CWR v3.0
  Changes

(Jan 7, 2006)
The majority of changes are clarifications of existing rules and completion of rules that had some ‘loose ends’. Major changes are listed below.

Fire Combat Table has separate columns for 1, 2, and 3. The “<1” column is no longer used. Any total combined Fire Strength of less than 1 is automatically No Effect.

Modifiers on various tables have been adjusted or removed.

Straggler Recovery
1. Brigade Straggler Recovery is only on Hour turns and is now automatic (no dice rolls). Straggler Recovery using the Regimental Loss Charts remains the same. 
2. Straggler Recovery markers are not used; that step is removed from the sequence of play. Any unit that meets the recovery conditions qualifies for straggler recovery.

3. Recovery requirement has been increased to 6 hexes from enemy units, and units cannot be in Column.

4. Straggler Recovery is Prohibited at night if brigade is acting on, or part of, a currently accepted order.

Artillery
1. Artillery Range Table was adjusted to reduce artillery strength at long range. The ½ modifer for firing at infantry over 10 hexes is incorporated into the table.

2. Procedure for resolving Selective Fire is changed, and Selective fire now counts as the one fire allowed per phase.

3. At ranges over 10 hexes, all negative modifiers on the Morale Table are ignored.

4. Artillery can fire through enemy units ONLY to target enemy artillery.

5. Artillery split fire must be done by sections (2 SP); each section fire costs 1 ammo. This incorporates Optional rule 27.1a, A and B.

6. Artillery trace supply is increased to accommodate difference in scale; first 10 hexes of trace can be non-road hexes.  Trails are considered roads for artillery trace supply.

Morale & Retreat
1. HQ must retreat with other units.

2. Forced ER.  Artillery fire by itself does not trigger ER. Forced ER gets a +1 mod on Straggler checks.

Leaders
1. Leaders alone in a hex with enemy units are subject to Leader Loss.

Command

1. Force in orders is no longer used. Command Points have been adjusted to account for reduced costs, and the cost for Oral method orders is increased to 3 to control the number of orders that can be written each turn.

2. Pre-Set Orders use the same procedure as a Conference and are now an optional rule.

3. Orders issued at a Conference do not get the +2 for IPV. The intent is to limit coordination of massive attacks. 

4. Orders creating a Detached command, and orders detaching units for reassignment, by themselves, do not cancel an existing order. This also applies to Initiative.

5. Order Completion. When the objective of an attack is occupied or the destination is reached, and no Small Arms fire was received in the last Fire Combat Phase, the order ends.

Initiative
1. Loose Cannon is a Simple order to move somewhere on the map.

2. Only two Leaders in each command (represented by a HQ) may attempt initiative each turn.

3. Initiative can be one order for entire command OR one order issued to a subordinate leader.

Optional Rules

1. (clarified) Cavalry retreating to avoid close combat costs the attacker +1 MP for each close combat attempt. 

2. Mounted cav can also retreat one hex to avoid fire combat or close combat. Exception: Mounted cavalry cannot retreat if the attacker in close combat is also mounted cavalry.

3. Detailed ammo rules are retained as optional.

4. Removed Breastworks; they are covered in Game rules.

5. removed Defensive Orders rules. Added 'Defense Stoppage' as an option to require Stoppage Checks (with a +1 modifier) for any command without a currently Accepted order.

