade command, count the number of regiments. Count all units that are currently part of the command, including Attached units. Do NOT count units of the command that are currently Detached.

10.4 Emergency Retreat


Emergency Retreat (ER) is a decision to move a command out of harm's way. Any command with a HQ may execute an ER voluntarily, or may have an ER forced upon it. In either case, this retreat is a controlled event, not a rout, and the units involved do not suffer any adverse Morale effects. On completion of an ER, all orders the command may have (Accepted or in Delay) are canceled.


Voluntary ER may be declared only when a command is under threat of being surrounded or destroyed. The judgment of when this is appropriate is determined by the owning player. Additional voluntary ER may be conducted if the safety of the command remains in doubt.


Forced ER occurs when a HQ is caught alone in a hex with enemy units, or when a HQ retreats as a result of Fire Combat involving Small Arms or Close Combat, not from artillery fire alone.


10.4a Army HQ. The Army HQ may declare a Voluntary ER or may be Forced to ER like any other HQ. In either case, only the Army HQ and any units assigned directly to the Army HQ execute the ER, not the entire army.
Procedure


Any command executing an Emergency Retreat must retreat (move) all units of the command away from enemy units. First, move the HQ a distance of 12 MP away from enemy units. All other units of the command must move normally to maintain Command Radius (which might mean little or no actual movement for some units) and must be outside the Small Arms range of all enemy units. Units may use road movement, but are not required to do so. The HQ can pay the full cost of the terrain it moves through in order to control the length of the retreat. Doubling back and other tricks are not allowed.


After completing this movement, each infantry and cavalry unit in the command must make a Straggler Check on Straggler Table 1. When a Forced ER has occurred, a +1 modifier is added to each Straggler Check.


Design Note: when a HQ cannot retreat fully due to impassable terrain or enemy units, move the HQ as far as it can go and execute the rest of the ER normally. If a HQ is isolated by enemy units or EZOC, place the HQ with any unit of the command before executing the retreat.

10.5 Detachments


Detachments are Divisions or Brigades that are detached from their original command structure. Detachments are made for two specific reasons: 1) a division or brigade may be detached from one command and reassigned to another command, or 2) a division or brigade may be detached to operate on its own as a separate command.


To create Detachments, the command containing the division or brigade to be detached must Accept an order from the Army Commander. The order must indicate the detachments to be made and the instructions (orders) they will follow. When the order is accepted, the Detachments take effect and the instructions are passed along to the Detachments as currently Accepted orders.


Any order issued by the Army Commander may include instructions for Detachments as part of a general order to a command. When the order is Accepted, both the parent command and the newly created Detachments have Accepted orders. In this case, the instructions passed on to the Detachments are the same type used for Acceptance -- Complex or Simple.


Orders may also be written specifically to create Detachments. Receiving and/or Accepting an order that contains only instructions for Detachments, does not cancel or affect any existing order a command may have. For example, a Corps conducting an attack could Accept an order to Detach one of its divisions and still maintain the Corps attack.


Detachments that are reassigned to another command instantly become part of their new command and must move directly to be within proper Command Radius. When a Detachment is created to operate as a separate command, place a generic HQ counter with the Leader of the new command. The generic HQ functions like a normal HQ for all purposes and is used to mark the center of Command Radius for the Division or Brigade. Command Radius distance remains the same for each level of command, but is traced from the generic HQ instead of the command Leader. Any new command created by Detachment functions as a regular command in all respects.


10.5a Recall. To cancel a Detachment that is operating as a separate command, the Leader of the Detached command must Accept an order from the Army Commander. When the order is Accepted, the units must move directly to be within proper Command Radius of their original command. When Command Radius is established, the generic HQ is removed and the Detachment ends.


Note: if all combat units of a detached command are eliminated, the HQ is removed and units return to their original command via Straggler Recovery.


10.5b Artillery. Artillery units, by themselves, may not be Detached, but detached Divisions and Brigades may "take-along" artillery from their parent command. Divisions may take along any Corps artillery, and Brigades may take along Divisional artillery. Individual regiments and other units may never be detached.


Design Note: Game specific rules will place limits on the number of detachments allowed in a game. In previous versions of the rules, the term “Divisional Goal” was used to describe Detached commands.
10.6 Attachments

Game specific rules may allow an existing command to be Attached to another command. In this case, the command to be attached must Accept an order from the Army Commander indicating the command it will be attached to. When the order is Accepted, the HQ of the attached command is removed and the units function normally as part of their new command. Canceling an Attachment (or Reassignment) follows the same procedure as a Detachment (10.5).

