ON 10 RicHmonb 1l

CHARTS & TABLES (v1.5)

COMBAT CHART

DEerFeNDER’s COMBAT VALUE (NOT INCLUDING ENTRENCHMENT BENEFITS) ATTACKER'S COMBAT VALUE

DEFENDER’S DIE ROLL MODIFIERS (SEE 7.4)
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ATTACKER'S DIE ROLL MODIFIERS (SEE 7.4)

+2:  Defending across bridge, dam, ferry, ford +1to+4: Flank attack bonus G s M
+2:  Defending in a mountain hex (but only +1 if attacker also in mountain hex -3to+2:  Artillery modifiers A 2D RS
or attack is down a ridge) +1or+2: Defender’s flanks refused +1:  Assault bonus from Lee (§/; OTR,
+2:  Defending against attack up a ridge (into any terrain) +1:  Assault action HCR, BTC, SLB, GTC); Jackson (SJW,
+1:  Defendingin a hill hex (but +0 if attack is from hill, mountain, or down a +/-:  Ratio modifier HCR, SLB); Longstreet (GT'C, BAC);
ridge) +/-:  Tactical modifier Sherman (BAC); or Hood & Forrest (F/SN)
+1:  Defending across a creek (+2 in rain turn) -1:  Attacks in rain turn -1:  Union Panic in effect
-1:  Ifatleast % of the Combat Value in the hex is contributed by Demoralized-2 units (SIW, AGA-in AGA panicked army only)
+1/+2:  Gunboat defensive support (OTR, GTC, BIC, TPC) ATTACK TYPE IN MARCH +1:  Surprise attack (SLB)
GAME-SPECIFIC . o
MODIFIERS -1:  Union Panic s in effect (S//7) +1:  Prepared +1:  Cavalry cha-rge (SLB)
-1:  Hunt bonus (BTC) -1:  Hasty +1:  Stafford Heights (BTC)
# Manpower Value loss D = Disorganized/Fatigue (& ammo loss) -3:  Column of Route +1:  Hunt bonus (BTC)
> F = Fatigue -2 R = Unit is routed & demoralized -1 -1:  Hooker Loses Confidence (SLB)
§ f = Fatigue -1 R* = Unit is routed & demoralized -2 -2: March attack while Insubordinate (B4C)

E = End Action
r = Unit must retreat

SUMMARY OF COMBAT RESULTS

D (Disorganized/Fatigued): The unit’s Strength marker is flipped to the disorganized side. If already disorga-
nized it remains so. The unit gains 3 Fatigue Levels (to a maximum of Level 4). If already at Level 4 it remains
so. An active unit obtaining a “D” has its march action terminated.

a = Unit may advance after combat
Ttalicized Results = Union Panic in SV

Note: A Combat value may fall between two columns on the Combat Chart (e.g. 3%). If so, round the
value up by % and use the right column of the two possible choices.

ARTILLERY MODIFIER SUMMARY

ARTILLERY VALUE DIFFERENTIAL
(Attacker’s Artillery Value Minus Defender’s Artillery Value)

. o o i L DEFENDER’S -40r -310 4270 +570 +80R
F (Fatigue-2): The unit’s Fatigue Level is increased by 2 (to a maximum of 4). If the unit is active, it may not TERRAIN Less +1 +4 +7 MORE
expend any more MPs; its march is terminated. al

ear
f (Fatigue-1): The unit’s Fatigue Level is increased by 1 (to a maximum of 4). If the unit is active, it may not Rolling
expend any more MPs; its march is terminated. Rough/Hill@
E (End Action): An active unit may not expend any more MPs; its march is terminated. Wds/Cty/Mtn
Swamps$

r (Retreat): The unit must retreat 2 to 4 hexes (see 7.6 for restrictions). * Just prior to combat, roll a die. If the roll is even, indicated

modifier is used; if the roll is odd, no modifier is used.