11.0 Initiative


Corps, Division, and Brigade leaders may use Initiative to create orders for themselves, or for subordinate leaders in the same command. Orders created by Initiative are instantly Accepted as Complex orders and may be implemented immediately. There are no Command Points, Order Costs, or Delivery turns associated with Initiative. Once created, Initiative orders are handled like any other order and must be followed as faithfully as orders from the Army Commander.


To attempt Initiative for a given Leader, roll two dice (11-66) and check the column on the Initiative Table that matches the Leader Rating. If the dice result is within the range shown on the Success line, the attempt is successful and the Leader may use Initiative. If, however, the dice result matches a number on the Loose Cannon line, the leader becomes a “loose cannon” (see 11.0a below).


Design Note: While it is not necessary to actually write an order before each Initiative attempt, a player must decide what the Initiative order will do before rolling the dice.

Within each Corps, Division, and Brigade command (represented by a HQ), a maximum of two Leaders may attempt Initiative each turn. When successful, the Leader who obtained Initiative may create one order for himself (and all of the units he controls) or he may give the Initiative order to one subordinate Leader in the same command, provided he is stacked with the subordinate Leader when the Initiative attempt is made. Furthermore, in a single turn, only one Leader may attempt Initiative for a given formation. For example, if a Brigade Leader attempts Initiative and fails, another Leader cannot attempt Initiative for that same Brigade.


Design Note: if a Brigade Leader attempts Initiative and fails, the Division Leader may still attempt Initiative for the entire Division; and if the Division Leader is successful, the Brigade that failed is still included as part of the Division order. Same goes for a Division Leader that fails and a Corps Leader getting Initiative for the entire Corps.

Initiative orders given to a subordinate Leader within a command will create a new Detachment for the subordinate Leader (and all of the units the subordinate Leader controls). Detachments created by Initiative are handled exactly the same as detachments described in section 10.5, including the placement of a generic HQ with the newly detached command.


Design Note: The number of Detachments created by Initiative can never exceed the maximum number of Detachments given in the Game specific rules.

11.0a Loose Cannon. To avoid excessive use of Initiative, the concept of a “Loose Cannon” is used. Whenever a Loose Cannon result occurs, the opposing player writes a Simple movement order for the Leader that has become a Loose Cannon. The Leader and units of his command must then follow the order as written. When a Leader is attempting to get Initiative for one of his subordinate Leaders and a Loose Cannon result occurs, apply the Loose Cannon to the subordinate Leader, not to the Leader that actually made the Initiative attempt.


11.0b Existing Orders. When Initiative is successful and a new order is issued, any currently Accepted order the command may have is replaced by the new Initiative order and any order the command has in Delay is canceled. Exception: Initiative orders used solely to create a Detachment, do not affect any existing orders the parent command may have.


11.0c Recalling Detachments. The Leader of a detachment may use Initiative to cancel the detachment and return to his original command. The Leader of a detachment’s original command may also use Initiative to recall the detachment, provided he is stacked with the detached Leader when the Initiative attempt is made.


11.0d Restrictions. Initiative may not be used to activate an order that is in Delay or to issue an order that is the same as an order in Delay. Initiative cannot be used for Attachments (10.6), or to Reassign units to another command (10.5). The Army Commander cannot use Initiative.


Design Note: Initiative works best in its historical role, where Leaders try to take advantage of a fleeting opportunity, or act to forestall disaster. Overuse of Initiative runs the risk of becoming a loose cannon, which may cause a disaster, so use Initiative sparingly and never as a substitute for the system of army command.
12.0 Set Up Notes

When setting up a game in the Regimental Series, the following guidelines are used except when explicitly stated otherwise in the game specific rules.

1. Units may setup in any formation.

2. Leaders may setup on or adjacent to any subordinate unit.

3. “w/i X” means to set up a given unit(s) within X hexes of the listed hex.

4. When a Corps, Division, or Brigade designation is listed in the setup (1/1/1, F/H, 3 Corps, etc), all units of that command are included in the setup.

5. The Confederate player turn is always first.

6. Any command that starts a scenario Detached from its parent command must setup with a generic HQ, even if the HQ is not listed in the Setup instructions.

7. In the game specific rules, each scenario lists orders for units that set up on the map and for units arriving as reinforcements. For existing series games THG, TTS, and AFS, these orders are interpreted as follows:


a) for units that start on the map (not Reinforcements), any wording that indicates a command is defending, does not give the command a currently Accepted order.


b) any order instructing units to join their command or move to an HQ is treated as a Simple order. Add a generic HQ for these units and remove it when they establish command radius to their normal command.


c) other than the above, any order listed in the scenario setup or reinforcement schedule is treated as a currently Accepted, Complex order.
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Optional Rules

A. Artillery


The following rules are included to enhance the details of artillery. They do not, however, greatly change the way the game plays.

A1. Retire by Prolonge


Normally, artillery that limbers in an EZOC, either voluntarily or as required by the Morale Table, must roll on the Gun Loss Table. However, artillery did have another means of movement available — Retire by Prolonge.


In the Movement Phase, an unlimbered artillery unit in an EZOC can remain unlimbered and move up to two hexes through any of its original rear hexsides - never a frontal hexside. Artillery using Prolonge cannot limber in the same Movement Phase.


Before retiring, all adjacent enemy units can fire on the artillery unit, regardless of its position in a stack, but without any flank or limbered modifiers. If, as a result of the fire combat, the artillery unit becomes Disorganized or worse, the prolonge is aborted, and the unit must limber and roll on the Artillery Gun Loss Table. Artillery units that successfully retire by prolonge remain unlimbered and can fire in the ensuing friendly fire phase. Retire by Prolonge may never be done as a retreat result.

A2. Crossfire


Any time enemy artillery in a target hex is attacked by combined artillery fire that enters the target hex through two non-contiguous hexsides, add +1 to the die roll on the Fire Combat Table. This modifier is in addition to any other normal modifiers that apply to that combat.


Players will no doubt question the accuracy and ability of 19th Century artillery to coordinate in this manner. In fact, battery commanders were taught to choose positions that complimented the fire of other batteries in their Corps to do exactly this kind of fire. It applies to artillery as a target because infantry and cavalry moved too quickly to allow this kind of coordination.

A3. Shell & Canister


Any close look at artillery cannot avoid the fact that two kinds of ammunition was carried for two different tactical problems—long range ammunition for most work, and canister for close anti-personnel fire. As such, a battery might well expend all of it's long range ordnance, and still have ammo left for defensive work at close range. The following reflects that dichotomy. Two different sets of numbered markers will be required, one for shell and one for canister; ideally the markers should be different than those used to mark the current strength of units.

A3.1  Ammunition


Each battery begins play with 6 rounds of long range ammo (shell) and 3 rounds of short range ammo (canister.) No more than six shell and three canister points may ever be carried by a battery. One round of shell is expended each time a battery fires at a range of four hexes or more. One round of canister is expended each time a battery fires at a range of one or two hexes. At a range of three hexes, either one shell or one canister round is expended (owning player's choice). Two rounds of canister are expended whenever a battery fires in a close combat.


If a battery has shell ammo left, but no canister, it may fire in close combat, and at one or two hex range, by calculating fire points as if it were firing at three hexes. For example, a Rifled cannon firing shell ammo in close combat is 2x, not 4x. Note: if forced to fire shell in a close combat, the firing battery does not expend two ammo points as it would for canister; only one shell point is expended. A battery in a close combat that has one canister round left may still fire, expending the remaining round of canister, but there is a one column shift to the left applied to the Fire Combat Table. A battery with no shell or canister available may never fire.

A3.2  Supply


Low Ammo and No Ammo rules no longer apply to artillery when using these optional rules. Artillery units re-supply according to series rule 8.3, including the limbered-only restriction. Artillery units may re-supply from the army train, or from their individual corps wagon. No unit may re-supply from another corps wagon unless a specific order has been issued by the Army commander. Confederate horse artillery, with no corps wagon to draw from, can only re-supply from the army train. In addition, batteries may not transfer ammunition to other batteries.

A3.3  Reserve Ammunition


There is no longer a general ammunition pool from which all ammo points are expended. Instead, most ammo is pre-distributed with the guns, and the remainder distributed between the army train and various corps supply wagons. Ammunition in the reserve trains and wagons is not tracked by type—one total amount of rounds available is sufficient. The innate restrictions on how many rounds a battery can carry are enough to preserve the correct proportions of Canister to Shell. When a battery re-supplies, simply count the total number of canister and shell rounds added to the battery, and deduct that total from the correct corps or army train. The ammunition amounts must be tracked separately with pen and paper, since there are not enough ammo markers in the game.


Each battery begins a scenario with full ammo. To determine the amount of Reserve ammunition in the supply wagons, take the ammunition totals given in the scenario and multiply the Confederate total by .5 and the Union total by .56. The resulting total for each side is then divided between the various Corps supply Wagons and the Army Train. The Confederate player must assign at least one third of the total to the Army Train. The Union player must assign at least half of the total to the Army Train. The remaining ammunition may be divided between the Corps supply wagons as desired.