R (Rout/Demoralized-1): The unit is routed (retreat 4 to 6 hexes). The unit also gains Demoralize-1 marker. If
it already is Demoralize-1, flip it to Demoralize-2. If it already is Demoralize-2, its Manpower Value is unaffected. t Just prior to combat, roll a die. If the roll is even, the +2 modi-

fier is used; if the roll is odd, a +1 modifier is used instead.
R*(Rout/Demoralized-2): The unit is routed (retreat 4 to 6 hexes). The unit also gains Demoralize-2 marker. If €ris useds iwthe rofl1s oad, a 1 modiieris used instea

it already is Demoralize-2, its Manpower Value is reduced by 1 in addition to the normal Manpower loss result. @Also applies to provisional swamp hexes in non-rain turns.

$ Also applies to provisional swamp hexes in rain turns.

NE: No Effect

Note: If the total of the defenders’ printed Artillery values (not
counting entrenchments) in the hex is 1, a -2 modifier is converted to
-1.1f the total of the defenders’ printed Artillery values (not counting
entrenchments) in the hex is 2, a -3 modifier is converted to -2.

a (Advance): The unit may advance after combat.

ATTACK SUMMARY

RATIO CHART

CoMBAT
INFANTRY MP  CAVALRY/MTD Attacker to 1-13 | 1-12 [ 1-11 | 1-10| 19 | 1-8 | 1-7 | 1-6 | 15 | 1-4 | 1-3 | 1-2 1-1
ATTACK MOoDIFIER TO :
Cost InF. MP Cost AR Defender Ratio | orless
Column Of Route 0* 0* -3 Attacker’s Ratio
sy 1 2 1 -12 -11 | -10 -9 -8 -7 -6 -5 -4 -3 -2 -1 0
Normal 2 4 None
Prepared 4 8 +1 Attacker to 2-1 3-1 | 41|51 |61 |71 81|91 [10-1]11-1|12-1]|13-1| 14-1
i or more
* A column of route attack may not be declared if a unit’s remain- Defender Ratio
ing Movement Allowance is 0. / f
g Gl 1 | +2 | 43 | 4 | 45 | 46 | 47 | 48 | 49 | 410 | 411 [ +12| +13




RETREAT CHART

Prior to entering cach hex in a retreat, check Retreat Chart 1 or 2 (see 7.6). A unit must retreat into a hex using the “Retreat Description” with the lowest “Priority Number”.