B. Pre-Set Orders


In the game rules, each scenario gives starting orders for units that setup on the map and for units entering as reinforcements. However, players may want to create their own orders before the game begins. In some cases, this may upset the balance of victory in the game, so players should be careful in applying this rule.


To establish your own set of orders at the beginning of a game, use the procedure for holding a Conference at the Army HQ (see 10.1). Assume the conference was held just prior to the start of the game, and all leaders have already returned to their HQ. Begin checking for acceptance on the first turn of the game, with acceptance handled normally from that point on. This retains some uncertainty in the execution of the new orders, and forces players to take some risk. All players should agree on this method before starting a game.

C.  Cavalry 


The series rules are mostly silent on cavalry, given the limited use it saw on the battlefield proper. This section provides several rules that make cavalry distinctive from infantry. They tend to have limited use in play, and hence are left as options.

C1. Close Combat 


Dismounted cavalry may never enter close combat as an attacker—only as a defender. Mounted cavalry units can engage in Close Combat as attackers and fire while mounted. In addition to all normal Close Combat rules, mounted cavalry units cannot Close Combat in a hex that costs more than 2 MP to enter. All mounted cavalry units use the P line of the Small Arms Chart (no matter what its actual armament), and all normal fire modifiers apply. 


If the defender is forced to retreat with a morale result of DG or Routed, and the attacking cavalry has a morale state of SH or better, the defender loses double the called for number of stragglers, and the extra stragglers become permanent losses instead. (a straggler loss of 2 would be doubled to 4, and 2 of those would be permanent losses).

C2. Retreat Before Combat


Cavalry units, in any formation, have the option of retreating before combat. 


When a close combat is declared, any defending cavalry units may retreat one hex to avoid the combat. Defending cavalry units can decline multiple close combats, and the attacker must pay the +1 MP for each attempt.


Exception: Cavalry units, in any formation, cannot avoid Close Combat initiated by Mounted cavalry (they're too fast!).


In the Defensive Fire Phase, before resolving any combat, the owning player can retreat one hex, any cavalry unit that is adjacent to an enemy unit. This retreat does not trigger 'opportunity fire’, and the retreating unit can still fire defensively from the hex it retreats to.

D. Defense Stoppage

A command without orders has it pretty easy when it comes to defense. Without orders, units of a command can stand and defend indefinitely with no possibility of failure due to Stoppage. Meanwhile, a command with an Accepted order is at risk of failure every time it is fired on. To balance the effects of Stoppage and still retain some benefit for defending commands, the following may be used in addition to the standard rules.


Any command that does not have a currently Accepted order must make a Stoppage Check when fired on by Small Arms. Defense Stoppage Checks receive a +1 modifier to the dice result and ignore the –3 modifier for Night turns. When Defense Stoppage occurs, the command must execute an Emergency Retreat in the next friendly Movement Phase.


Design Note: a command without a currently Accepted order is assumed to be in a defensive posture. Even though it does not have orders, a command would still defend itself if attacked. With Defense Stoppage, it is now subject to the possibility of failure, in the same way as a command that is conducting an attack.
E. Regimental Loss Charts


The Regimental Loss Charts allow players to keep track of both stragglers and permanent losses. These charts list each regiment (and battalion) along with each unit's Morale and a row of boxes matching the printed strength of the unit. As a unit takes losses in combat, boxes are marked off on the Regimental Loss Chart as either permanent losses (casualties) or stragglers. Stragglers are indicated by a diagonal line (/), and casualties are marked by filling in the entire box.


When using the Regimental Loss Charts, strength markers are not used. Players will need to refer to the charts to find the current fire strength of each unit. The wrecked status of each unit is also indicated on the charts. A unit is wrecked when all boxes to the left of the check mark are filled by casualties and/or stragglers. The wrecked status of Brigades and Divisions is handled normally.


Straggler Recovery occurs on each Hour and each Half-Hour turn. To recover Stragglers, each unit rolls independently on the Regimental Straggler Recovery table, using the Morale rating printed on the counter. Individual units can only recover stragglers that they themselves have lost.


Emergency Retreat and Forced March also require each unit to roll for and recover stragglers individually, using the morale rating of each unit.