RETREAT CHART 1 RETREAT CHART 2

A player must use Retreat Chart 1 in the following circumstances: A player must use Retreat Chart 2 in the following circumstances:
o For the first hex entered in a normal retreat e For the second, third, or fourth hexes entered in the normal retreat, assuming the unit
o For each of the first four hexes entered in a rout or cavalry retreat is not exiting an enemy ZOC
o Ifinaretreat, rout, or cavalry retreat, the retreating unit exits an enemy ZOC o For the fifth or sixth hexes entered in a rout or cavalry retreat, assuming the unit is not
exiting an enemy ZOC
PRIORITY ~ MANPOWER R D PRIORITY ~ MANPOWER R D
NUMBER Loss* ETREAT DESCRIPTION NUMBER Loss* ETREAT DESCRIPTION
Retreat follows road, pike, trail, or RR into a hex more distant
1 0 from active enemy unit than hex retreated out of. That hex is 1 0 Retreat is not into an enemy ZOC or enemy occupied hex.
neither in an enemy ZOC nor enemy occupied.
Retreat does not follow road, pike, trail, or RR into a hex more Retreat is into an enemy ZOC, but not an enemy occupied
2 0 distant from active enemy unit than hex retreated out of. That 2 0/1e h
hex is neither in an enemy ZOC nor enemy occupied. X
Retreat is not into a hex more distant from active unit than
3 0/1t hex retreated out of. The hex retreated into is not in an enemy 3 3 Retreat is into an enemy occupied hex.
ZOC or enemy occupied.
Retreat is into an enemy ZOC, but not an enemy occupied NOTES APPLYING TO RETREAT CHARTS 1 AND 2
4 0/1e hex. Retreat is into a hex more distant from active enemy unit
L —— A cavalry unit does not suffer Manpower loss in a cavalry retreat even if it retreats into a
o . hex calling for Manpower loss on a Retreat Chart. Exception: If it retreats into an enemy
Retreat is into an enemy ZOC, but not an enemy occupied occupied %ex, it is eliminated.
4 1/2 hex. Retreat is not into a hex more distant from active enemy [+  Use number to left of slash for Manpower loss if retreat or rout is along road, pike, trail,
unit than hex retreated out of. or RR. Otherwise use number to right of slash for Manpower loss.
e Use number to left of slash for Manpower loss if retreat or rout is along a road, pike,
5 3 Retreat is into an enemy occupied hex. trail, or RR or into a friendly-occupied hex. Otherwise use number to right of slash for
Manpower loss.
Note: A hex “more distant from the active enemy unit” is defined as one that places the ) . _OVE_RRI_DIN‘G RFTREAT «PRIOR_ITIES o
retreating or routing unit one hex further from the active enemy unit triggering the retreat Ifa retreating unit cannot avoid elimination, it may “override” retreat priorities no more than
than the hex from which the retreating unit exits, counting by the shortest patl% possible. once in its retreat. If so, a unit may retreat using any Retreat Description on the appropriate
chart — not just the lowest Priority Number.

See rule 7.4

CAVALRY RETREAT DIE ROLL MODIFIERS FLANK ATTACK EXAMPLES

for details.

The cavalry retreat modifiers below apply to all GCACI games,
superceding all previous modifiers. Modifiers are cumulative.

Terrain: If a cavalry unit occupies a location where it would re-
ceive a positive die roll in combat due to terrain (for occupying
a mountain or hill hex, or for being separated from the active
unit by a river, creck, or ridge hexside) that same modifier is
used to increase their roll in the cavalry retreat.

?
+¢ 4

Very Large Force: If the cavalry unit(s) in the hex have a
combined Combat Value of 3 or more, counting entrench-

+2

The two enemy units exert ZOC into the 6 shaded hexes adjacent
to the defender. If one enemy unit attacks, the attacker has a +4
basic flank bonus since all 6 hexes are “covered.” The final flank
bonus remains +4 as there are no applicable conditions reducing
the basic flank bonus.

ments. Exception: If the cavalry unit(s) are Confederate, the

modifier is increased to +4 in OTR, AGA and SIV.
Large Force (Confederate player in OTR, AGA and SIV

only): If Confederate cavalry unit(s) in the hex have a com-
bined Combat Value of 2 or more and less than 3, counting
entrenchments.

+2
+3

Demoralized: If all the cavalry units are Demoralize-1 or -2.

-2 Fatigue: Ifall cavalry in the hex are at Fatigue Level 4.

The two enemy units exert ZOC into the 6 shaded hexes adjacent
to the defender. Unit A is friendly to the defender. If one enemy
unit attacks, the attacker has a +4 basic flank bonus since all 6
hexes are “covered.” The final flank bonus is reduced to +3 as 1 of
the 6 covered hexes is occupied by a unit friendly to the defender.

2 Supply (SIV, SLB, OTR, GTC, BTC): If all cavalry in the hex

i are out of supply (Advanced Game only).

Small Force: If the cavalry unit(s) in the hex have a combined
Combat Value of more than %2 and 1 or less, counting en-
trenchments. Exception: In OTR, AGA and SIV, Confederate
cavalry units ignore this modifier.