E1. Alternate Brigade Method


An alternative to the extra work involved with Regimental Loss Charts is to use the Brigade Loss Charts and Brigade Straggler Recovery table as follows. Record each Straggler loss as a letter corresponding to the morale of the unit taking the loss. To recover a straggler, a unit’s morale must match one of the Straggler letters on the Brigade Loss Chart. All other recovery conditions still apply.

F.  Withdrawal from EZOC

This rule was first introduced in A Fearful Slaughter with some variation. It goes a long way towards preventing a common problem with phased retreats.


During the Movement Phase, any unit that wishes to move out of an EZOC must make a Morale Check before moving. This Morale Check is made using the morale rating of the moving unit, or the top unit in a stack that is moving, without any morale modifiers. Exception: BL units and units entering a hex to conduct Close Combat do not make this Morale Check.


On a result of BL, SH, or NE (No Effect) the unit or stack may move normally. In this case, do not place a Morale marker or change the Morale status of the moving unit(s) in any way. Any other result, meaning any result with a retreat requirement, is executed immediately as a retreat and movement for the affected unit or stack ends. Place the appropriate Morale marker and execute the retreat normally, including any Straggler losses that may be incurred.

Designer Notes

Command


The command rules preserve the existing brigade system almost entirely intact. We had no desire to issue orders at the brigade and regimental level—frankly the impact on play would be nightmarish. What has changed are the probabilities, and the look of some of the tables, to account for the fact that there are twice as many turns, and die roll possibilities.


One significant addition to the rules is brigade leadership: going to the regimental level by default adds dozens of brigade leaders. The lower down the command chain you go, the harder it is to justify one value for all leadership tasks. Hence, brigade leaders get two values: one reflecting their possible performance in independent roles. and a second value reflecting their more direct role of inspiration on the battlefield. This neatly solved the problem I was facing with a number of brigadiers who were excellent in direct troop leadership, but to whom I did not want to give a bunch of "4" ratings and thereby create an Initiative nightmare.


I deliberately chose not to create two ratings for all leaders for two reasons. First, with only a single value, you can instantly see your senior leaders on the map. Second, doing so was simply unnecessary. I didn't want to make the command rules any more complex at all, and even this small concession would have added to the bulk without really adding any extra value to the system.

Artillery

The big guns are the single most difficult aspect of representing the ACW tactical problem. I think games usually overrate their firepower, and many have also given them unlikely offensive skills. Here, I have done a number of things to reduce them to the primarily defensive support weapon they tended to be. First, artillery cannot unlimber except at the beginning of movement—meaning that any gun that advances must spend a turn limbered and under fire before it can return the compliment. Limbered guns, coupled with their mostly "C" morale ratings, will tend to retreat often. Even unlimbered guns are subject to retreat quite a bit, so relying on cannon to form a line is risky. As in the CWB, artillery can be targeted anywhere in a stack, and line of sight will extend through most infantry to allow guns to concentrate on other guns. The result is that cannon are hard to advance, which is as it should be.


Infantry can still fire and inflict losses on guns. At first blush, this may seem a little strange, but remember that a battery is a functioning combination of horses, men, and big guns—and the first two components of that team are frightfully vulnerable to small arms fire. Gun losses due to small arms reflect the impact that losing men and horses will have on the fire of those guns.


One big reason for artillery abuse is targeting. Players would invariably fire 5 or 6 batteries—even stacks of batteries—at a single target. This kind of coordinated fire was impossible for ACW artillery, though often two or three batteries might work together to create a crossfire, etc. That is why multiple fires are limited to 2 Confederate or 3 Union batteries, except for certain exceptional leaders who can mass more fire. Note that these limits create a powerful disparity: 3 Union batteries usually add up to 18 guns, while 2 Confederate batteries add up to 8 in most cases. This effect is fully intentional, and reflects the overall Union superiority in crews and ammunition. The end result is that in most cases of a gun vs. gun duel, Union guns will win.


The restriction on artillery being limbered to resupply will no doubt seem very odd to most players, who would greatly prefer to resupply unlimbered guns without pulling them out of the line. However, historically, this almost never happened. The trains were too cumbersome to risk coming forward, and the alternative—to send the caissons back while the battery remained in place—made artillery commanders very nervous. The caissons represented mobility to the battery commanders, being the repository of spare crewmen, limbers, and, most importantly, horses. Doctrinally, artillery ammunition wagons were rarely sent forward, much more often batteries were replaced as they expended their ammo. This was, in fact, one of the primary advantages to Hunt's artillery reserve system—he could rotate batteries in and out of reserve to refit and reload almost at will.


The restriction on Split Fire reflects the historical organization of batteries into two-gun sections. Batteries might engage multiple targets, but splitting fire within a section was almost unheard of. Rate of fire was a critical consideration for artillery. Many artillery commanders felt that more than 1 shot a minute per gun in a battery was wasting fire. If each section were engaging a separate target, however, they would have to fire considerably faster to compensate for the lack of a full battery's volume of fire. The chance of ammo loss at the battery level is already accounted for by the risk of a "Low Ammo" or "No Ammo" result, but this rule better represents the added drain on the army ammo chests.

Units and Line of Sight

This rule allows friendly artillery to engage advancing enemy guns that move up behind an enemy infantry line. In reality, defending artillery would regard such a move as the greater threat, and will shift fire to engage the enemy artillery. Also, small arms fire will be directed at the nearest enemy troops on an LOS line, regardless of circumstances...they will not “avoid” shooting at close enemy troops to hit ones further back!

Stacking

Players will notice that the penalties for stacking and unstacking—and especially the costs for moving through another unit—are significant, yet changing stacking order within a stack is free. Certainly this looks like an anomaly. I wanted to emphasize the difference between discrete lines, and the difficulty of passing a fresh line through a force ahead of it—hence the movement costs for stacking and unstacking. However, play quickly revealed an oddity for units within stacks. The top unit would remain engaged until it was destroyed, and only then would the next unit be hit. In reality, any unit below 8 SP was talking up less than a full hex's frontage anyway, and any other unit in the stack would be moving all or a portion of its strength into that "gap" between the number the top unit could put in line, and the maximum combat frontage of the hex. In effect, such units were side by side, not arrayed one behind the other. Originally, I limited this free exchange to stacks of 8 SP or less total, but found that the added fiddling wasn't really accomplishing anything. Further, sometimes regimental commanders adopted formations that placed even multi-regiment stacks of 9 or more SP side by side, creating grounds for even more exceptions.

Stragglers and Wrecked Formations

Unquestionably, the straggler concept was critical to preserving the nature of the way the CWB portrays ACW combat. By the same token, there were hundreds of regiments present in these big battles—impossible to fit on one or two sheets. The basic straggler rules presented here were designed to preserve the ease of play of the brigade system, and work very well for that. I think this was a key ease-of-play objective: keeping the paperwork standard to a CWB-like minimum. I did include the actual regimental rosters for those hard-core players who insist on doing it that way.


Hand in hand with the straggler system went the need for a universal standard for wrecked regiments. With brigade rosters in the CWB, the roster told you when the unit was wrecked. Here, without regimental rosters and without detailed loss rosters for the brigades, I chose to settle on the slightly arbitrary standard of 50% losses for each regiment. It is less arbitrary than you might think. I chose the 50% mark because my detailed look at the losses for Gettysburg—regiment by regiment—bear out this standard pretty well. Once a unit lost about half its men, its organization started to come apart. Remember that the 50% standard here includes stragglers, so that units will waste away and reconstitute as effective formations several times, albeit somewhat less effective each time. Players using the optional regimental loss charts will notice that the 50% standard is applied there, except in a few cases. Even in those abnormally large regiments—say of 11 or greater strength—this standard works, as evidenced by the fearful losses taken by some of those larger regiments. In the rare case where a green or poorly led regiment wasn't likely to take the same punishment as the men of, say, Pettigrew's command (4 huge regiments), lowering the morale rating produced very suitable results, as stragglers mounted quickly and units retreated much more often. Overall, I am very happy with the way these ratings work.

Supply


Supply remains almost as abstract in the regimental game as it does the brigade game. The most significant additions are the inclusion of a "no ammo" state, and applying both "low ammo" and "no ammo" to artillery as well as small arms. Just as in the brigade game, ammo loss is bound to pop up at the most annoying moments, requiring troops to go to the rear for resupply. I also chose early on to use an artillery ammo track to conserve overall consumption (which helps prevent a "fire all the guns every turn, no matter how ridiculous the shot" mentality—which does little except bog the game down immensely. The dynamic of ammo loss demands that players maintain tactical reserves lest they open gaping holes in their lines to resupply.

Cavalry

These rules remain optional because they represent little gain for the pain. Still, I wanted to provide some realistic resolution for mounted units, and a number of things—such as the close combat restriction and retreat provision for dismounted cavalry—needed to be included somewhere. These rules make mounted cavalry somewhat useful, but actual use is likely to be rare. I toyed with having charging units make a morale check before closing to close combat, but finally decided that this was unnecessary.