E +2

Very Small Force: If the only cavalry unit in the hex has
a Combat Value of %5. Exception: If the cavalry unit is

-4 Confederate, the modifier is altered to -2 in OTR, AGA and

The two enemy units exert ZOC into the 5 shaded hexes adjacent
to the defender. If cither enemy unit attacks, the attacker hasa +2
basic flank bonus since 5 of the 6 hexes are “covered.” The final
flank bonus remains +2 as there are no applicable conditions

reducing the basic flank bonus.

SIV.

+1

The two enemy units exert ZOC into the 5 shaded hexes adjacent
to the defender. If cither enemy unit attacks, the attacker hasa +2
basic flank bonus since 5 of 6 hexes are “covered.” The final flank
bonus is reduced to +1 as 1 of the 5 covered hexes is occupied by
a unit friendly to the defender. Had another unit friendly to the
defender occupied Hex 1, the final flank bonus would have been
reduced to 0.

units have

Note: If the enemy units occupy or exert a ZOC into a hex adjaccnt to the defender, and those enemy

a Combat Value less than % the defender’s Combat Value, that hex is not considered “covered.”




GRANT TAKES COMMAND CHARTS & TABLES

ApvaNceD GAME SEQUENCE OF PLAY
1. RanDom EVENTS PHASE

2. LeADER TRANSFER PHASE

3. Orr-Map PHASE (STARTING MAY 6)

4. County ConTROL PHASE

5. ATTACHMENT PHASE

6. THE AcTioN CycLE

AcTION PHASE:
A. Initiative Segment
B. Activation Segment

7. RECOVERY PHASE

8. THEe STrATEGIC CYcLE (ONLY ON TURNS DIVISIBLE BY 4)
Leader Recovery Segment

Strategic Segment

Reinforcement Segment

Valley Segment

Bermuda Hundred Segment:

Depot Segment

Supply Status Segment

Union Command Segment

Victory Point Segment

End of Game Segment (Starting May 31)

mrEZemEOOwE

9. TURN INDICATION PHASE

RANDOM EVENTS TABLE

2 Rain (Current +2)

3 Rain (Current +1)*

4 No Effect**

5 Rain (Current)*

6 Union Command Paralysis

7 Union Night March

8 No Effect++

9 Confederate Command Paralysis
10 Confederate Command Paralysis
11 No Effect ++

12 Rain (Current +1)

* Convert to No Effect from June 1 to June 12.

** Convert to Rain (Current) from June 1 to June 12.

Dice REsuLT

++ Convert to Confederate Command Paralysis if Lee is currently sick.

STRATEGIC EVENTS TABLE

Dice REsuLT

2 Johnston Wins Big

3 Weak Confederate Logistics
4 Strong Confederate Logistics
5 Leader Falls Il

6 Leader Falls III

7 Union Artillery Recalled *
8 Mosby’s Raiders

9 Leader Falls Il

10 Strong Union Logistics

11 Sherman Wins Big

12 Mosby’s Raiders

* Convert to Leader Falls Ill on May 7 and May 11.

GAME ENDs CoNFEDERATE LOSSES
TaBLE
Upt024 257032 33717040 417048 491056 5771064 6571072 737080 817088 8971096 9770104
Ur 10 36 6 5 4 3 2 continues  continues  continues  continues  continues  continues  continues
3771048 7 6 5 4 3 2 continues  continues  continues  continues  continues  continues
4910 60 8 7 6 5 4 3 2 continues  continues  continues  continues  continues
6171072 9 8 7 6 5 4 2 continues  continues  continues  continues
ﬁ 73710 84 10 9 8 7 6 5 4 3 2 continues  continues  continues
§ 851096 11 10 9 8 7 6 5 4 3 2 continues  continues
& 9710108 Y 11 10 9 8 7 6 5 4 3 2 continues
S 10970 120 B 12 11 10 9 8 7 6 5 4 3 2
121 10 132 14 13 12 11 10 9 8 7 6 5 4 3
133 70 144 ends 14 13 12 11 10 9 8 7 6 5 4
145 10 156 ends ends 14 13 12 11 10 9 8 7 6 5
157 vp ends ends ends 14 13 12 11 10 9 8 7 6