Skirmishing

Related to cavalry, especially in its dismounted form, are skirmishers. The astute player will note that there are no rules for skirmishing: I think skirmishers are inappropriate in any game that does not feature hidden units. Skirmishers were a recon-naissance formation, not a combat formation, and only rarely did extended skirmish engagements take place. They are entirely peripheral to the actual system. That said, for those of you crazy enough to play any of these regimental games double-blind, by all means create and use skirmish rules.

Terms and Abbreviations


Acceptance: Acceptance is a measure of how quickly a leader reacts to a new order and starts to act on it.


Additive Effects: The combined effects which occur when a unit in a given morale state receives another morale result.


Artillery: Artillery units represent batteries of guns, with each strength point representing one cannon and its crew. A battery is also defined by the type of cannon it employs (Napoleons, Rifled, Howitzer, etc).
Oral (O): a spoken order in which an aide memorizes and verbally repeats the contents. While quicker than other methods, the chance of error is greater.


Ammo Points: The ammunition points available for artillery fire.


Anti-Initiative: a value applied to a Leader Rating when attempting initiative. When used, the values are given in the Game specific rules.


Attachment: assigning a separate command to operate as part of another larger command.


Blood Lust (BL): A positive morale state of temporary excitement which reduces normal fear reactions making a unit less susceptible to morale.


Close Combat (CC): Combat occurring closer than 110 yards. Some hand to hand or melee combat may ensue, but for the most part, close combat is a fire fight at very close ranges.


Combat Unit: this term is used to refer specifically to infantry, cavalry, and artillery units.


Column (COL): The formation of infantry on the march. Required for movement along a road.


Command: The combination of a Leader and HQ, and all the subordinate leaders and combat units under their control.


Command Points: an allocation of points used by the Army Commander to pay the cost of each order.


Command Radius: The distance from a HQ or leader, to combat units in their command. Units must be within command radius to act on orders given to their command.


Complex Order (C): any order allowing offensive movement and combat operations.


Delay (D4, D5, D6): a result on the Acceptance Table indicating an order is delayed. The leader is either arranging to implement it or is dragging his feet for some reason.


Detachment: a Brigade or Division that is removed from the command it normally belongs to and reassigned to another command or organized into a separate command.


Disorganized (DG): A morale state in which much command and control has been lost due to confusion.


Distorted: an order that is not understood by the leader receiving it and gets thrown away.


Divisional Goal: a term used in previous versions of the rules to identify a division or brigade as a Detached command.


Enemy Zone of Control (EZOC): A zone of control explicitly stated as coming from an enemy unit. This distinction is made to avoid confusion with ZOC from friendly units.


Facing: The orientation of a unit or stack in a hex. All units must face toward a hexside of the hex they are in and all units in a hex must face the same hexside.


Fire Strength: the volume of fire generated by a unit. This is the current Strength Points of a unit modified by weapon type and range. The total Fire Strength of all units firing on a hex, is used to determine the appropriate column on the Fire Combat Table.


Forced March: The extra exertion of a unit to move a bit faster than normal with a resultant chance at increased stragglers.


Formations: The assembly of units into columns on the march, lines for combat, mounted cavalry, and artillery ready to move or ready to fire. Dictated by the drill of the time, these formations each have their own individual benefits and drawbacks. The formations in the game are representative of the basic combat formations employed at the time.


Game Rules: The exclusive rules for a specific game which give special rules and scenario information for that game.


Headquarters (HQ): unit representing administrative control centers at various levels of command. Every distinct command has a HQ.


Implement: to begin acting on an Accepted order. Accepted orders are implemented (made usable) when the receiving Leader enters the same hex as his HQ.


Independent Units (Ind): These units are exempt from command radius and may generally do as they please without orders.


Initiative: The ability of a Leader to generate his own orders.


In-Person (IP): An order which is given to a leader in the same hex as the Army Commander.


Limbered (Limb): A formation of artillery which allows movement. The guns are hitched to their caissons and teams and are ready to roll, but cannot fire.


Line of Sight (LOS): The determination of whether units can see each other given the lay of the land and other map features.


Loose Cannon: The wild card which appears when players use Initiative excessively. Effectively, the leader has gone and done something stupid.


Loss Charts: A record of the straggler losses for each army. These also indicate when units, divisions, and brigades become wrecked.


Low Ammo: A status of being low on ammunition for small arms or artillery which causes units to begin saving ammo by firing less and saving rounds for closer targets.


Morale: the quality of a unit which determines how well the unit stands up in combat. Combat units are assigned a morale level ranging from A (best) to F (worst).


Morale Check: A requirement to roll on the Morale Table to determine what effect combat has on a unit’s morale.


Morale State: A temporary effect on a unit because of a morale check. These range from Blood Lust through Rout.


Mounted (Mtd): The formation of a cavalry unit in which the troopers are mounted on their horses for movement. 


Movement Allowance (MA): The total number of movement points a unit is allowed to expend in a given movement phase.


Movement Point (MP): the cost of movement charged against the unit’s movement allowance as the unit moves.


No Ammo: out of ammunition for small arms or artillery units.


No Orders: the state a command is in when it does not have a currently accepted order. Commands without orders are assumed to be defending.

 
Order Log: A list of orders as issued by the Army Commander which provides a quick reference to the status of all orders.


Orders: The formal instructions issued by the Army Commander to leaders under his command.


Player Turn: An iteration of the turn sequence for one player, which is followed by an identical iteration for the other player, the completion of which ends the game turn.


Pre-Set Orders: Orders issued before the beginning of the game. Usually, players will want to follow the pre-set orders given as part of a scenario and only “take command” when units actually appear on the field.


Rally: The act of improving a units morale state. Given time, all units will return to normal morale.


Retreat: The act of moving to the rear away from enemy units.


Routed (R): A unit which is completely out of control and is in a headlong flight to safety.


Series Rules: The rules which are applicable to all games in the series.


Shaken (Sh): A morale state of added caution. The unit is still under control, but is more tentative about its actions.


Simple Order (S): an order to conduct movement within friendly territory where enemy action is not anticipated.


Small Arms: Units which are using rifles and other light weapons (not artillery).


Stacking: The placement of more than one unit in a hex.


Stacking Order: the position of units, from top to bottom, in a Stack.


Stragglers: Troops that are lost or decide to flee and no longer add to the combat power of their regiment.


Straggler Check: A roll made on the Straggler Table to determine losses in the form of stragglers.


Straggler Recovery: a chance for regiments to rebuild their strength and to reform eliminated units.


Stoppage: The result of failure on the Stoppage Table, causing a leader to halt operations.


Strength Points (SP): a unit's strength expressed in points. This value is printed on the unit counter and may be reduced by placing a strength marker under the unit.


Supply Train: The army level supply unit. It is the source of supply for the army.


Supply Wagons: These supply units appear at Corps level (usually) and provide a means of transferring ammunition from the army trains to the actual units.


Turn or Game Turn: A complete iteration of the turn sequence for both players. It represents 15 minutes of real time during the day and 30 minutes at night.


Turn Sequence or Sequence of Play: The ordering of steps which make up a game turn.


Unit/Units: this term refers to the playing pieces representing any type of military unit. The term combat unit(s) refers specifically to infantry, cavalry and artillery.


Wrecked: A unit that has lost strength to casualties and stragglers and has become combat ineffective.


Written (W): a written version of an order being handed to a leader. A written order is more exact, with less chance of error.


Zone of Control (ZOC): an area of influence projected by a combat unit. ZOC exists in the three frontal hexes adjacent to each unit.

LOS Procedure


The following section provides a step by step procedure to determine LOS. Read through the steps in sequence to determine if each is true or false and proceed as indicated.  The firing unit and the target unit are referred to as A and B, regardless of which is the firer and which is the target. LOS is a straight line connecting the center of each hex for A and B and continuing past both points (A and B). Terrain is only a concern if it lies on the LOS line itself, either between A and B or past them.


The term “elevation” (lower case ‘e’) refers to the elevation of a hex including any increase for forest, orchard, or urban terrain. The term “Elevation” (upper case ‘E’) refers to the elevation of the hex containing A or B without any increase for other terrain fetures.

Step 1. No terrain of higher elevation than A and B exists between them.

T: Go to Step 2.
F: LOS is blocked.


Step 2. A and B have the same Elevation.

T: LOS is not blocked.
F: Go to Step 3.


Step 3. Allow A to have the higher Elevation of the two. Terrain exists between A and B of elevation the same as A’s Elevation.

T: Next line.
F: Go to Step 6.


Step 4. This terrain of the same elevation as A’s Elevation is separated from A by lower Elevations.

T: LOS is blocked.
F: Go to Step 5.


Step 5. Either a lower Elevation is closer or the same distance from A to B, than past A or higher Elevations exist past A before reaching lower Elevations.

T: Go to Step 6.
F: LOS is blocked.


Step 6. Terrain exists between A and B that has an Elevation higher than B’s but less than A’s, is closer to B than A, and is separated from A by Elevations lower than itself.

T: LOS is blocked.
F: LOS is not blocked.
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