Union must roll greater than number listed above on 2 dice to keep game going.
June 8: 0

End of Game Die Roll Modifiers: May 31: +3 June 4: +1

June 12: ends automatically




MOVEMENT SUMMARY

MP COSTS TO ENTER FRIENDLY-

DETERMINING A UNIT's MOVEMENT ALLOWANCE DETERMINING A MOVEMENT ALLOWANCE OCCU PIED HEX
IN A MARCH AcTION IN AN AcTIVATE LEADER ACTION - : S
An active infantry, artillery, or wagon train unit must pay an MP penalty to
Mordd] Hamtodk . enter a hex already occupied by 1 or more friendly infantry and/or artillery
s Infantry or . Infantr 1D6+1 (In SIK, units with a combined Combat Value of 3 or more, or a hex occupied by a
- & - ArtilleryyUnit 1D6 % Leadery AGA or OTR, wagon train(s). The MP penalty depends on the terrain in the hex entered.
24 7 1D6 minimum 2) MP penalties to enter a friendly-occupied hex are not cumulative: the highest
g MP penalty in city, clear, rough, rolling, and hill hexes is +2; the highest MP
=] Bl Tork penalty in woods, swamp, and mountain hexes is +4. Cavalry units do not
E Ca‘i'\é:llr)’ Unjit . nl SaValfY — pay such MP penalties and do not trigger them if a friendly infantry, artillery,
or Mounte s ivision + or wagon train unit enters their hex.
0o Infantry %.4 Leader
TERRAIN IN HEX...
= P ComBINED COMBAT
AIERR 1D6+1 (In OTR iTY, CLEAR, ROUGH, W, , SWAMP,
= ﬁ Infantry or &AGI(4 1D6 e | Cavalry Corps D642 VALUE IN Hex c R c HOUG o,aDS S
= 22 Artillery Unit minimum 2) i 5 Leader OLLING, HILL OUNTAIN
5’ Less than 3 NE NE
(V) =
e Faok™= | Grand Division 1D6+1 (In 301l +1 MP +3 MP
L] Cavalry Unit 2D6+1 g Lefi Leader Nov. 15 to 17,
10 3.6 o) 1862, 1D6+2) More than 11 +2 MP +4 MP
Wagon Train(s) +2 MP +4 MP

Force MARCH TSP

1. Only an organized unit may force march. Flip the Infantr 1D6+2 (In STRATEGIC MOVEMENT ALLOWANCE TABLE
unit’s Strength marker to its disorganized sidfc). @n Lead Y OTR & AGA, . R . ..

2. Ininfantry force march, roll 1 die and subtract 1. 46 cader 1D6+1) Strategic Movement is only used in Advanced scenarios in OTR, BAC,
In cavalry force march, roll 2 dice and subtract 1 GTC, & AIO. However, for OTR players must use the table in the OTR
from sum. Relslult is number of MP addﬁd to ufnit’s = Advanced Rules.

Movement Allowance. Minimum MP bonus for mers
infantry is 2. Minimum MP bonus for cavalry is 4. ) L'r : Ig:.a\fa'lry D642 CoNFEDERATE UNITS

3. Iﬁthc unmodified roll in Step % is6 (f(zir inf(:ir];try), 1: Ll:;iil;n
the active unit’s Manpower Value is reduced by
2 if its current Manpower Value is 6 or more; FATIGUE LEVELS INF/ART CAVALRY WAGON TRAIN
otherwise, its Manpower Value is reduced by 1. If PR EXPENDED MoOVEMENT MoOVEMENT MOVEMENT
unmodified roll is From 2to 5 (for infantry) or 8 i Cavalry Corps ALLOWANCE ALLOWANCE ALLOWANCE
or r?ore (f(()irga:fialr 1), uni(tf’s Ma?powe)r reduceld by [fj Cor avi rYd orps 2D6+3
1. If unmodified roll is 1 (for infantry) or 7 or less = cader
(for cavalry), unit’s Manpower is unayffectcd. 27 2 14(12) 24(20) 12 (10)

3 21 (18) 36 (30) 18 (15)
EXTENDED MARCH TABLE - R —
Union UniTs

StATUS OF MARCHING UNIT’S STRENGTH MARKER. ..

WAaGoN TRAIN
MOoVEMENT
ALLOWANCE

INF/ART
MOVEMENT
ALLOWANCE

CAVALRY
MOVEMENT
ALLOWANCE

FATIGUE LEVELS
EXxPENDED

ORGANIZED  DISORGANIZED DISORGANIZED DISORGANIZED

MANPOWER < 5 MANPOWER 6 TO 9 ManPOWER = 10

Mobiriep Die

ANY MANPOWER VALUE

6 D 1 1 1 2 12 (10) 22 (18) 10 (8)
7 D 1 1 2 3 18 (15) 33(27) 15 (12)
>8 D 1 3 3

4 24 (20) 44 (36) 20(16)

Mobiriers (CUMULATIVE)

+1 If march by unit on its normal side increases its Fatigue Level from 3 to 4. Note: Parenthesized numbers are Movement Allowances if the Player 1$

suffering from “command paralysis” (see 2.0).

COMMAND RADIUS SUMMARY

1  Command radius is a path of 3 or fewer hexes between a
leader’s hex and a subordinate unit’s hex. Exception: in 1861
scenarios (4GA), the command radius is 2 hexes

+1 If march by unit on its exhausted side increases its Fatigue Level from 2 to 3.

+3 If march by unit on its exhausted side increases its Fatigue Level from 3 to 4.

+1 If march by Wagon Train. For Union Wagons, this modifier is in addition to +1 modifier for “Other
Union Units”; see below)

Union ARMY MODIFIERS
+0 Late & Early War Cavalry: If march is made by any Union cavalry unit (HSN, 410, BAC, RWH,
AGA) or by a Union cavalry unit belonging to the Army of Potomac (RTG, GTC). A command radius may not enter an enemy-occupied hex or

+2 Garrison Units (infantry, artillery, & cavalry): If march is made by a Union unit not belonging to the an enemy ZOC (unless that ZOC is occupied by a friendly
Army of the Potomac (§/W, HCR, RTG) or by a Union unit which is not a “Regular Army” unit unit).

(RWH). (Red outline defines Leader’s Command Radius)

+1 Other Union Units: All Union units (including wagon trains) not covered by the two cases above.

Terrain is irrelevant when tracing command radius.

GAME-SPECIFIC MODIFIERS

+1 If a “Heat” event is in effect. (For all games with Heat events)

+1If, in Advanced Game, the unit is “out of supply”. (For all games with supply rules)
+1 All units in 1861 scenarios (4GA only)

-3 In 1861 scenarios, if the marching unit is a cavalry unit (4G4 only)

-3 If the unit is executing a Retreat March (only AGA scenarios 2, 5, 6, & 7)

ResuLTs . q Leoxe } .
NE.  NoEffect . _. .
D: Disorganized. Unit’s Strength marker is flipped to its disorganized side. . .

1/2/3:  Unit’s Manpower Value reduced by indicated number. Replace Strength marker with new

Disorganized marker reflecting its reduced Manpower value.
Unit

ENEmMY }_
—

WHEeN To ConsuLt THE EXTENDED MARCH TABLE Wl E
o Ifaunit on its normal side reaches Fatigue Level 3 or 4 (Exception: see Strategic Movement rules) { kial)

Unit

.'.FRIENDLV...

o Ifaunit on its exhausted side reaches Fatigue Level 2, 3 or 4 (Exception: see Strategic Movement rules)




